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OPEN MINUTE TO WIN

MODULE OVERVIEW

ABOUT THIS MODULE

Growth mindset is developed through experience, struggle, failure, and triumph. Minute to
Win challenges are designed to be a safe place for students to experience and understand
this journey.

This short module offers students fun team-based activities that will help them set a baseline
performance and then actively engage to grow and improve. In addition, journal pages
accompany each of the 4 suggested lessons, offering students an opportunity to reflect on
the lessons learned and internalize their own mindset journey.

TABLE OF CONTENTS

RESOURCE Number of Pages

Module Overview 2 pages
Required Materials List 1 page
Activity Plans
BEANBAG CHALLENGES
Balancing Act 2 pages
Cone Catcher 2 pages
Hoop It Up 2 pages
HULA HOOP CHALLENGES
Spinner Winner 2 pages
Hoop Toss 2 pages
Chopstick Noodles 2 pages
PING PONG BALL CHALLENGES
Egg Toss 2 pages
Ball Drop 2 pages
Balancing Spoons 2 pages
Instructional Resources
Sample First Lesson Plan 2 pages
Academic Language Posters 9 pages
Challenge Scorecards 4 pages
Universal Design Adaptations 1 page
Student Assessment Tools
Self-Assessment Worksheet 1 page
Growth Mindset Journal Pages 4 pages
Holistic Performance Rubric 1 page
Academic Language Quiz 1 page
Teacher Tools
Teacher Self-Evaluation & Reflection Guide 1 page
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OPEN MINUTE TO WIN

Online Physical Education Netwol

PRIORITY OUTCOMES

Personal Challenge:

e (Grade 3) Discusses the challenge that comes from learning new physical activities.

e (Grade 4) Rates the enjoyment of participating in challenging and mastered physical
activities.

e (Grade 5) Expresses the enjoyment and challenge of participating in a favorite physical
activity.

¢ (Grade 6) Recognizes individual challenges and copes in a positive way, such as
extending effort, asking for help/feedback, and/or modifying the tasks.

e (Grade 7) Generates positive strategies such as offering suggestions/assistance,
leading/following others, and/or providing possible solutions when faced with a group
challenge.

e (Grade 8) Develops a plan of action and makes appropriate decisions based on that plan
when faced with a challenge.

SUGGESTED BLOCK PLAN

Lesson#  Activities =~ Suggested Academic Language

BEANBAG CHALLENGE DAY
Balancing Act
Cone Catcher
Hoop It Up

Growth Mindset, Failure, Challenge

HOOP CHALLENGE DAY

Spinner Winner Feedback, Coachable,
Hoop Toss Support System

Chopstick Noodles

PING PONG CHALLENGE DAY
Egg Toss
Ball Drop
Balancing Spoons

Motivation, Inspiration, Celebrate

MINUTE TO WIN TRIAL DAY
4 All challenges set up for Review Academic Language Words
back-to-back trials.
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OPEN MINUTE TO WIN

MATERIALS LIST

OPEN runs on your support!

You are choosing to support OPEN each time you make a purchase from US Games and
BSN SPORTS. For the best available discount on selected items, shop using discount code
7E. That code will unlock OPEN Power Pricing on hundreds of items.

QTY NAME OF ITEM | VSean=vE:
12 Paddles 1197648
48 Beanbags 1293418
24 Low Profile Cones 1255690
144 Ping Pong Balls 1071177
12 Large Game Cones 1093452
48 Hula Hoops (any size) 1064919
48 Foam Noodles 1457042
144 Juggling Scarves 1206258
24 Flying Discs 1201550
12 Egg Cartons NA
24 Plastic 160z Cups NA

1 Pack | Plastic Spoons NA
24 Pens / Pencils NA

Instructional Resources and Assessments
The following materials can be downloaded and printed for free from this module’s landing
page on OPENPhysEd.org.

NAME OF RESOURCE

Activity Plans

Scorecards

Growth Mindset Journal Pages
Academic Language Cards
Academic Language Quiz

Holistic Performance Rubric

1-Minute Timer Music (Spotify, Apple)

A PUBLIC SERVICE OF ‘E@E


https://www.usgames.com/gamecraft-174-table-tennis-paddles-12-pack
https://www.usgames.com/gamecraft-174-table-tennis-paddles-12-pack
https://www.usgames.com/low-profile-cones
https://www.usgames.com/recreational-balls
https://www.usgames.com/game-cones
https://www.usgames.com/deluxe-hoops
https://www.usgames.com/swim-noodles
https://www.usgames.com/us-games-juggling-scarves
https://www.usgames.com/gamecraft-174-9-in-plastic-flying-discs-6-pack
https://open.spotify.com/album/1XZQC0B2bRVRp4MVNcDWRh?si=0-MEP_hoRzyH2WPW4E-afw
https://music.apple.com/us/album/1-minute-challenges/631219187

OPEN MINUTE TO WIN

Online Physical Education Netwol

BALANCING ACT

STUDENT TARGETS

o SKkill: 1 will use focused control to balance the beanbag on the paddle while | walk.

e Cognitive: | will demonstrate growth mindset by allowing myself to fail fast and try again.
o Fitness: | will be actively engaged in this Minute to Win challenge.

e Social/Emotional: | will use positive and encouraging communication with my teammates.

( A
Equipment:
e 1 paddle per team of 3
¢ 5 beanbags per team
e 2 low profile cones per team
e 1-Minute Timer Music (Spotify, Apple)

[ ]
Set-Up: o
¢ Create teams of 3 players. g ﬂ g
e Create 2 lines of low-profile cones with a cone -

on each side of the activity area.
e Each team lines up behind a cone with a paddle
and a pile of 5 beanbags.

L MINUTE TO WIN

ACTIVITY PROCEDURES

1. This activity is called Balancing Act! The object of the game is to see how many successful laps
around your team’s cone you can complete in 1 minute.

2. Getready with 1 teammate at the front of the line with 1 beanbag balanced on a paddle. The other 2
teammates are in a file line behind the leader.

3. On the start signal, walk in a file line around the opposite cone being careful not to drop the beanbag.

4. As soon as you’re back at your starting cone, the leader passes the paddle to the next teammate in
line while the teammate at the end of the line picks up another beanbag and stacks it on the paddle.
Your team must now walk down around the opposite cone while the new leader balances 2
beanbags on the paddle. This continues for the full 1 minute. If your team stacks all 5 beanbags on
the paddle, continue counting laps until you hear the stop signal.

5. If a beanbag drops at any time, your team must return to the starting cone without counting that lap.

GRADE LEVEL PROGRESSION

e Grade 3: Play the game with only 1 beanbag per team. They must balance and pass the paddle, but
not stack additional beanbags.

o Grades 4 & 5: Play the activity as described above.

TEACHING CUES

e Fail Fast: If a beanbag drops, don’t fuss. Quickly continue to the start and learn from the error.

e Focus on the Challenge: Actively focus on the challenge you’re facing. Avoid distractions.

¢ Be Positive: Help your teammates fail fast and focus by using encouraging words and statements.
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Online Physical Education Network

BALANCING ACT (continued...)

UNIVERSAL DESIGN ADAPTATIONS

¢ UDL 1: Do not stack bean bags. Keep the challenge to walking with 1 bag on the paddle.
o UDL 2: Remove the time challenge and focus on successful movement.
e UDL 3: Provide clearly marked paths between cones using brightly colored spot markers.

ACADEMIC LANGUAGE

Growth Mindset, Failure, Challenge

PRIORITY OUTCOMES

Personal Challenge:
¢ (Grade 3) Discusses the challenge that comes from learning new physical activities.

e (Grade 4) Rates the enjoyment of participating in challenging and mastered physical activities.
e (Grade 5) Expresses the enjoyment and challenge of participating in a favorite physical activity.

DEBRIEF QUESTIONS

Growth Mindset Question Set:

e DOK 1: What is growth mindset?

¢ DOK 2: What does it mean to Fail Fast?

e DOK 3: How is failing related to learning? How is it related to growth mindset?

Teamwork Question Set:

¢ DOK 1: What is positive communication? What does it sound like?

e DOK 2: How does positive communication impact the way a team works together?

e DOK 3: What are specific examples of how you used positive communication with your teammates in

today’s activity?
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OPEN MINUTE TO WIN

Online Physical Education Netwol

CONE CATCHER

STUDENT TARGETS

o Skill: I will use correct form for an underhand toss.

o Cognitive: | will focus my attention on the challenge in an effort to improve my team’s score.
o Fitness: | will be actively engaged in this Minute to Win challenge.

e Social/Emotional: | will use positive and encouraging communication with my teammates.

( A
Equipment:

1 large game cone per team of 3

5 to 10 beanbags per team

1 hoop per team

1-Minute Timer Music (Spotify, Apple)

Set-Up:

¢ Create teams of 3 players.

e Each team has space with beanbags placed in a >
hoop and a cone 5 paces away from the hoop.

e One teammate is the tosser and stands behind
the hoop and beanbags.

e The other two teammates are cone holders and

stand 5 paces away with the cone opening g M I N UTE TO WI N

facing the tosser.

ACTIVITY PROCEDURES

1. This activity is called Cone Catcher! The object of the game is for your team to use the cone to catch
as many beanbags as you can in 1 minute.

2. Get ready with 2 players holding a cone, and 1 player 5 paces away, ready to toss the beanbag into
the cone.

3. On the start signal, the tosser makes the first toss and quickly picks up another beanbag for another
toss. The cone holders count catches aloud to keep track of the score.

4. Cone holders can move the cone to help the tosser and make the catch. If your team tosses all of
your beanbags successfully in the cone before time expires, cone holders quickly dump the
beanbags back into position and play continues. Beanbags that miss the cone and fall to the ground
can be collected and tossed again.

5. Repeat this challenge with students focused on improvement.

GRADE LEVEL PROGRESSION

e Grade 3: Play the activity as described above.
o Grades 4 & 5: With skilled players, increase the distance between the tosser and the cone.

TEACHING CUES

e Stay Focused: Tossers and cone holders must all stay focued on the goal of tossing and catching.
o Step with Opposite Foot: Step to target with opposite foot. Toss underhand with tick-tock motion.
e Cooperate: Communicate with positive language. Work together to continually improve.
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Online Physical Education Network

CONE CATCHER (continued...)

UNIVERSAL DESIGN ADAPTATIONS

o UDL 1: Allow students to prop the cone either on the floor or using a desk.
o UDL 2: Remove the time challenge and focus on successful movement.
e UDL 3: Use a larger target — like a hula hoop.

ACADEMIC LANGUAGE

Growth Mindset, Failure, Challenge

PRIORITY OUTCOMES

Personal Challenge:
¢ (Grade 3) Discusses the challenge that comes from learning new physical activities.

e (Grade 4) Rates the enjoyment of participating in challenging and mastered physical activities.
e (Grade 5) Expresses the enjoyment and challenge of participating in a favorite physical activity.

DEBRIEF QUESTIONS

Growth Mindset Question Set:
¢ DOK 1: What are some words that you can think of that are related to growth mindset?

e DOK 2: How does growth mindset apply to practicing Minute To Win challenges?
e DOK 3: How can you apply growth mindset to other areas of your life?

Teamwork Question Set:

e DOK 1: What is teamwork? What does it look like? What does it sound like?

e DOK 2: How does teamwork affect how well your team performs in Minute to Win challenges?
e DOK 3: How does growth mindset affect how well you work with a team?
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OPEN MINUTE TO WIN

HOOP IT UP

STUDENT TARGETS

o SKkill: I will use correct form for an underhand toss. | will catch with 2 hands.

o Cognitive: | will focus my attention on the challenge in an effort to improve my team’s score.
o Fitness: | will be actively engaged in this Minute to Win challenge.

e Social/Emotional: | will use positive and encouraging communication with my teammates.

( A
Equipment:

1 hoop per team of 3

1 beanbag (or foam ball) per team

1 low profile cone per team

1-Minute Timer Music (Spotify, Apple)

Set-Up:

¢ Create teams of 3 players.

¢ Each team has space with a beanbag placed 3\
next to a low profile cone — the cone and
beanbag are 5 paces away from a hoop.

e One teammate is the tosser and stands behind
the cone with the beanbag.

e One teammate is the hoop holder and the third g M | N UTE TO \X/l N

teammate is the catcher — positioned under the
hoop, ready to catch the toss.

ACTIVITY PROCEDURES

1. This activity is called Hoop It Up. The object of this game is to toss the beanbag through the hoop as
many times as you can in 1 minute. However, for a toss to count, the beanbag cannot hit the floor. It
has to be caught by a teammate before hitting the ground.

2. Getready with one teammate holding the hoop, parallel to the ground. Another teammate is 5 paces
away with a beanbag, ready to toss. A third teammate is positioned to catch the beanbag when it
goes thought the hoop.

3. On the start signal, the first toss is made. The teammate in position to catch the toss will grab the
beanbag and quickly switch places with the tosser. This rotation continues with 2 teammates tossing
and catching for the full minute.

4. Count your score aloud each time a successful toss and catch is made. If a toss is not caught, or it
doesn’t go through the hoop — continue with the rotation but do not count that toss in the score.

5. Repeat this challenge with students focused on improvement.

GRADE LEVEL PROGRESSION

o Grades 3 & 4: Consider swapping beanbags with larger foam balls to increase success.
e Grade 5: Play the activity as described above.

TEACHING CUES

o Step with Opposite Foot: Step to target with opposite foot. Toss underhand with tick-tock motion.
e Transition Quickly: The tosser and catcher focus on quickly moving into position after a toss.

o Cooperate: Communicate with positive language. Work together to continually improve.
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HOOP IT UP (continued...)

UNIVERSAL DESIGN ADAPTATIONS

o UDL 1: Allow the tossed object to fall to the floor before being picked up. Count all tosses as points.
¢ UDL 2: Change the distance between the tosser and the target.
e UDL 3: Remove the time challenge and focus on successful movement.

ACADEMIC LANGUAGE

Growth Mindset, Failure, Challenge

PRIORITY OUTCOMES

Personal Challenge:
¢ (Grade 3) Discusses the challenge that comes from learning new physical activities.

e (Grade 4) Rates the enjoyment of participating in challenging and mastered physical activities.
e (Grade 5) Expresses the enjoyment and challenge of participating in a favorite physical activity.

DEBRIEF QUESTIONS

Growth Mindset Question Set:

¢ DOK 1: What is a challenge? Can you give examples of a challenge that someone might face?
e DOK 2: How would you apply growth mindset to facing a challenge?

e DOK 3: Describe what someone might learn from facing a difficult challenge.

Teamwork Question Set:
e DOK 1: How did you demonstrate teamwork when you faced today’s challenge?

e DOK 2: How would you summarize your entire team’s performance today?
¢ DOK 3: How was teamwork related to that performance?

APUBLIC SERVICE OF @@E



OPEN MINUTE TO WIN

Online Physical Education Netwol

SPINNER WINNER

STUDENT TARGETS

o SKkill: I will spin my team’s hoop with attention to safety.

e Cognitive: | will remain focused the challenge and stay ready to rotate when it's my turn to spin.
o Fitness: | will be actively engaged in this Minute to Win challenge.

e Social/Emotional: | will use positive and encouraging communication with my teammates.

( 1
Equipment:
e 1 hoop per team of 3
e 1-Minute Timer Music (Spotify, Apple)

)
Set-Up:
¢ Create teams of 3 players.
e Each team has space with a hoop. )
e Teammates determine who will spin first, ’x' @ PS

second, and third.

e The first spinner stands with the hoop.

e The other teammates stand on the sides of the
hoop ready to rotate.

L MINUTE TO WIN

ACTIVITY PROCEDURES

1. This activity is called Spinner Winner. The object of the game is to spin your team’s hoop like a coin
for as long as you can and end up with the fewest number of spins in 1 minute as possible.

2. Get ready with one teammate ready to spin the hoop and the others on the sides of the hoop, ready
to pick it up as soon as it stops spinning.

3. On the start signal, one player spins the hoop. As soon as it drops and stops spinning, the next
teammate will pick up the hoop and spin it again. When it stops again, the third teammate will pick it
up and spin it.

4. This rotation continues for the full minute. Count how many times you spin your hoop before the
minute expires. Score 10 points with only 1 spin; 5 points with 2 spins; 3 points with 3 spins; and 1
point for 4 or more spins.

5. Repeat this challenge with students focused on improvement.

GRADE LEVEL PROGRESSION

e Grades 3 & 4: Play the activity as described above.
e Grade 5: Increase the challenges by requiring all 3 players to work cooperatively to spin the hoop.

e Spin from the Top: Keep the hoop upright and spin it by hand holding the top of the hoop.

e Transition Quickly: The players waiting to spin should be ready to move, pick up the hoop and spin.
e Cooperate: Communicate with positive language. Work together to continually improve.
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SPINNER WINNER (continued...)

UNIVERSAL DESIGN ADAPTATIONS

¢ UDL 1: Play this activity with coins instead of hoops.
o UDL 2: Shorten the time from 1 minute to 30 seconds.
e UDL 3: Remove the time challenge and focus on successful movement.

ACADEMIC LANGUAGE

Feedback, Coachable, Support System

PRIORITY OUTCOMES

Personal Challenge:

e (Grade 3) Discusses the challenge that comes from learning new physical activities.

e (Grade 4) Rates the enjoyment of participating in challenging and mastered physical activities.
e (Grade 5) Expresses the enjoyment and challenge of participating in a favorite physical activity.

DEBRIEF QUESTIONS

Growth Mindset Question Set:

e DOK 1: What is feedback?

¢ DOK 2: What kind of feedback could you give to classmates who found spinning a hoop to be a
challenge?

¢ DOK 3: How could you have improved your performance based on the feedback that you just heard?

Teamwork Question Set:

¢ DOK 1: Can you list positive and encouraging words that could be used to give someone feedback?

¢ DOK 2: Can you give an example of using positive communication to give feedback to a teammate?

¢ DOK 3: Can you predict how you'd react to a teammate who gave you feedback using positive
communication versus someone who used negative language and communication?
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HOOP TOSS

STUDENT TARGETS

Skill: 1 will toss the hoop with a focus on accuracy and safety.

Cognitive: | will focus my attention on the challenge in an effort to improve my team’s score.
Fitness: | will be actively engaged in this Minute to Win challenge.

Social/Emotional: | will use positive and encouraging communication with my teammates.

( A
Equipment:

1 hoop per team of 3

1 large game cone per team

1 low-profile cone per team

1-Minute Timer Music (Spotify, Apple)

Set-Up:
o Create teams of 3 players. (] - ‘- w

e Each team has space with a hoop placed next to
a low-profile cone — the cone and hoop are 5
paces away from a large game cone.

e One teammate is the tosser and stands behind
the low-profile cone with the hoop.

¢ A second teammate is waiting to be the next g M | N UTE TO \X/I N

tosser and the third is the retriever — standing
next to the game cone.

ACTIVITY PROCEDURES

1. This activity is called Hoop Toss. The object of the game is for your team to toss and land your hoop
onto the cone as many times as you can in 1 minute.

2. Getready with one teammate holding the hoop 5 paces away from the cone. Another teammate will
stand next to the first, and the third teammate will stand near the cone.

3. On the start signal, the first player will toss the hoop. It must land on the hoop and be secure around
it before it's removed. Next, the player standing next to the cone will pick up the hoop and roll it back
to the player who was waiting to become the next tosser. The tosser then rotates down to the cone
and the next toss is thrown.

4. Continue this rotation cycle until you hear the stop signal. Count each successful toss as a point.

5. Repeat this challenge with students focused on improvement.

GRADE LEVEL PROGRESSION

e Grade 3: Remove the hoop roll and have students rotate quickly handing off the hoop from one
player to the next.
o Grades 4 & 5: Play the activity as described above.

TEACHING CUES

e Up and Over: Use 2 hands to toss the hoop parallel to the ground, up and over the top of the cone.
¢ Rotate Quickly: All players stay ready to move and rotate quickly.
o Cooperate: Communicate with positive language. Work together to continually improve.
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HOOP TOSS (continued...)

UNIVERSAL DESIGN ADAPTATIONS

o UDL 1: Use large hoops with smaller but stable cones.
o UDL 2: Decrease the distance between the tosser and the target.
e UDL 3: Remove the time challenge and focus on successful movement.

ACADEMIC LANGUAGE

Feedback, Coachable, Support System

PRIORITY OUTCOMES

Growth Mindset Challenge:

e (Grade 3) Discusses the challenge that comes from learning new physical activities.

¢ (Grade 4) Rates the enjoyment of participating in challenging and mastered physical activities.
e (Grade 5) Expresses the enjoyment and challenge of participating in a favorite physical activity.

DEBRIEF QUESTIONS

Cognitive Question Set:

e DOK 1: What does it mean to be coachable?

¢ DOK 2: Can you compare and contrast people who are coachable vs not coachable?
¢ DOK 3: How is being coachable related to growth mindset?

Teamwork Question Set:

e DOK 1: How can you recognize a coachable teammate?

¢ DOK 2: What is something that you can do to be more coachable?
¢ DOK 3: How is being coachable related to being a good teammate?
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CHOPSTICK NOODLES

STUDENT TARGETS

( A

Equipment:
¢ 2 foam noodles per team of 3 \
¢ 1 hoop per team I'd
e As many juggling scarves as possible. At least 6

per team. \
e 1-Minute Timer Music (Spotify, Apple) e O 4
Set-Up: w WC D)
o Create teams of 3 players. / “
¢ Line hoops along 1 side of the activity area with

2 noodles inside each hoop. /7
e Scatter juggling scarves along the opposite side “\

Skill: 1 will carry the foam noodles with purpose and a focus on safety.

Cognitive: | will focus my attention on the challenge in an effort to improve my team’s score.
Fitness: | will be actively engaged in this Minute to Win challenge.

Social/Emotional: | will use positive and encouraging communication with my teammates.

of the activity area.

Send each team of 3 to a hoop. g MlNUTE TO WIN

ACTIVITY PROCEDURES

1.

2.

3.

4.
5.

This activity is called Chopstick Noodles. The object of the game is for teams to collect as many
scarves as they can using the foam noodles to pick up each scarf.

Get ready with one teammate holding two foam noodles, ready to move to collect a scarf (1 at a
time). The other two teammates are in relay race formation behind their team'’s hoop.

On the start signal, the player with the noodles will run to the opposite end of the activity area, use
the noodles to pinch and pick up 1 scarf, and then return and place it in the hoop.

If a player drops a scarf on the way to a hoop, just pick it back up and continue.

Rotate using relay race formation with players taking turns collecting scarves. Each scarf is worth 1
point. Repeat this challenge with students focused on improvement.

GRADE LEVEL PROGRESSION

Grade 3: Begin with player running and collecting scarves by hand and add the noodles when
they’ve learned the activity procedures.
Grades 4 & 5: Play the activity as described above.

TEACHING CUES

Hold Halfway: Get a firm grip in the center of each noodle to help add solid leverage for pinching.
Be Ready to Run: All players stay ready to quickly pass the noodles and take a turn.
Cooperate: Communicate with positive language. Work together to continually improve.
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CHOPSTICK NOODLES (continued...)

UNIVERSAL DESIGN ADAPTATIONS

o UDL 1: Replace noodles with an object that is easier to manipulate.
e UDL 2: Decrease the distance that students must travel holding the scarves.
e UDL 3: Remove the time challenge and focus on successful movement.

ACADEMIC LANGUAGE

Feedback, Coachable, Support System

PRIORITY OUTCOMES

Personal Challenge:

e (Grade 3) Discusses the challenge that comes from learning new physical activities.

¢ (Grade 4) Rates the enjoyment of participating in challenging and mastered physical activities.
e (Grade 5) Expresses the enjoyment and challenge of participating in a favorite physical activity.

DEBRIEF QUESTIONS

Growth Mindset Question Set:

e DOK 1: How would you describe a support network?

¢ DOK 2: How does having a support network affect your ability to overcome a challenge?
e DOK 3: What are the steps to building a support network?

Teamwork Question Set:

¢ DOK 1: What would it look like for you to be a part of the support network for your teammates?

¢ DOK 2: How can you apply what you've learned about growth mindset to being an active part of a
support network for your teammates?

e DOK 3: How would your willingness to accept feedback impact your ability to receive help from a
support network?
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EGG TOSS

STUDENT TARGETS

o Skill: 1 will focus on my bounce technique and repeat form and movements to find a consistent toss.
o Cognitive: | will focus my attention on the challenge in an effort to improve my team’s score.

o Fitness: | will be actively engaged in this Minute to Win challenge.

e Social/Emotional: | will use positive and encouraging communication with my teammates.

( A
Equipment:

1 egg carton per team of 3

12 ping pong balls per team

1 flying disc per team

1-Minute Timer Music (Spotify, Apple)

Set-Up: :
¢ Create teams of 3 players. By R

¢ Place egg cartons approximately 2 feet from .

each flying disc. <o
e Place 12 ping pong balls inside each disc.
¢ Send each team to a set of equipment.

L MINUTE TO WIN

ACTIVITY PROCEDURES

1. This activity is called Egg Toss. The object of the game is to toss and bounce as many ping pong
balls into your team’s egg carton as you can in 1 minute. Each teammate will take a turn for a full
minute (3 rounds total). You’ll add the score from each round to get a final score.

2. Get ready by sitting on the floor with an egg carton 2 feet in front of you (open). Ping pong balls are
next to you sitting in an upside-down flying disc.

3. On the start signal, toss and bounce the ball so that it lands inside of the egg carton. If you miss, your
teammates can retrieve the ball and place it in the flying disc.

4. Continue until you hear the stop signal. Then, prepare for the next teammate to have a turn.

GRADE LEVEL PROGRESSION

e Grade 3: Allow students to increase or decrease the distance from the egg carton.
e Grades 4 & 5: Play the activity as described above.

TEACHING CUES

e Practice Makes Perfect: Use practice tosses to find the perfect toss and bounce.

e Quickly Collect & Return: Teammates quickly retrieve balls that miss the target and return them to
the team’s disc.

e Cooperate: Communicate with positive language. Work together to continually improve.
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EGG TOSS (continued...)

UNIVERSAL DESIGN ADAPTATIONS

¢ UDL 1: Use a large bowl or box rather than an egg carton.
¢ UDL 2: Allow students with fine motor challenges to pick up and place the balls inside of the carton.
e UDL 3: Increase or remove the time challenge and focus on successful movement.

ACADEMIC LANGUAGE

Motivation, Inspiration, Celebrate

PRIORITY OUTCOMES

Personal Challenge:

e (Grade 3) Discusses the challenge that comes from learning new physical activities.

¢ (Grade 4) Rates the enjoyment of participating in challenging and mastered physical activities.
e (Grade 5) Expresses the enjoyment and challenge of participating in a favorite physical activity.

DEBRIEF QUESTIONS

Growth Mindset Question Set:

¢ DOK 1: What is motivation? What does it mean to be motivated?

¢ DOK 2: What people or things motivate you?

e DOK 3: How is a person’s motivation related to their performance?

Teamwork Question Set:
¢ DOK 1: What does a motivated team look like? What do they sound like?
e DOK 2: What's the difference between a motivated team and a team who lacks motivation?
e DOK 3: If two teams have the same skills and abilities, but one team is very motivated and the other
is not motivated, what do you think the outcome of a competition between the two would be? Support
your answer with details.
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BALL DROP

STUDENT TARGETS

o Skill: I will focus on my drop technique and repeat form and movements to find a consistent drop.
o Cognitive: | will focus my attention on the challenge in an effort to improve my team’s score.

o Fitness: | will be actively engaged in this Minute to Win challenge.

e Social/Emotional: | will use positive and encouraging communication with my teammates.

i )
Equipment:
¢ 1 ping pong ball per team of 3
e 1 plastic cup per team (at least 16 0z)
e 1-Minute Timer Music (Spotify, Apple)

Set-Up: ®

o Create teams of 3 players. [ ) ﬂ

¢ Place a cup and ping pong ball in space for each m
team to participate. w 2

¢ Send each team to a ball and cup.

L MINUTE TO WIN

ACTIVITY PROCEDURES

1. This activity is called Egg Drop. The object of the game is to score as many points as possible by
dropping a ping pong ball into a cup from waist height. Each teammate will take a turn for a full
minute (3 rounds total). You’ll add the score from each round to get a final score.

2. Get ready by standing with a ping pong ball in one hand and a cup directly underneath the ball.
Teammates who are not taking a turn will act as ball retrievers. One will retrieve balls that miss the
cup, the other will retrieve balls that make it into the cup.

3. On the start signal, drop the ball. If it lands in the cup it's 1 point. Retrievers, quickly get the ball and
hand it back to your teammate. If you need to move the cup, make sure you put it back in place.

4. Continue until you hear the stop signal. Then, prepare for the next teammate to have a turn.

e Grade 3: Increase the size of the cup to make the challenge easier. Place a paper towel or cotton
ball in the bottom of the cup to make it less bouncy.
o Grades 4 & 5: Play the activity as described above.

TEACHING CUES

e Quick but Consistent: Find a consistent drop touch that works. Then repeat that over and over.
e Quickly Collect & Return: Teammates quickly retrieve balls and return them to their teammate.
o Cooperate: Communicate with positive language. Work together to continually improve.
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BALL DROP (continued...)

UNIVERSAL DESIGN ADAPTATIONS

¢ UDL 1: Use a large box with a towel in the bottom to decrease the amount of bounce.
o UDL 2: Use different types of balls that will increase success.
e UDL 3: Increase or remove the time challenge and focus on successful movement.

ACADEMIC LANGUAGE

Motivation, Inspiration, Celebrate

PRIORITY OUTCOMES

Personal Challenge:

e (Grade 3) Discusses the challenge that comes from learning new physical activities.

¢ (Grade 4) Rates the enjoyment of participating in challenging and mastered physical activities.
e (Grade 5) Expresses the enjoyment and challenge of participating in a favorite physical activity.

DEBRIEF QUESTIONS

Growth Mindset Question Set:

¢ DOK 1: What does inspiration mean?

e DOK 2: What do you know about feeling inspired?

e DOK 3: Have you ever seen anyone do something that was inspirational? If so, what was it? How did
it make you feel? Why was it inspirational?

Teamwork Question Set:

¢ DOK 1: Can you make a list of inspiring movies or music?

¢ DOK 2: Can you summarize what makes those things inspirational?

¢ DOK 3: How might you be able to inspire your teammates to try their best during challenges or
competitions?
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BALANCING SPOONS

STUDENT TARGETS

o Skill: I will use my peripheral vision to help balance the ping pong ball and walk safely to the disc.
o Cognitive: | will focus my attention on the challenge in an effort to improve my team’s score.

¢ Fitness: | will be actively engaged in this Minute to Win challenge.

e Social/Emotional: | will use positive and encouraging communication with my teammates.

( A
Equipment:
e 6 ping pong balls per team of 3
o 2 flying discs per team
e 1 spoon per team
e 1-Minute Timer Music (Spotify, Apple)

e Create 2 lines of flying discs — each line on
opposite ends of the activity area.

e Place 6 ping pong balls and 1 spoon in each
starting disc.

o Teams line up relay race style behind the

starting discs. g MlN UTE TO WIN

ACTIVITY PROCEDURES

1. This activity is called Balancing Spoons. The object is to move as many ping pong balls as possible
from one flying disc to another in 1 minute. You must use a spoon to transport each ball.

2. Thisis arelay race challenge. Get ready with the first player in line standing behind the team cone,
holding a ping pong ball in the spoon. Other teammates are behind the first player.

3. On the start signal, player 1 will travel down to the team’s flying disc and carefully place the ball
inside the disc before returning and passing the spoon to the next player. If a ball is dropped, pick it
up and continue.

4. The next player gets a ball from the disc and begins down to the opposite disc. This repeats until time
runs out. If your team places all 6 balls into the opposite disc with time remaining, move to collect one
at a time and return it back to the starting disc.

5. Each ball moved is worth 1 point. Repeat this challenge with students focused on improvement.
GRADE LEVEL PROGRESSION

e Grade 3: Increase the size of the spoons used. Decrease the distance between flying discs.

e Grades 4 & 5: PIa‘ the activia as described above.

e Use Your Vision: Look at the spoon when moving but also use your peripheral vision to stay straight
and safe.

¢ Be Ready to Move: All players stay ready to quickly pass the spoon and take a turn.
o Cooperate: Communicate with positive language. Work together to continually improve.

[ K
Set-Up:
¢ Create teams of 3 players. f—~
>

=
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BALANCING SPOONS (continued...)

UNIVERSAL DESIGN ADAPTATIONS

¢ UDL 1: Use double sided tape to help secure the ball to the spoons.
¢ UDL 2: Use large wooden spoons with deep indentations to increase success.
e UDL 3: Increase or remove the time challenge and focus on successful movement.

ACADEMIC LANGUAGE

Motivation, Inspiration, Celebrate

PRIORITY OUTCOMES

Personal Challenge:

e (Grade 3) Discusses the challenge that comes from learning new physical activities.

¢ (Grade 4) Rates the enjoyment of participating in challenging and mastered physical activities.
e (Grade 5) Expresses the enjoyment and challenge of participating in a favorite physical activity.

DEBRIEF QUESTIONS

Growth Mindset Question Set:

¢ DOK 1: How would you describe a celebration?

e DOK 2: Can you describe a time or moment when it's appropriate to celebrate?
e DOK 3: How can a celebration help you improve and grow as a person?

Teamwork Question Set:

¢ DOK 1: How can you recognize a team who is celebrating together?

e DOK 2: How can a celebration affect motivation?

e DOK 3: Based on what you've learned about growth mindset — why might celebrating with others be
beneficial to your personal growth?
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SAMPLE LESSON PLAN

e Discusses the challenge that comes from learning new physical

FOCUS activities.

OUTCOMES e Rates the enjoyment of participating in challenging and mastered
physical activities.
e Expresses the enjoyment and challenge of participating in a favorite
physical activity.
LESSON e Skill: I will use correct form for an underhand toss.
e Cognitive: | will focus my attention on the challenge in an effort to
TARGETS improve my team’s score.
Fitness: | will be actively engaged in this Minute to Win challenge.
¢ Social/Emotional: | will use positive and encouraging
communication with my teammates.

bfﬁgggﬂé% e Growth Mindset, Failure, Challenge
SELECTED _
ASSESSMENT e Growth Mindset Journal
LESSON MAP
TRANSITION NOTES ACTIVITY NAME DEBRIEF

DOK 1: What is positive
communication? What
does it sound like?
Balancing Act DOK 2: How does positive
communication impact the
way a team works

Balancing Act is set up and
1 ready when students arrive.
Quickly demonstrate and
Instant then break students into
Activity teams of 3. They will use
teams for all challenges.

together?
DOK 1: What are some
While students discuss their words that you can think of
2 performance on the last that are related to growth
-1 | challenge, reset the area for Cone Catcher mindset?
Task Cone Catcher. Use same DOK 2: How does growth
teams and activity areas. mindset apply to practicing

Minute To Win challenges?
DOK 1: How did you
demonstrate teamwork
when you faced today’s
Hoop It Up challenge?

DOK 2: How would you
summarize your entire
team’s performance today?

3 While students discuss their
_ performance on the last

Learning challenge, reset the area for
Task Hoop It Up.

Review Journal #1. Hand out

4 papers and pencils. Students

Exit use journal pages as exit slip e Growth Mindset Journal

NS before lining up to leave
class.
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CELEBRATE

(verb)

To acknowledge a significant event with
public honor or praise.

The team began to celebrate their improvement as
soon as the second challenge was complete.

ez ———(2)
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CHALLENGE

noun

A task or situation that tests someone’s
abilities, skill and/or knowledge.

Each Minute to Win challenge is a test
of our teamwork and focus.

pes=—(D)
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COACHABLE

(adjective)

Ready and capable of being taught and
trained to do something better.

Reese is a coachable student who listens to advice
and works to get better in each practice session.
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FAILURE

(noun)

A lack of success.

The team knew that their second attempt was a failure.
However, they also realized that they learned a lot
during that attempt about how to improve.
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FEEDBACK

(noun)

Information about a product or
performance which is used for
improvement.

Coach Johnson gave the class helpful feedback
about how they can improve their teamwork
and communication.
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GROWTH MINDSET

(noun)

A belief that abilities are developed

through dedication and hard work;
raw talent and common knowledge are
just starting points.

Andrea demonstrated a growth mindset each
time that she failed and decided to learn from
her mistakes and try again.

ez ———(2)
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INSPIRATION

(noun)

The process of being mentally stimulated
to do or feel something — especially to do
something creative or courageous.

Jaxon’s older sister was an inspiration in his life.

She taught him to set goals, work hard,

and learn from every failure.
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MOTIVATION

(noun)

The reason for acting or behaving
In a particular way. A desire to
accomplish something.

Julius found the motivation he needed to stay focused
and help his team improve their performance.

ez ———(2)
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SUPPORT SYSTEM

(noun)

A group of people who are ready and
willing to give someone help in the form of
advice, resources, encouragement, etc.

Angel and Izzi are Simon’s support system.
They always encourage him to keep trying and
celebrate with him after he finds success.
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BEANBAG CHALLENGES SCORE CARD

Teammates’ Names:

How to use this scorecard:

Your team will take up to 4 attempts at each challenge. Attempt #1 will be a practice run.
Attempts #2 through #4 will be scored. Write the score for each of these attempts in the
space provided. Then, add your total at the end. Learn from each attempt and focus on
improvement.

It time allows, the class will choose a favorite challenge and then try that challenge one final
time to see if each team can make an improvement. If your team scores a personal best,
earn 5 bonus points.

Challenge Practice Score Score Score Score
Name Trial One Two Three Total

Balancing Act

Cone Catcher

Hoop It Up

Team Favorite

Team Discussion Questions:
Take time at the end of class to discuss each of these questions as a team.

1) What did our team do well? (Name at least 3 things.)
2) How could we improve our scores during the Minute to Win Trial Day?

3) What was the most fun part of today’s challenges?
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HULA HOOP CHALLENGES SCORE CARD

Teammates’ Names:

How to use this scorecard:

Your team will take up to 4 attempts at each challenge. Attempt #1 will be a practice run.
Attempts #2 through #4 will be scored. Write the score for each of these attempts in the
space provided. Then, add your total at the end. Learn from each attempt and focus on
improvement.

It time allows, the class will choose a favorite challenge and then try that challenge one final
time to see if each team can make an improvement. If your team scores a personal best,
earn 5 bonus points.

Challenge Practice Score Score Score Score
Name Trial One Two Three Total

Spinner
Winner

Hoop Toss

Chopstick
Noodles

Team Favorite

Team Discussion Questions:
Take time at the end of class to discuss each of these questions as a team.

1) What did our team do well? (Name at least 3 things.)
2) How could we improve our scores during the Minute to Win Trial Day?

3) What was the most fun part of today’s challenges?
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PING PONG BALL CHALLENGES SCORE CARD

Teammates’ Names:

How to use this scorecard:

Your team will take up to 4 attempts at each challenge. Attempt #1 will be a practice run.
Attempts #2 through #4 will be scored. Write the score for each of these attempts in the
space provided. Then, add your total at the end. Learn from each attempt and focus on
improvement.

It time allows, the class will choose a favorite challenge and then try that challenge one final
time to see if each team can make an improvement. If your team scores a personal best,
earn 5 bonus points.

Challenge Practice Score Score Score Score
Name Trial One Two Three Total

Egg Toss

Ball Drop

Balancing
Spoons

Team Favorite

Team Discussion Questions:
Take time at the end of class to discuss each of these questions as a team.

1) What did our team do well? (Name at least 3 things.)
2) How could we improve our scores during the Minute to Win Trial Day?

3) What was the most fun part of today’s challenges?
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TRIAL DAY SCORE CARD

Teammates’ Names:

How to use this scorecard:

Today is Trial Day. You'll use all of lessons learned to try and score your best score in as
many challenges as possible. Take one practice trial and then complete the Final Trial. Circle
every Final Trial score that is a personal best for you and your teammates.

Challenge

Practice Trial Final Trial
Name

Balancing Act

Cone Catcher

Hoop It Up

Spinner
Winner

Hoop Toss

Chopstick
Noodles

Egg Toss

Ball Drop

Balancing
Spoons

Team Discussion Questions:
Take time at the end of class to discuss this question as a team.

e What was the most important thing that your team learned about teamwork during
Minute To Win Challenges?
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UNIVERSAL DESIGN CHART

Universal Design for Learning (UDL) is a strategy for eliminating instructional and environmental
barriers for every member of a learning community to meet the needs of all students across the
continuum of physical, intellectual, and emotional abilities. Although we acknowledge that it would be
impossible to build one curriculum to meet every need, we strongly believe that striving to maximize
the active and meaningful participation for all students is a core responsibility of every educator.

OPEN has embraced this responsibility by working to create suggested Universal Design Adaptations
intended to serve as baseline recommendations for modifying learning activities. The text Strategies
for Inclusion: A Handbook for Physical Educators by Lauren J. Lieberman and Cathy Houston-Wilson
provides the foundation for our work in this area.

The table below offers additional adaptations to move us closer to the ideal of Universal Design.

Potential Universal Design Adaptations for Minute To Win

Equipment Rules Environment Instruction
Provide paddles, Increase or Create challenge Use visual
balls, and targets remove the 1- activity areas with demonstrations
in a variety of minute time limit plenty of space with auditory
sizes to help and allow for student instruction
increase student students to work movement and Display diagrams
success toward success that do not put and visual
Use bright and with longer or no students on instructions
colorful floor time restrictions “center stage” to whenever
markers to help Minimize or perform possible
students identify eliminate scoring challenges Provide hand-
challenge and focus on over-hand
courses and each individual assistance when
directions success or necessary
learning Use auditory and
opportunity visual start/stop
signals

Lieberman, L.J., & Houston-Wilson, C. (2009). Strategies for inclusion: A handbook for physical
educators (2nd ed.). Champaign, IL: Human Kinetics.
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SELF-ASSESSMENT

Name: Grade:

Choose the level that describes your current skills and color that number of stars in the space
provided for your assessment. If this is your pre-assessment, choose another level in the
“Goal” column to show how much you’d like to improve your skills after some practice and
hard work.

LEVEL 1: LEVEL 2: LEVEL 3:
I’'m in the Minor Leagues. I’'m in the Major Leagues. I’'m an All Star.
I wish | could do this better, Practice is helping, and | will | can do this well. Practice
and so | will keep trying my keep trying my best to improve. worked, and now | want to
best to improve. keep learning more!
SKILL PRE GOAL POST

\k“_ \M‘_ \L“_
GROWTH L{ > A -\_ﬁ{ > A .\_ﬁ{ > A
MINDSET ﬁ / ~J \ % ﬁ / ~ ﬁ / ﬁ / ~J ﬁ %

COACHABLE {\7 {‘7 {\7 {‘7 {7 {\7

\k‘—__ \k‘—__ \L‘—__
POSITIVE L{ > A -\_ﬁ{ > A .\_ﬁ{ > A
COMMUNICATION NS T TS LIS
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GROWTH MINDSET JOURNAL #1

Name:

Read about growth mindset. Then, write a response after the prompit.

GROWTH MINDSET /noun/
A belief that abilities are developed through dedication and hard work; raw
talent and common knowledge are just starting points.

Growth mindset begins when you make the choice to embrace challenges
and work to create solutions that will lead to personal development.

Learning is a challenge. It requires you to make mistakes, learn, and then
find a better way forward. It's important that you learn how to fail fast,
regroup, and then try again using everything you've learned along the
way.

WRITING PROMPT

In your own words, what does the phrase embrace challenges mean to
you? What does it look like to embrace a challenge?

What do you think the phrase fail fast means? How does it apply to
growth mindset?
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GROWTH MINDSET JOURNAL #2

—

Name:

Read about growth mindset. Then, write a response after the prompt.

COACHABLE /adjective/
Ready and capable of being taught and trained to do something better.

Constructive feedback builds true greatness. Without honest feedback,
growth mindset is impossible. Be coachable!

What does a coachable person look like? A coachable person works hard
in practice because they know that's where winning happens. They listen,
learn and apply constructive feedback without making excuses. In fact,
they seek out feedback from many sources and thrive in applying it as
soon as possible.

WRITING PROMPT

What are two things about you that make you coachable?

What is one thing that you can do right away to become more coachable?

A PUBLIC SERVICE OF ‘E@E



GPEN  MINUTE TO WIN X

GROWTH MINDSET JOURNAL #3

—

Name:

Read about growth mindset. Then, write a response after the prompit.

OBSTACLE /noun/
Something that blocks the way. Something that slows or stops progress.

Growth-minded individuals see obstacles as springboards for creativity,
problem solving, and accelerated development.

As you strive to push through an obstacle, your mental and physical
abilities are challenged and extended. You rise to the challenge.

WRITING PROMPT

In your own words, what does the phrase rise to the challenge mean to
you? What does it look like to rise to the challenge?

What are some things that might motivate and inspire someone to rise to
the challenge?
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GROWTH MINDSET JOURNAL #4 —

Name:

Read about growth mindset. Then, write a response after the prompit.

PROGRESS /noun/
Forward movement toward a goal.

Progress happens because you make the choice to stick with it. Sticking
with it requires enthusiasm, courage, and grit.

Growth mindset is the foundation of enthusiasm, courage, and grit. It’s the
cheerleader in your head telling you that your effort will pay off. The long
hours of studying, practicing, working, trying, failing, and then trying again
will all pay off when you need it most. Growth mindset is the long game.

WRITING PROMPT

Think of a time when you worked hard to achieve a goal and stuck with it
through challenges and obstacles. What motivated you to stick with it?
What was your inspiration?

How did it feel to reach your goal? How did you celebrate your success?
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HOLISTIC PERFORMANCE RUBRIC

GRADE: CLASS:

PERSONAL & SOCIAL
SKILL RESPONSIBILITY (PSR)
Consistently uses positive
HEHIEERIE communication with teammates.
4 Demonstrates a growth mindset attitude
during all challenges.
Uses positive communication with
OlliisSElle teammates. Demonstrates a growth
3 mindset attitude during most challenges
with only a few reminders.
Lacks Requires ongoing reminders to use
Competence positive communication with teammates.
2 Struggles to consistently demonstrate a
growth mindset attitude.
WEIREEENAY Displays unsatisfactory effort and an
OllllEEREEl ynwillingness to use positive
1 communication with teammates.

Conducts themself safely and with
consideration for others. Respects and
follows classroom rules and etiquette.

Conducts themself safely without
disrupting the learning environment.
Respects and follows classroom rules.

Does not respect classroom rules and
etiquette and requires frequent
reminders to stay on task.

Often breaks safety rules and disrupts
the learning environment.

Student Name Skill PSR Comments

© 0 INo OB IWIN =
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MINUTE TO WIN

Academic Language Quiz

Choose the vocabulary word that best matches the definition.

NAME:

DATE:

To acknowledge a significant event with
public honor or praise.

22| A group of people who are ready and

willing to give someone help in the form
of advice, resources, encouragement.

performance which is used for

a. Growth Mindset a. Club
b. Celebrate b. Summarize
c. Coachable c. Interaction
d. Challenge d. Support System
2} The process of being mentally stimulated |77l The reason for acting or behaving
to do or feel something — especially to do in a particular way. A desire to
something creative or courageous. accomplish something.
a. The Zone a. Goal
b. Inspiration b. Action Plan
c. Growth Mindset c. Motivation
d. Grit d. Support
A task or situation that tests someone’s 51| A lack of success.
abilities, skill and/or knowledge.
a. Challenge a. Reason to Quit
b. Delay b. Failure
c. Obstacle c. Bummer
d. Game d. Fixed Mindset
Information about a product or 's1| A belief that abilities are developed

through dedication and hard work.

improvement.
a. Lecture a. Courage
b. Feedback b. Fixed Mindset
c. Negativity c. Determination
d. Positivity d. Growth Mindset
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TEACHER SELF-EVALUATION & REFLECTION GUIDE

Complete after each instructional module. Refer to responses before teaching the module in the future.

Teaching Dates of Module: School Year:
General Comments / Notes for Planning Next Year’s Module

e Comment1:

e Comment 2:
e Comment 3:

Self-Reflection Across Danielson’s Four Domains of Teaching
Domain 1: Planning & Preparation

la: Demonstrating Knowledge of Content/ Pedagogy | la: Demonstrating Knowledge of Content/ Pedagogy
1b: Demonstrating Knowledge of Students 1b: Demonstrating Knowledge of Students
1c: Selecting Instructional Outcomes 1c: Selecting Instructional Outcomes

e Reflection 1:

e Reflection 2:
e Reflection 3:

Domain 2: Classroom Environment
2a: Evidence of Respect and Rapport 2d: Managing Student Behavior
2b: Establishing a Culture for Learning 2e: Organizing Physical Space
2c: Managing Classroom Procedures
e Reflection 1:

e Reflection 2:
e Reflection 3:

Domain 3: Instruction
3a: Communicating with Students 3d: Using Assessment in Instruction
3b: Using Questioning and Discussion Techniques 3e: Demonstrating Flexibility and Responsiveness
3c: Engaging Students in Learning
o Reflection 1:

e Reflection 2:
e Reflection 3:

Domain 4: Professional Responsibilities

4a: Reflecting on Teaching 4d: Participating in a Professional Community
4b: Maintaining Accurate Records 4e: Growing and Developing Professionally
4c: Communicating with Families 4f; Showing Professionalism

e Reflection 1:
e Reflection 2:
e Reflection 3:

Self-Rating with Rationale

Choose One: Innovative (4); Proficient (3); Basic (2); Unsatisfactory (1)
e Evidence 1:

e Evidence 2:

e Evidence 3:
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