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MODULE OVERVIEW 
 

ABOUT THIS MODULE: 
 
This module was developed in partnership with the team from Street Racket USA and OPEN. 
The game of Street Racket was created in Switzerland to promote healthy lifestyles and well-
being, but also to bring people together through racket games and movement. Street Racket 
games are played with little infrastructure, due to the courts being created with chalk or tape, 
which makes the game easily accessible as a physical activity opportunity outside of physical 
education class as well. 
 
The activities within this module develop and reinforce responsible behaviors, while 
introducing racket skills that may be new to some students. All participants are given the 
opportunity to explore racket skills in a fun and engaging environment where all students can 
feel successful. This can allow all students to also participate in social engagement and 
building connections with their classmates that can extend beyond physical education. 
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Street Racket Basics 2 pages 
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Instructional Resources 

Sample Lesson Plan 1 page 

Academic Language Cards 29 pages 

Skill Cue Charts 4 pages 

Street Racket Rules Card 1 page 

Street Racket Court Diagrams 1 page 

Universal Design Adaptations 1 page 

Student Assessment Tools 

Academic Language Quiz 1 page 

Performance Rubric 1 page 

Teacher Tools 
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PRIORITY OUTCOMES: 
 

Accepting Feedback: 
(3) Accepts and implements specific corrective teacher feedback. 
(4) Listens respectfully to corrective feedback from others (adults and peers). 
(5) Gives corrective feedback respectfully to peers. 
 
Fitness Knowledge: 
(3) Describes the concept of fitness and provides examples of physical activities to enhance fitness. 
(4) Identifies the components of health-related and skill-related fitness. 
(5) Identifies activities that require and/or improve the components of fitness.  
 
Manipulative Skills: 
(3) Demonstrates manipulative skills using mature patterns for accuracy and control. 
(4) Combines locomotor and manipulative skills using mature patterns for accuracy and control in 

static and dynamic environments. 
(5) Executes a variety of manipulative skills with control and accuracy in small-sided games. 
 
Personal Responsibility & Safety: 

(3) Works independently and safely in physical activity settings. 
(4) Exhibits responsible behavior in independent group situations. 
(5) Engages in physical activity with responsible interpersonal behavior (e.g., peer to peer, student to 

teacher).  
 
Social Interaction: 
(3) Describes the positive social interactions that come when engaged with others in physical activity. 
(4) Describes and compares positive social interactions when engaged in partner, small-group, and 

large-group physical activities. 
(5) Describes the social benefits gained from participating in physical activity.  
 
Working With Others: 

(3) Works cooperatively with others. 
(4) Accepts “players” of all skill levels into the physical activity. 
(5) Accepts, recognizes, and actively involves others with both higher and lower skill abilities into 

physical activities and group projects.  
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

 
SUGGESTED BLOCK PLAN 

 

 

Lesson # Activities Suggested Academic Language 

1 
Instant Activity: Toss 3 
Street Racket Focus: Hello Racket 

Racket, Grip, Force,  
Control 

2 
Instant Activity: Switch 
Street Racket Focus: Helpful Hoops 

Cooperation, Supportive,  
Encourage, Teamwork 

3 
Instant Activity: Rocky R, P, S 
Street Racket Focus: Street Racket Basics 

Accuracy, Continuous, Control, 
Encouragement, Power 

4 
Instant Activity: Say Cheese Tag 
Street Racket Focus: Switch It Up 

Forehand, Backhand,  
Serve, Return, Weight Transfer 

5 
Instant Activity: Balance Tag 
Street Racket Focus: Fitness Frenzy 

Fitness, Integrity, Health-related 
Fitness, Skill-related Fitness 

6 
Instant Activity: High-5 Bank Account 
Street Racket Focus: Off The Walls 

Strategy, Encouragement,  
Teamwork 

7 
Instant Activity: First Things First 
Street Racket Focus: Rotating Corners  

Rotation, Counterclockwise, 
Encourage, Feedback 

8 
Instant Activity: Fiddlesticks 
Street Racket Focus: Follow Your Shot 

Rally, Aerobic Capacity,  
Safety, Enjoyment 

 



 

 

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 USG ITEM # 

2 Street Racket Class Set (24 rackets) 1464148 

18 Spot Markers  1309973 

18 Foam Balls (5”) 44075 

24 Hula Hoops 1274646 

6 Cones (18” Color My Class Set) 1245875 

1 Task Tents (set of 6) 1389878 

 
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 

Academic Language Cards 

Universal Design Adaptations 

Skill Cue Cards 

Street Racket Court Diagrams 

Street Racket Rules 

Academic Language Quiz 

Holistic Performance Rubric 

 

https://www.usgames.com/street-racket-24-player-school-set
https://www.usgames.com/spot-markers
https://www.usgames.com/soft-low-bounce-tuff-balls
https://www.usgames.com/standard-hoops
https://www.usgames.com/game-cones
https://www.usgames.com/us-games-task-tents-6-pack


 

 

HELLO RACKET 
 

STUDENT TARGETS 

• Skill: I will control the racket and ball using the correct grip. 
• Cognitive: I will identify and discuss the skill-related fitness components developed through Street 

Racket practice. 
• Fitness: I will actively participate, with a focus on developing my skill-related fitness. 
• Personal & Social Responsibility: I will demonstrate safe behaviors and use equipment 

responsibly. 
 
EQUIPMENT & SET-UP  

 

Equipment: 

• 1 racket and 1 ball per student 

• Cones for cue charts and task tents 
 
Set-Up: 

• Have rackets and balls spread out in hoops or 
baskets on perimeter of activity space. 

• Each student should get a racket and a ball and 
spread out in activity space. 

• Have cue charts for Paddle Grip, Forehand, and 
Backhand in task tents in activity space. 

ACTIVITY PROCEDURES 

1. This activity is called Hello Racket! The purpose of this activity is to help you get familiar with the 
Street Racket paddle and ball. We will try a few different challenges, both on your own and with a 
partner, to practice gripping the racket as well as experiment with how much force to use when hitting 
the ball.  

2. We are going to try three different challenges today. We will begin with Challenge 1 where you will 
work on your own, then move on to Challenges 2 and 3 where you will work with a partner. Teacher 
Note: Provide a demonstration of all challenges before students begin.  

3. Challenge 1: Toss Up/Bounce/Strike/Catch. Begin with a soft underhand toss, then after one 
bounce hit the ball up about 12 inches above the racket before you catch it with your other hand 
(hand without the racket). See how many times in a row you can complete this pattern without losing 
control. Can you call out a letter each time you catch the ball to spell out your first and last name? 

4. Challenge 2: Toss/Bounce/Catch. Partner 1 underhand tosses the ball to partner 2. Partner 2 will 
catch the ball after one bounce. Partner 2 will then underhand toss the ball back to partner 1 who will 
catch it. Continue this pattern until you and your partner have 8 catches in a row.   

5. Challenge 3: Toss/Hit/Catch. Partner 1 underhand tosses the ball to partner 2. Partner 2 will hit the 
ball after one bounce back to partner 1 who will catch it. After 5 attempts at Toss/Hit/Catch, trade 
roles and try again.  Remember to try and use both forehand and backhand shots as needed! 

GRADE LEVEL PROGRESSION 

• Grade 3: Play as described above. 

• Grade 4: Allow partners to take one step back after 5 successful tosses/catches during Challenge 2. 

• Grade 5: Players can only use backhand strikes during Challenge 3. 
TEACHING CUES 

• Cue 1: You want to shake hands with the paddle when gripping it. 

• Cue 2: Lock your wrist and give the paddle a soft squeeze. 

• Cue 3: Use positive and encouraging language with your partner. 
 



 

 

HELLO RACKET (continued…) 
 

UNIVERSAL DESIGN FOR LEARNING 

 
● UDL 1: Increase/decrease the activity space. 
● UDL 2: Use modified equipment as needed. (e.g., students using their hands to strike the ball instead 

of a racket, using a balloon instead of a ball). 
● UDL 3: Use verbal cues and visual aids along with demonstrations. 
● UDL 4: Use peer partners as appropriate. 

 
ACADEMIC LANGUAGE 

 
Racket, Grip, Force, Control 
 
PRIORITY OUTCOMES 

 
Personal Responsibility and Safety: 

• (Grade 3) Works independently and safely in physical activity settings.  

• (Grade 4) Exhibits responsible behavior in independent group situations. 

• (Grade 5) Engages in physical activity with responsible interpersonal behavior (e.g., peer to 
peer, student to teacher). 

 
DEBRIEF QUESTIONS 

 

• DOK 1: Can you remember the cues for gripping the racket? 

• DOK 2: How does the grip affect your ability to hit the ball with control? 

• DOK 3: How would you adapt this activity to make it more challenging? Less challenging? 
 

 

 
 



 

 

HELPFUL HOOPS 
 

STUDENT TARGETS 

● Skill: I will work with my teammates to hit back and forth as long as possible. 
● Cognitive: I will identify strategies and tactics needed to hit continuously with my teammates. 
● Fitness: I will remain actively engaged throughout the lesson. 
● Personal & Social Responsibility: I will work together with my teammates for maximum possible 

success during this activity. 
 
EQUIPMENT & SET-UP 

 
 

Equipment: 

• 2 rackets and 1 ball per group of 4 

• 1 hula hoop per group of 4 
 
Set-Up: 
● Divide students into teams of 4. 
● Two players begin by holding the hula hoop to 

make a target for the ball to go through. 
● Other two players begin on opposite sides of the 

hoop facing each other, with both students 
holding a racket and one student holding the ball 
and ready to serve after hearing the start signal. 
 

ACTIVITY PROCEDURES 

1. This activity is called Helpful Hoops. The object of the game is to work with your teammates to hit the 
ball back and forth as long as you can. You do that by working together to hit the ball through the 
hula hoop (which is a held by two of your teammates).  

2. On the start signal, the two players with a racket will hit the ball back and forth as many times as they 
can. The two players holding the hula hoop can help their teammates be successful by moving their 
feet or altering the height of the hula hoop. The hoop holders and the players hitting back and forth 
will work together to achieve the highest possible team score! Any time the ball doesn’t go through 
the hoop, the players will each rotate clockwise one spot. You will use the team score from your 
longest rally as a new goal each time players rotate positions. 

3. On the stop signal players will place the hula hoop, the rackets, and the ball down on the ground. The 
two players who were holding the hoop when you heard the stop signal will move to a new group 
before we play again. 
 

GRADE LEVEL PROGRESSION 

● Grade 3: Play as described above. 
● Grade 4: Hoop holders can raise or lower the hoop to help their team but cannot move their feet. 

Grade 5: Have two teams of 4 join together to make a group of 8. The 2 hula hoops will be held side 
by side, with each team hitting the ball through the other team’s hoop (hitting on a diagonal vs. hitting 
straight ahead). 
 

TEACHING CUES 

• Cue 1: Keep your body in ready position so you are ready to receive the ball from your teammate.  

• Cue 2: Hoop holders need to stay attentive and work together so they can move where needed 
during the rally.  

 



 

 

 
HELPFUL HOOPS (continued…) 

 

UNIVERSAL DESIGN FOR LEARNING 

 
● UDL 1: Increase/decrease the activity space. 
● UDL 2: Use modified equipment as needed. 
● UDL 3: Use verbal cues and visual aids along with demonstrations. 
● UDL 4: Use peer partners as appropriate. 

 
ACADEMIC LANGUAGE 

 
Cooperation, Supportive, Encouraging, Teamwork 
 
PRIORITY OUTCOMES 

 
Working With Others: 

• (Grade 3) Works cooperatively with others. 

• (Grade 4) Accepts “players” of all skill levels into the physical activity. 

• (Grade 5) Accepts, recognizes, and actively involves others with both higher and lower skill abilities into 
physical activities and group projects.  

 
DEBRIEF QUESTIONS 

 
● DOK 1: Was there a communication strategy that your team used during this activity? 
● DOK 2: Sometimes we use a strategy during a game or activity, and it doesn’t work well. Was there a 

communication strategy that you tried during this game that didn’t work very well? What did you do 
differently if you realized a communication strategy wasn’t working for your team? 

 
 

 

 
 



 

 

STREET RACKET BASICS 
 

STUDENT TARGETS 

• Skill: I will hit continuously with a partner, demonstrating controlled and balanced weight transfer and 
striking form. 

• Cognitive: I will discuss the concepts of power and accuracy. 
• Fitness: I will remain actively engaged in all hitting drills. 
• Personal & Social Responsibility: I will provide encouragement and feedback to my partner. 

 
EQUIPMENT & SET-UP 

 
 

Equipment: 

• 1 Street Racket paddle per student 

• 1 ball per pair of students 

• 1 court per pair of students  

• Chalk or tape to create a Street Racket court for 
each pair of students 
 

Set-Up: 
1. Set up 1 court per group of students. Teachers: 

you can have a third student waiting to rotate in 
if needed with each group. 

2. Pair students in groups of 2 (or 3 if needed).  
3. Each group will begin at a court with paddles 

and a ball. 

ACTIVITY PROCEDURES 

1. It’s time for some partner drills using a Street Racket court. In each drill, you will be working toward 8 
consecutive hits. You can increase or decrease the distance between you and your partner as 
needed. 

2. We are going to try two different drills to work on being able to continuously hit back and forth with 
your partner. Each group will begin with Drill 1 in their activity space. Note: Provide a demonstration 
of both drills before students begin.  

3. Drill 1: Hit Up and Return. Partner 1 begins with a drop-hit to partner 2. After one bounce, partner 2 
will hit the ball up one time, and then after a bounce return it to partner 1. Both partners will continue 
this pattern to hit the ball up one time before returning it to your partner. After 5 rally attempts with 
this drill, your group will move on to drill 2. 

4. Drill 2: 1-Bounce Rally. Partner 1 begins with a drop-hit to partner 2. Partner 2 will hit the ball off of 
1 bounce. Partner 2 will return the ball after allowing the ball to bounce. Continue this pattern.  

5. Remember to try and use both forehand and backhand shots as needed during your rally! 
GRADE LEVEL PROGRESSION 

• Grade 3: Play as described above. 

• Grade 4: Hit the ball up when it is received and then only use a backhand to return the ball to your 
partner after the bounce. 

• Grade 5: Prompt students to provide constructive feedback and encouragement to their peers. 
TEACHING CUES 

• Make sure to return to the ready position each time you hit the ball to your partner. 
• Keep your eyes on the ball. 
• Encourage your teammates and have fun! 



 

 

 
STREET RACKET BASICS (continued…) 

 

UNIVERSAL DESIGN FOR LEARNING 

 

• UDL 1: Increase/decrease the activity space. 

• UDL 2: Use modified equipment and modified game rules based on student needs. 

• UDL 3: Use verbal cues and visual aids along with demonstrations. 

• UDL 4: Use peer partners as appropriate. 
 

ACADEMIC LANGUAGE 

 
Accuracy, Continuous, Control, Encouragement, Power, Volley 
 

PRIORITY OUTCOMES 

 
Manipulative Skills: 

• (Grade 3) Demonstrates manipulative skills using mature patterns for accuracy and control.  

• (Grade 4) Combines locomotor and manipulative skills using mature patterns for accuracy and 
control in static and dynamic environments. 

• (Grade 5) Executes a variety of manipulative skills with control and accuracy in small-sides games. 
 

DEBRIEF QUESTIONS 

 

• DOK 1: How would you describe “accuracy”? 

• DOK 2: How does power affect accuracy? 

• DOK 3: How are skill cues related to your power and accuracy? 
 

 

 
  
 



 

 

SWITCH IT UP 
 

STUDENT TARGETS 

• Skill: I will perform both forehand and backhand strokes during game play. 
• Cognitive: I will identify the skill cues for the forehand and the backhand strokes. 
• Fitness: I will stay actively engaged with a focus on developing my fitness. 
• Personal & Social Responsibility: I will provide encouragement and safely cooperate with my 

peers. 
 

EQUIPMENT & SET-UP 

 
 

Equipment: 

• 1 Street Racket paddle per student 

• 1 ball per pair of students 

• 1 court per pair of students  

• Chalk or tape to create a Street Racket court for 
each pair of students 

Set-Up: 
1. Set up 1 court per pair of students. Teachers: 

you can have a third student waiting to rotate in 
if needed with each group. 

2. Pair students in groups of 2 (or 3 if needed).  
3. Each group will begin at a court with paddles 

and a ball. 

ACTIVITY PROCEDURES 

1. This activity is called Switch it Up. The object of the game is to work on both your forehand and 
backhand strokes while playing Street Racket. We are going to try three different challenges with 
your partner today. We will begin with Challenge 1, then move on to Challenges 2 and 3. Teacher 
Note: Provide a demonstration of all challenges before students begin.  

2. Challenge 1: Alternating Forehands. This challenge will focus on practicing your forehand stroke, 
but with the added challenge of switching the racket between your right and left hand for each hit. 
You and your partner hit back and forth as many times in a row as you can using a forehand stroke, 
while switching the paddle to a different hand each time. 

3. Challenge 2: Alternating Backhands. This challenge will focus on practicing your backhand stroke, 
but with the added challenge of switching the racket between your right and left hand for each hit. 
You and your partner hit back and forth as many times in a row as you can using a backhand stroke, 
while switching the paddle to a different hand each time. 

4. Challenge 3: Forehand/Backhand Switch. This challenge will focus on practicing both your 
forehand and backhand stroke as you and your partner try to hit the ball continuously back and forth 
for as long as you can. You will switch between a forehand and backhand each time you hit the ball. 

GRADE LEVEL PROGRESSION 

• Grade 3: Play as described above. 

• Grade 4: Play as described above. 

• Grade 5: Have teams of 4, with one person waiting to rotate in on each side of the court. Each time a 
player returns the ball, they rotate out and the person waiting on their side rotates in.  

TEACHING CUES 

• Cue 1: Follow the skill cues for the forehand and backhand stroke. 

• Cue 2: Maintain your grip like you are shaking hands with the racket each time it changes hands.  

• Cue 3: Maintain control and focus on safety throughout the activity. 



 

 

 
SWITCH IT UP (continued…) 

 

UNIVERSAL DESIGN FOR LEARNING 

 

• UDL 1: Increase/decrease the activity space. 

• UDL 2: Use modified equipment and modified game rules based on student needs. 

• UDL 3: Use verbal cues and visual aids along with demonstrations. 

• UDL 4: Use peer partners as appropriate. 
 

ACADEMIC LANGUAGE 

 
Forehand, Backhand, Serve, Return 
 

PRIORITY OUTCOMES 

 
Manipulative Skills: 

• (Grade 3) Demonstrates manipulative skills using mature patterns for accuracy and control.  

• (Grade 4) Combines locomotor and manipulative skills using mature patterns for accuracy and 
control in static and dynamic environments. 

• (Grade 5) Executes a variety of manipulative skills with control and accuracy in small-sided games. 
 

DEBRIEF QUESTIONS 

 

• DOK 1: What is “weight transfer”? 

• DOK 2: How do you transfer weight when you use a forehand or backhand stroke? 

• DOK 3: Why do you think that weight transfer is critical to an accurate hit?  
 

• DOK 1: What does “timing” mean? 

• DOK 2: How does timing affect the accuracy of your hits? 

• DOK 3: How is timing related to weight transfer? 
 
 

 
 



 

 

FITNESS FRENZY 
 

STUDENT TARGETS 

● Skill: I will work with my partner to score points for our team during this activity. 
● Cognitive: I will categorize fitness activities into the applicable health-related or skill-related fitness 

component. 
● Fitness: I will stay actively engaged for the duration of this activity. 
● Personal & Social Responsibility: I will discuss ways integrity can impact physical activities. 

 
EQUIPMENT & SET-UP 

 
 

Equipment: 

• 1 Street Racket paddle per student 

• 1 ball per pair of students 

• 1 court per pair of students  

• Chalk or tape to create a Street Racket court for 
each pair of students 
 

Set-Up: 
1. Set up 1 court per group of students. Teachers: 

you can have a third student waiting to rotate in 
if needed with each group. 

2. Pair students in groups of 2 (or 3 if needed).  
3. Each group will begin at a court with paddles 

and a ball. 
ACTIVITY PROCEDURES 

1. This activity is called Fitness Frenzy. The object of the game is to play a Street Racket game with 
your partner while also integrating fitness components into the game.  

2. We are going to play three rounds of Fitness Frenzy, each time incorporating a different fitness 
activity into our Street Racket game. Each round will be played for 5 minutes. 

3. On the start signal we will begin round 1, and you will continue to play until you hear the stop signal. 
Your group earns one point for each successful rally where both partners complete the fitness activity 
and are able to return the ball to the correct square. 

4. Round 1: Run to the middle of the court and touch the “X” with your foot after you hit the ball to your 
partner. Remember to get back to your square and get in the ready position to receive the ball again. 

5. Round 2: Touch the floor with both hands after you hit the ball to your partner (perform a squat). 
6. Round 3: Perform 2 jumping jacks after you hit the ball to your partner. 

 

GRADE LEVEL PROGRESSION 

• Grade 3: Play as described above. 

• Grade 4: Have students play doubles instead of singles during the Street Racket game. Both 
partners would complete the fitness exercise each time they return the ball. 

• Grade 5: Have students identify the fitness exercises that are integrated into the game instead of 
using the teacher-created ones. 
 

TEACHING CUES 

• Cue 1: Focus on safe form and technique during the fitness exercises.  

• Cue 2: Apply the skill cues for the forehand and backhand strokes during the game.  

• Cue 3: Use positive and encouraging language with your teammates. 
 



 

 

FITNESS FRENZY (continued…) 
 

UNIVERSAL DESIGN FOR LEARNING 

 

• UDL 1: Increase/decrease the activity space. 

• UDL 2: Use modified equipment and modified game rules based on student needs. 

• UDL 3: Use verbal cues and visual aids along with demonstrations. 

• UDL 4: Use peer partners as appropriate. 
 
ACADEMIC LANGUAGE 

 
Fitness, Integrity, Health-related Fitness, Skill-related Fitness 
 
PRIORITY OUTCOMES 

 
Fitness Knowledge: 

• (Grade 3) Describes the concept of fitness and provides examples of physical activities to enhance 
fitness. 

• (Grade 4) Identifies the components of health-related and skill-related fitness. 

• (Grade 5) Identifies activities that require and/or improve the components of fitness.  
 

DEBRIEF QUESTIONS 

 
● DOK 1: What is integrity? 
● DOK 2: Why is integrity important in physical activity or competitive settings?  
● DOK 3: How is integrity related to the enjoyment of everyone playing a game of Street Racket?  

 
 
 

 
 



 

 

OFF THE WALLS 
 

STUDENT TARGETS 

• Skill: I will perform both forehand and backhand strokes during game play.  

• Cognitive: I will use strategy to attempt to rally as long as possible with my partner. 

• Fitness: I will stay actively engaged with a focus on developing my fitness.  

• Personal & Social Responsibility: I will provide encouragement and will safely cooperate with my 
teammates. 
 

EQUIPMENT & SET-UP  
 

Equipment: 

• One racket per student 

• One ball per pair of students 

• Wall or flat surface to hit against 

• Chalk or tape to create a Street Racket wall 
court  

Set-Up: 
1. Set up 1 wall court per pair of students. 

Teachers: you can have a third student waiting 
to rotate in if needed with each group. 

2. Pair students in groups of 2 (or 3 if needed).  
3. Each group will begin at a wall court with 

paddles and a ball. 
 

ACTIVITY PROCEDURES 

1. This activity is called Off the Walls. The object of the game is to play a Street Racket game using the 
wall instead of a regular court on the ground. You and your partner will work together to rally as long 
as possible. 

2. On the start signal, the person with the ball for your team will drop serve the ball onto the wall. The 
other teammate will hit the ball after one bounce back towards the wall. This continues as your team 
tries to get the longest rally possible! Your team earns one point each time you are able to hit 
continuously for 5 successful shots in a row.  

3. Each game will last for 5 minutes. Once you hear the stop signal, the person who has the ball will 
stay at their wall court. The partner who did not have the ball will rotate to a new court to play again 
with a new partner. 

4. Remember that you score points by working together to rally as long as possible! 
 

GRADE LEVEL PROGRESSION 

• Grade 3: Play as described above. 

• Grade 4: Have groups of 4 play on each wall court, as a 2v2 game. Each team must alternate who 
hits the ball each time. 

• Grade 5: Students must alternate using a forehand and a backhand stroke for each hit. 
 

TEACHING CUES 

• Cue 1: Be mindful of how much force you use when you hit the ball so it will bounce off the wall and 
into the square for your partner. This makes it easier to continue the rally. 

• Cue 2: Apply the skill cues for the forehand and backhand strokes during the game.  

• Cue 3: Use positive and encouraging language with your teammates. 
 



 

 

OFF THE WALLS (continued…) 
 

UNIVERSAL DESIGN FOR LEARNING 

 

• UDL 1: Increase/decrease the activity space. 

• UDL 2: Use modified equipment and modified game rules based on student needs. 

• UDL 3: Use verbal cues and visual aids along with demonstrations. 

• UDL 4: Use peer partners as appropriate. 
 
ACADEMIC LANGUAGE 

 
Strategy, Encouragement, Teamwork 
 
PRIORITY OUTCOMES 

 
Personal Responsibility and Safety: 

• (Grade 3) Works independently and safely in physical activity settings.  

• (Grade 4) Exhibits responsible behavior in independent group situations. 

• (Grade 5) Engages in physical activity with responsible interpersonal behavior (e.g., peer to peer, 
student to teacher). 

 
DEBRIEF QUESTIONS 

 

• DOK 1: What is a strategy? 

• DOK 2: Was there a strategy that you and your partner used to keep the rally going? 

• DOK 3: How does implementing strategy have an impact on your team’s ability to be successful 
during a Street Racket game?  

 
 
 

 
 



 

 

ROTATING CORNERS 
 

STUDENT TARGETS 

• Skill: I will apply the skill cues for the forehand and backhand shots. 

• Cognitive: I will implement specific feedback to improve my performance. 

• Fitness: I will take responsibility for developing my skill-related fitness. 

• Personal & Social Responsibility: I will engage and respond appropriately using rules, guidelines, 
and etiquette to resolve conflicts and promote fair play. 

 
EQUIPMENT & SET-UP 

 
 

Equipment: 

• 1 Street Racket paddle per student 

• 2 balls per court 

• 1 court per group of students  

• Chalk or tape to create a Street Racket Maxi 
court for each group 
 

Set-Up: 
1. Set up 1 Maxi Court per group of students.  
2. Pair students in groups of 8, with 2 students 

lined up at each of the 4 corners of the court. 
3. Each group will begin at a court with paddles 

and 2 balls. Make sure the two students with a 
ball are not diagonally across from each other. 
 

ACTIVITY PROCEDURES 

1. This activity is called Rotating Corners. The object of the game is rotate to a new position after each 
hit during a Street Racket game played on a Maxi Court.  

2. On the start signal, the two people in your group that have a ball will begin with a serve to start the 
game. You will always hit the ball to the opposite corner that is diagonally across from you. But 
remember there will be two balls in play at one time, so make sure you are tracking the ball that is in 
your diagonal. 

3. Each time you hit the ball, you will immediately rotate to the next corner counterclockwise. The game 
will be continuous, so as soon as you get to the new corner make sure you get ready to receive and 
return the ball! 

4. Each game will be played for 5 minutes. Once you hear the stop signal, the two players who have a 
ball will stay on their court, and everyone else will rotate to a different court to play with new 
teammates. 

GRADE LEVEL PROGRESSION 

• Grade 3: Have each game begin with a soft underhand toss instead of a serve. 

• Grade 4: Play as described above. 

• Grade 5: Assign each student a partner, and have students provide specific feedback to their 
partners based on the skill cues for the forehand and backhand shots after each game. 

TEACHING CUES 

• Cue 1: Determine whether to use a forehand or a backshot shot based on where the ball lands in 
your square. 

• Cue 2: Apply the skill cues for the forehand and backhand strokes during the game.  

• Cue 3: Use positive and encouraging language with your teammates. 
 



 

 

ROTATING CORNERS (continued…) 
 

UNIVERSAL DESIGN FOR LEARNING 

 

• UDL 1: Increase/decrease the activity space. 

• UDL 2: Use modified equipment and modified game rules based on student needs. 

• UDL 3: Use verbal cues and visual aids along with demonstrations. 

• UDL 4: Use peer partners as appropriate. 
 
ACADEMIC LANGUAGE 

 
Rotation, Clockwise, Encouragement, Feedback 
 
PRIORITY OUTCOMES 

 
Accepting Feedback:  

• (Grade 3) Accepts and implements specific corrective teacher feedback. 

• (Grade 4) Listens respectfully to corrective feedback from others (adults and peers).  

• (Grade 5) Gives corrective feedback respectfully to peers.  
 

DEBRIEF QUESTIONS 

 

• DOK 1: How can you recognize corrective feedback? 

• DOK 2: How is positive language related to corrective feedback? 

• DOK 3: How would you compare and contrast corrective feedback and negative criticism?  
 

 
 



 

 

FOLLOW YOUR SHOT 
 

STUDENT TARGETS 

• Skill: I will move safely within the activity area when moving to a new square during the game. 

• Cognitive: I will identify opportunities to be physically active outside of physical education class. 

• Fitness: I will remain actively engaged throughout the activity. 

• Personal & Social Responsibility: I will work cooperatively with classmates, participating with and 
accepting all skill levels. 

 
EQUIPMENT & SET-UP 

 
 

Equipment: 

• 1 Street Racket paddle per student 

• 1 ball per court 

• 1 court per group of students  

• Chalk or tape to create a Street Racket Maxi 
court for each group 

Set-Up: 
1. Set up 1 Maxi Court per group of students.  
2. Pair students in groups of 8, with 1 student at 

each of the outside squares of the court. Middle 
square will have the “X” so no players will be in 
that square. 

3. Each group will begin at a court with paddles 
and a ball. 
 

ACTIVITY PROCEDURES 

1. This activity is called Follow Your Shot. The object of the game is rotate to the square where you hit 
the ball after each shot during a Street Racket game played on a Maxi Court.  

2. On the start signal, the person in your group that has a ball will begin with a serve to start the game. 
You can hit the ball to any square on the court that you choose, other than the middle square with the 
“X”.  

3. After each shot, you will immediately rotate to the square where you hit the ball. There should always 
be one person in each square. The game will be continuous, so as soon as you get to the new 
square make sure you get ready to receive and return the ball! 

4. Each game will be played for 5 minutes. Once you hear the stop signal, the four players who are in 
the corner squares will stay on their court, and everyone else will rotate to a different court to play 
with new teammates. 
 

GRADE LEVEL PROGRESSION 

• Grade 3: Play as described above. 

• Grade 4: Add a second ball into the game. 

• Grade 5: Have students play with the racket in their non-dominant hand. 
 

TEACHING CUES 

• Cue 1: Determine whether to use a forehand or a backhand shot based on where the ball lands in 
your square. 

• Cue 2: Apply the skill cues for the forehand and backhand strokes during the game.  

• Cue 3: Use positive and encouraging language with your teammates. 
 



 

 

FOLLOW YOUR SHOT (continued…) 
 

UNIVERSAL DESIGN FOR LEARNING 

 

• UDL 1: Increase/decrease the activity space. 

• UDL 2: Use modified equipment and modified game rules based on student needs. 

• UDL 3: Use verbal cues and visual aids along with demonstrations. 

• UDL 4: Use peer partners as appropriate. 
 
ACADEMIC LANGUAGE 

 
Rally, Aerobic Capacity, Safety, Enjoyment 
 
PRIORITY OUTCOMES 

 
Social Interaction: 

• (Grade 3) Describes the positive social interactions that come when engaged with others in physical 
activity. 

• (Grade 4) Describes and compares positive social interactions when engaged in partner, small-
group, and large-group physical activities. 

• (Grade 5) Describes the social benefits gained from participating in physical activity.  
 

DEBRIEF QUESTIONS 

 
Aerobic Capacity Question Set: 

• DOK 1: What is aerobic capacity? 

• DOK 2: What do you know about aerobic capacity?  

• DOK 3: How is aerobic capacity related to your ability to do the things that you like to do?  

 
Physical Activity Opportunities Question Set: 

• DOK 1: What is something you like to do outside of school to be physically active? 

• DOK 2: What is something you have learned in physical education class to help you be more 
physically active?  

• DOK 3: How is an active lifestyle related to having fun with your friends and family? Could you play 
Street Racket during recess or at home? 

 



 

 

SAMPLE LESSON PLAN 
 

 
FOCUS 

OUTCOMES 
 

Accepting Feedback: 

• (3) Accepts and implements specific corrective teacher feedback. 

• (4) Listens respectfully to corrective feedback from others (adults & peers). 

• (5) Gives corrective feedback respectfully to peers. 

 
LESSON 

TARGETS 

• Skill: I will apply the skill cues for the forehand and backhand shots. 

• Cognitive: I will implement specific feedback to improve my performance. 

• Fitness: I will take responsibility for developing my skill-related fitness. 

• Personal & Social Responsibility: I will engage and respond 
appropriately using rules, guidelines, and etiquette to resolve conflicts and 
promote fair play. 

ACADEMIC 
LANGUAGE 

• Rotation, Counterclockwise, Encourage, Feedback 

SELECTED 
ASSESSMENT 

• Holistic Rubric 

 

LESSON MAP 

 TRANSITION NOTES ACTIVITY NAME DEBRIEF 

1 
Instant 
Activity 

Before students arrive, draw 
Street Racket courts on the 
ground (based on size of 
class). For First Things 
First, use cones to create 3 
parallel lines 8-10 yards 
apart. Divide students into 
pairs, with partners facing 
each other on the two outer 
lines. 

First Things First 

• DOK 1: What are some things 
you can do at home to stay 
active? 

• DOK 2: What do you know about 
why it is important to stay 
healthy and active? 

2 
Learning 

Task 

Divide students into groups 
of 8, each group begins at a 
Street Racket Court. 
Equipment needed should 
be placed around perimeter 
of space prior to lesson. 
This includes rackets and 
balls. Teacher should 
explain expectations for 
each level of the rubric 
before students begin 
activity. 

Rotating Corners 

• DOK 1: How can you recognize 
corrective feedback? 

• DOK 2: How is positive 
language related to corrective 
feedback? 

• DOK 3: How would you compare 
and contrast corrective feedback 
and negative criticism? 

 

3 
Assessment 

Teacher completes the 
Holistic Rubric while 
students are participating in 
Rotating Corners.  

• Holistic Rubric 

 



 

ACCURACY 
(noun) 

 
The quality of being correct, precise,  

or on target. 
 
 
 

Amy has excellent accuracy. All of her strikes go 
exactly where she wants them to go. 

 
 
 



 

AEROBIC CAPACITY 
(noun) 

 
The body’s ability to take in, transport, and 

use oxygen during vigorous physical 
activity. 

 
 

In order to improve her aerobic capacity, Fiona decided 
to train for a community 5K race. 

 
 



 

BACKHAND 
(noun) 

 

A stroke made from the side of the body 
opposite of that of the hand holding the 

racket. 

 
 

Zach is right-handed and used his backhand when 
trying to return a shot from his left side. 

 
 
 



 

CONTINUOUS 
(adjective) 

 
 

Without stopping. 
 
 

 
Jimmy’s continuous striking skills allowed him and his 

partner to rally for 2 minutes straight. 
 
 



 

CONTROL 
(verb) 

 
To manage or regulate the movement or 

actions of something. 
 

 
Kira was able to control the ball when she received it 

from her partner. 
 
 
 



 

COOPERATION 
(noun) 

 
The process of working together for a 

common goal or outcome. 
 

 
The team demonstrated cooperation in order to score 

points as a team. 
 
 
 



 

COUNTER-CLOCKWISE 
(adverb) 

 
Movement in the direction opposite to the 

way the hands of a clock move. 
 

 
 

The class turned and began walking in a counter-
clockwise circle. 

 
 



 

ENCOURAGE 
(verb) 

 
To offer support, confidence, or hope to 

someone else. 
 
 

The team encouraged one another throughout the 
activity, which helped everyone stay motivated to do 

their very best. 
 
 



 

ENCOURAGEMENT 
(noun) 

 
Support, confidence, or hope offered by 

someone or some event. 
 

 
 

Kesha gave her team encouragement during a very 
long rally while playing Street Racket. 

 
 
 



 

ENJOYMENT 
(noun) 

 
A positive feeling caused by doing or 

experiencing something you like. 
 

 
Kecia felt enjoyment in physical education because she 

was able to play games with her friends. 

 



 

FEEDBACK 
(noun) 

 
Information provided in reaction to a 

performance, action, or piece of work. 
 

 
Mr. Hart gave Gina feedback on her performance and 

told her how she could improve. 
 
 
 



 

FITNESS 
(noun) 

 

The degree to which the total organism is able to 
meet the physical, intellectual, and emotional 
demands for everyday living, as well as cope  

with emergencies. 

 
 

The students developed their fitness in order to be able 
to play safely on the monkey bars. 



 

FORCE 
(noun) 

 
Strength or power used on an object. 

 

 

 
William used too much force when he hit the ball, so it 

went out of bounds. 



 

FOREHAND 
(noun) 

 

The stroke used to return a ball hit to the right 
of a right-handed player and to the left of a 

left-handed player. 

 
 

Luke is right-handed, so he returned a shot on his right 
side by using a forehand stroke. 



 

GRIP 
(noun) 

 
To hold something. 

 

 
 

My shots are more accurate when I grip the racket 
using all of the cues we learned in physical education. 

 



 

HEALTH-RELATED FITNESS 
(noun) 

 

A group of 5 physical characteristics that contribute to a 
person’s overall well-being. The 5 components of Health-

Related Fitness include Cardiovascular Endurance, 
Muscular Strength, Muscular Endurance, Flexibility, and 

Body Composition. 
 

 

I do a variety of activities to work on my  
health-related fitness. 

 



 

INTEGRITY 
(noun) 

 
The quality of having strong moral 

principles. 
 

 
The best teammates are those who have a positive 

attitude and always play with integrity. 
 
 
 



 

POWER 
(noun) 

 

The ability to produce maximum force in 
the shortest time. 

 

 

 
We are working to use the appropriate amount of power 

to get our serve over the center square. 
 
 
 



 

RACKET 
(noun) 

 

An implement with a handle and a flat 
hitting surface used to hit a ball or  

other object. 
 
 

Carson gripped his racket correctly during the Street 
Racket game. 

 
 



 

RALLY 
(noun) 

 
The act of hitting a ball back and forth 

between players before a point is scored. 
 

 
Kaitlynn and Andrew built a rally with consecutive 

forehands and backhands. 
 
 
 



 

RETURN 
(verb) 

 
To send something back to a person  

or place. 
 

 
 

Jenny was able to return the serve back to her partner 
using a backhand strike. 

 
 
 



 

ROTATION 
(noun) 

 
To move or change positions in a regularly 

recurring order. 
 

 
Our team used a rotation in order to get everyone equal 

playing time during the game. 
 
 
 



 

SAFETY 
(noun) 

 
 

The condition of being protected against 
physical, social, and emotional harm. 

 

 
 

Miranda made sure to follow the safety rules during  
the game. 

 
 



 

SERVE 
(noun) 

 
The act of hitting or sending a ball into play 

to start game play. 
 

 
Mary demonstrated an excellent serve to the other 

team to get the game started. 
 
 
 



 

SKILL-RELATED FITNESS 
(noun) 

 

A group of 6 psychomotor characteristics that contribute 
to a person’s ability to successfully complete a physical 
performance. The 6 components of Skill-Related Fitness 
include Agility, Balance, Coordination, Power, Reaction 

Time, and Speed. 

 
 

Michele practiced all 6 components of Skill-Related 
Fitness to prepare for her upcoming game. 

 



 

STRATEGY 
(noun) 

 

 
A plan of action for achieving a goal. 

 

 
 
 

The team’s offensive strategy was working really well, 
so they were able to rally for a long time. 

 
 



 

SUPPORT 
(verb) 

 
To give help, assistance, and 

encouragement to someone or something. 
 

 
It is important to support your friends as they work hard 

to meet their goals. 
 
 
 



 

TEAMWORK 
(noun) 

 

The combined action and effort of a group 
of people working toward a goal  

or purpose. 
 
 

Belle and Nina displayed incredible teamwork as they 
completed the Helpful Net activity. 

 
 
 



 

WEIGHT TRANSFER 
(noun) 

 

A change in the center of gravity beyond its 
base of support in order to create 

movement or generate force. 

 

 

Denise’s weight transfer at the end of her forehand 
strike helped to propel the ball to her partner. 

 
 



 

 

Critical Elements & Cues for: 
 

RACKET GRIP 

 
• Shake Hands with the Racket 
• Soft Squeeze on Racket Handle 
• Strong Wrist 
• Striking Surface Ready 

 
 

  



 

 

Critical Elements & Cues for: 
 

SERVE 

 
• Step in Opposition 
• Bounce Once Before Serving 
• Swing Low to High 
• Follow Through After Contact 

 
 

  



 

 

Critical Elements & Cues for: 
 

FOREHAND STRIKE 

 
• Apply Racket Grip Cues 
• Non-Paddle Shoulder Towards Target 
• Racket Starts at Waist for Swing 
• Transfer Weight from Back to Front Foot 
• Follow Through to Target 

 
 
 
 
 



 
 
 

Critical Elements & Cues for: 
 

BACKHAND STRIKE 

 
• Apply Racket Grip Cues 
• Paddle Shoulder Towards Target 
• Racket Starts at Waist for Swing 
• Transfer Weight from Back to Front Foot 
• Follow Through to Target 

 
 



 

 

Street Racket Court Diagrams 
 
 

 
 
 
 
 

 
 

HOW TO DRAW STREET RACKET COURTS 

• Use chalk or tape to create courts 

• Each square is recommended to be approximately 6 feet 

• Courts should be modified as needed based on space available and class size 

• The middle square on each court replaces the need for a net, and should be 
identified with an “X” 

  
 

Maxi Court Singles Court Wall Court 



 

 

Street Racket Rules 
 

 
 
 
 

 
STREET RACKET RULES & RECOMMENDATIONS  

• Ball must bounce once before being returned to partner (no volleys). 

• No hitting down for a “smash” shot (no downplay). 

• Ball is “out” if it bounces in the middle square or outside of court boundary lines. 

• Recommended Modifications as needed: 
o Allow a safety shot. Student can choose to hit it up to themself, let it bounce 

once, then return to partner. 
o Allow for a catch of the ball, with hand only or between hand and paddle. Then 

toss up and return to partner after one bounce. 
o Allow for a catch and underhand toss back to partner (no racket). 

  
 

Green is “In” Red is “Out” 



 

 

UNIVERSAL DESIGN FOR LEARNING 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 considerations to move us closer to the ideal of Universal Design. 
 

Potential Universal Design for Learning Considerations for Street Racket 
 

Equipment Rules Environment Instruction 

• Provide 
equipment of 
different sizes 
and weights (e.g., 
foam ball, 
balloon) 

• Add bells to a 
balloon or ball to 
assist students 
with visual 
impairments 

• Provide assistive 
technology as 
needed to ensure 
activity is 
inclusive for all 

• Use bright and 
colorful floor 
markers or signs 
to help students 
identify court 
boundaries 

 

• Minimize or 
eliminate scoring 
and focus on 
each individual 
success or 
learning 
opportunity 

• Adapt or modify 
activities to allow 
for partner or 
group assistance 
if needed 

• Allow for a throw-
in versus a serve 
if needed during 
activities 

 

• Foster a 
supportive 
environment with 
positive language 
and interaction 

• Encourage 
cooperation and 
respect, 
discussing the 
importance of 
respecting the 
contributions of 
all students 

• Allow area within 
activity space 
where students 
can participate 
seated vs 
standing 

• Use visual 
demonstrations 
with auditory 
instruction 

• Display diagrams 
and visual 
instructions 
whenever 
possible 

• Provide hand-
over-hand 
assistance when 
necessary 

• Use auditory and 
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. 



 

HOLISTIC PERFORMANCE RUBRIC 
 

 

Proficient 

4 

Consistently performs striking skills (serve, forehand, backhand) with control and 
accuracy, following all skill cues. Demonstrates the ability to perform skills in 
dynamic game-play environments. Conducts herself/himself safely, adhering to 
proper etiquette, and with consideration of others. 

Competent 

3 

Performs striking skills with occasional errors in both form and outcome. Is able to 
participate in dynamic game-play environments. Conducts herself/himself safely, 
adhering to etiquette, and without disrupting the learning environment. 

Lacks 
Competence 

2 

Performs skills with frequent errors in both form and outcome. Has great difficulty 
participating in dynamic game-play environments. Occasionally creates unsafe 
situations. 

Well Below 
Competence 

1 

Displays unsatisfactory effort toward skill development. Often breaks safety rules 
and disrupts the learning environment. 

 

Student Name Score Comments 

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

   

 



 

 

 
Academic Language Quiz 

 
Choose the vocabulary word that best matches the definition. 

 
 

NAME:       DATE: 

 

1 A stroke made from the side of the body 
opposite of the hand holding the racket. 
 

2 To manage or regulate the movement or 
actions of something. 

a. Backhand 
b. Forehand 
c. Serve 
d. Rally 

 

a. Control 
b. Compete 
c. Teamwork 
d. Encourage 

 

3 The quality of having strong moral 
principles. 
 

4 The process of working together for a 
common goal or outcome. 

a. Connection 
b. Teamwork 
c. Growth Mindset 
d. Integrity 

 

a. Patience 
b. Active Listening 
c. Motivation 
d. Cooperation 

 

5 To hold something. 
 

6 The combined action and effort of a 
group of people working toward a goal  
or purpose. 
 

a. Strike 
b. Control 
c. Grip 
d. Encourage 

 

a. Compete 
b. Teamwork 
c. Tracking 
d. Partner 

 

7 The stroke used to return a ball hit to the 
right of a right-handed player and to the 
left of a left-handed player.  
  

8 An implement with a handle and a flat 
hitting surface used to hit a ball or other 
object. 
 

a. Backhand 
b. Forehand 
c. Serve 
d. Rally 

 

a. Racket 
b. Ball 
c. Court 
d. Partner 

 

 



 

 

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 

• Comment 1: 

• Comment 2: 

• Comment 3: 

Self-Reflection Across Danielson’s Four Domains of Teaching 

Domain 1: Planning & Preparation 
1a: Demonstrating Knowledge of Content/ Pedagogy 1d: Demonstrating Knowledge of Resources 

1b: Demonstrating Knowledge of Students 1e: Designing Coherent Instruction 

1c: Selecting Instructional Outcomes 1f: Designing Student Assessments 

• Reflection 1: 

• Reflection 2: 

• 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 

• Reflection 1: 

• Reflection 2: 

• 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 

• Reflection 1: 

• Reflection 2: 

• 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 

• Reflection 1: 

• Reflection 2: 

• Reflection 3: 

Self-Rating with Rationale 

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

• Evidence 1: 

• Evidence 2: 

• Evidence 3: 
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