
 

 

2 STEPS FORWARD, 1 STEP BACK 
 

STUDENT TARGETS 
• Skill: I will demonstrate accurate throwing and catching techniques. 
• Cognitive: I will describe what positive social interaction should look like. 
• Fitness: I will stay actively engaged throughout activity. 
• Personal & Social Responsibility: I will work safely with my partner using positive language. 

 
EQUIPMENT & SET-UP 

 
 

Equipment: 
• 1 foam football per 2 students (or other tossable 

object) 
• 4 cones to identify starting lines 

 
Set-Up: 
• Create pairs of 2 students.  
• Each pair has a foam football (or tossable object 

of their choice). 
• Use 4 cones to identify the two starting lines. 

The starting lines should be approximately 5 
yards apart. Students begin facing their partner, 
each on one of the starting lines. 

ACTIVITY PROCEDURES 
1. This activity is called 2 Steps Forward, 1 Step Back. The object of this game is to successfully throw 

and catch the ball with your partner.  
2. The partner who started with the ball will overhand throw it to their partner. The partner will catch the 

ball before throwing it back. 
3. If you are able to successfully throw and catch with your partner 2 times in a row, you will each take 1 

step back.  
4. At any time if the ball is not caught, each partner will take 2 steps forward. 
5. Teacher Note: set a limit on how far apart the pairs are allowed to get. Once they move 15 yards 

apart, they remain there while throwing and catching. 
6. Students who have the ball can move with it, but no more than 5 steps. 

 
GRADE LEVEL PROGRESSION 
• Grade 3: Play as described above. 
• Grades 4 & 5: Students move 1 step backward or forward after each catch attempt. The maximum 

distance can be up to 20 yards apart (instead of 15 yards). 
 

TEACHING CUES 
• Cue 1: Communicate with your partner using positive language. 
• Cue 2: Make sure your partner is looking in your direction before you throw the ball to them. Call out 

their name so they know the pass is coming to them. 
• Cue 3: Have your hands in front of you and watch the ball into your hands, absorbing the catch. 



 

 

2 STEPS FORWARD, 1 STEP BACK (continued…) 
 

UNIVERSAL DESIGN FOR LEARNING 
 

• UDL 1: Allow students to use tossable objects of different sizes, colors, weights, and textures. 
• UDL 2: Decrease the size of the activity space if needed. 
• UDL 3: Use peer partners as needed. 
• UDL 4: Provide verbal cues and visual demonstrations for each challenge. 

 
ACADEMIC LANGUAGE 
 
Catch, Encourage, Overhand, Safety 
 
PRIORITY OUTCOMES 
 
Manipulative Skills: 
• Demonstrates manipulative skills using mature patterns for accuracy and control.  
 
Social Interaction: 
• Describes and compares positive social interactions when engaged in partner, small-group, and large 

group physical activities. 
 

DEBRIEF QUESTIONS 
 
• DOK 1: Describe what a positive social interaction with a partner would look like. 
• DOK 2: If you did not feel like you were interacting with your partner in a positive way, how would you 

communicate with them about it? 
• DOK 3: How do interactions with partners or other classmates impact your ability to be successful 

during a task or a game? 
 
 



  

 

TOSS 3 
 

STUDENT TARGETS 
● Skill: I will accurately toss and catch with a partner. 
● Cognitive: I will identify ways to build trust with my teammates.  
● Fitness: I will stay actively engaged throughout activity. 
● Personal & Social Responsibility: I will demonstrate etiquette and respect in order to work 

cooperatively with teammates. 
 
EQUIPMENT & SET-UP 

 
 

Equipment: 
● 1 object per 2 students (e.g., foam ball, bean 

bag) 
● 4 cones 
● Music and music player 

 
Set-Up: 
● Create a large activity space using 4 cones to 

mark boundaries. 
● Create pairs of students. 
● Scatter pairs of students throughout activity 

area. Each pair with an object. 

ACTIVITY PROCEDURES 
1. Today we’re going to focus on creating open space while overhand tossing and catching with a 

partner. 
2. The object of Toss 3 is to work with as many different classmates as you can while the music is 

playing. When the music starts, the partner with the object will begin with an overhand throw. Each 
pair will make 3 passes. The partner who now has the object will travel and find a new partner who 
does not have one. The partner without the object will travel and find a partner who does have one. 

3. You continue to find a new partner after each set of 3 passes. 
4. Make sure you are communicating with your classmates while moving to open space when you need 

a new partner. 
5. When the music stops be ready for the next set of instructions. 
 
GRADE LEVEL PROGRESSION 
• Grade 3: Focus on working with as many different teammates as possible. 
• Grades 4 & 5: Discuss using both verbal and non-verbal communication with teammates. Play a 

round using only non-verbal communication. 
 

TEACHING CUES 
● Cue 1: Look at your partner to ensure they are ready before making a toss/pass: their hands are up 

and their eyes are looking at you.  
● Cue 2: Look for both verbal and non-verbal communication from potential partners. 
● Cue 3: Try and pass with as many different partners as possible.  

 
 
 



  

 

TOSS 3 (continued…) 
 

UNIVERSAL DESIGN FOR LEARNING 
• UDL 1: Use modified equipment as needed (e.g., foam ball, yarn ball, etc.). 
• UDL 2: Use verbal cues and visual aids along with demonstrations. 
• UDL 3: Use peer partners as appropriate.  
• UDL 4: Modify the size of the activity area as needed. 

 
ACADEMIC LANGUAGE 
 
Etiquette, Cooperation, Communication, Trust 
 
PRIORITY OUTCOMES 
Etiquette: 
● Exhibits etiquette and adherence to rules in a variety of physical activities. 
 
Working with Others: 
● Works cooperatively with others. 

 
DEBRIEF QUESTIONS 

 
• DOK 1: How would you describe proper etiquette in physical education class? 
• DOK 2: How does demonstrating etiquette and respect impact trust amongst teammates? 

 
 
 



 

 

BEE HIVE 
 

STUDENT TARGETS 
• Skill: I will demonstrate strategies and tactics for flag pulling. 
• Cognitive: I will identify ways to work with my teammates to create an advantage and collect as 

many flags as possible for my team. 
• Fitness: I will stay actively engaged and move quickly to pull flags and/or rescue my teammates. 
• Personal & Social Responsibility: I will use positive language to encourage my teammates. 

 
EQUIPMENT & SET-UP 

 
 

Equipment: 
• Large boundary cones 
• 1 hoop per 6 students 
• 1 flag belt per student (will need 4 colors for the 

4 teams, or another way to identify teams) 
Set-Up: 
• Create 4 teams of 6 students. Each student 

wears a flag belt. You will need 4 different color 
flags or another way to identify the 4 teams. 

• Create a large activity area with the boundary 
cones where students have space to move 
safely. 

• Place a hoop on each corner of the activity area 
(4 hoops). Each team begins by a hoop. 
 

ACTIVITY PROCEDURES 
1. This activity is called Bee Hive. The object of this game is to score more points than the other team. 
2. Points are earned by pulling flag belts from the other teams and collecting them in your bee hive 

(hoop). 
3. On the start signal, each team will begin to move in the activity space trying to pull the flags of the 3 

other teams. If you pull another student’s flag, you pick it up and take it to your bee hive (hoop) 
before continuing back into the activity area. 

4. If your flag is pulled, you go outside the boundary area by your team’s bee hive. Your teammates can 
bring you back into the game by bringing you a flag belt that is your team’s color from any of the 
other bee hives. Remember to communicate with your teammates to let them know that you need 
help.  

5. Once you have received a new flag belt you are ready to rejoin your team! 
6. There is no guarding your team’s bee hive. You want to work with your teammates to collect as many 

flag belts as possible.  
7. Each game will be played for 3 minutes. On the stop signal, we will count the flag belts in each bee 

hive to see who earned the most points. 
 
GRADE LEVEL PROGRESSION 
• Grade 3: Play as described above. Students are only allowed to fast walk. 
• Grades 4 & 5: Play as described above. Students are allowed to move as fast or slow as they are 

able to do safely. 
 
TEACHING CUES 
• Cue 1: Communicate with your teammates using positive language. 
• Cue 2: Work together with your teammates to plan out strategies to give your team an advantage. 



 

 

BEE HIVE (continued…) 
 

UNIVERSAL DESIGN FOR LEARNING 
 

• UDL 1: Allow students to use tossable objects of different sizes, colors, weights, and textures. 
• UDL 2: Decrease the size of the activity space if needed. 
• UDL 3: Use peer partners as needed. 
• UDL 4: Provide verbal cues and visual demonstrations for each challenge. 

 
ACADEMIC LANGUAGE 
 
Teamwork, Communication, Strategy 
 
PRIORITY OUTCOMES 
 
Movement Concepts: 
• Combines movement concepts with skills in a variety of small-sided games or practice tasks. 
 
Working with Others: 
• Works cooperatively with others. 

 
DEBRIEF QUESTIONS 
 
• DOK 1: What is a strategy? 
• DOK 2: Was there a strategy your team used that gave your team an advantage? 
• DOK 3: How could working cooperatively with your teammates also provide an advantage and lead 

to success? 
 

 



 

 

PARTNER CATCH AND FLIP 
 

STUDENT TARGETS 
• Skill: I will demonstrate accurate throwing and catching techniques. 
• Cognitive: I will discuss ways to encourage my partner. 
• Fitness: I will stay actively engaged during the activity. 
• Personal & Social Responsibility: I will continue to try my best and use encouraging language 

when challenged. 
EQUIPMENT & SET-UP 

 
 

Equipment: 
• 1 hula hoop per pair of 2 students 
• 1 foam football (or any tossable object) per pair 

of 2 students 
• 1 spot marker per pair of 2 students 

  
Set-Up: 
• Along each sideline, create 2 parallel lines. The 

outside lines are spot markers, and the inside 
lines are hoops. 

• Put 1 foam football on each spot marker. 
• Pair students in groups of 2. 1 pair begins at 

each spot marker. 

ACTIVITY PROCEDURES 
1. Today we’re going to focus on using positive language when facing a challenge during the game of 

Partner Catch and Flip. Sometimes we try things during physical education class that we may not be 
successful at the first few times we try, or that we find challenging. I want you to use positive 
language with both your partner and yourself as you push through any challenges during this activity. 

2. The object of the game is for you and your partner to move your hoop to the center of the activity 
area. You’ll do that by overhand throwing the foam football from the spot marker to your partner who 
is standing inside the hoop. Every successful throw and catch gets your hoop one flip closer to the 
center! 

3. 1 partner begins as the Quarterback, and the other is the Receiver. On the start signal, the 
Quarterback tosses the foam ball to their partner. If the Receiver catches the ball with both feet inside 
the hoop, they flip the hoop one length toward the center, bring the ball back to the spot marker and 
change places with the Quarterback. Continue this way until you flip your hoop to the center.  

4. If a Receiver does not catch the ball or catches it outside of the hoop, the Receiver will come back to 
the spot marker without flipping the hoop before changing places with the Quarterback.  

5. The throws will get more challenging as the hoop moves further away, so use positive self-talk and 
encouraging language with your partner until you make it all the way to the center. 

GRADE LEVEL PROGRESSION 
• Grade 3: Play as described above. 
• Grades 4 & 5: Have students flip their hoop to the center, and then back to the starting point to 

complete the game. 
TEACHING CUES 
• Cue 1: Communicate with your partner using positive language. 
• Cue 2: Make sure your partner is looking in your direction before you throw the ball to them. Call out 

their name so they know the pass is coming to them. 
• Cue 3: Have your hands in front of you and watch the ball into your hands, absorbing the catch. 



 

 

PARTNER CATCH AND FLIP (continued…) 
 

UNIVERSAL DESIGN FOR LEARNING 
 

• UDL 1: Allow students to use objects of different sizes, colors, weights, and textures. 
• UDL 2: Decrease the size of the activity space if needed. 
• UDL 3: Use peer partners as needed. 
• UDL 4: Provide verbal cues and visual demonstrations for each challenge. 

 
ACADEMIC LANGUAGE 
 
Communication, Respect, Challenge, Growth Mindset 
 
PRIORITY OUTCOMES 
 
Manipulative Skills: 
• Demonstrates manipulative skills using mature patterns for accuracy and control.  
 
Personal Challenge: 
• Discusses the challenge that comes from learning new physical activities. 
 

DEBRIEF QUESTIONS 
 
• DOK 1: What is a challenge? Can you give examples of a challenge that someone might face? 
• DOK 2: How would you apply a growth mindset to facing a challenge? 
• DOK 3: Describe what someone might learn from facing a difficult challenge. 
 
 



 

 

PARTNER PASS AND CHASE 
 

STUDENT TARGETS 
• Skill: I will combine traveling with manipulative skills to safely chase or flee from my partner. 
• Cognitive: I will identify ways to safely move when chasing or fleeing. 
• Fitness: I will stay actively engaged during the activity. 
• Personal & Social Responsibility: I will describe the positive social interactions that come when 

engaged with others in physical activity. 
 
EQUIPMENT & SET-UP 

 
 

Equipment: 
• 1 ball or tossable object per 2 students (e.g., 

foam ball, bean bag) 
• 1 flag belt per student 
• 4 cones for boundaries 
• Music and music player 

 
Set-Up: 
• Create groups of 2 students. All students will be 

wearing a flag belt. 
• Each group spreads out in the activity space 

with 1 ball or tossable object. 
• Each group will begin approximately 15 feet (5 

yards) apart. 
• Set up boundaries with the 4 cones. 

ACTIVITY PROCEDURES 
1. This activity is called Partner Pass and Chase. The object of the game is for the person with the ball 

to flee and avoid getting their flag pulled when the music stops. 
2. You will begin facing your partner. When the music starts, you begin overhand passing the ball with 

your group.  
3. When the music stops, the person with the ball must immediately (and safely) move away from their 

partner who is trying to pull their flag. The defenders will have 10 seconds (counted by the teacher) to 
catch and pull the flag. 

4. 1 point is earned each time the person with the ball is able to successfully flee from their partners and 
not get their flag pulled. 1 point is earned by the defender if they are able to successfully catch and 
pull a flag within the 10 seconds. 

5. Once you hear the stop signal, the partner currently holding the ball will move and find a new group 
before we reset and play another round. 

 
GRADE LEVEL PROGRESSION 
• Grade 3: Play as described above. 
• Grades 4 & 5: Allow anyone without a ball to pull the flag of anyone who does have a ball when the 

music stops. 
 
TEACHING CUES 
• Cue 1: Communicate with your teammates using positive language. 
• Cue 2: Pull down on the flag when trying to pull the flag belt from your partner. 
• Cue 3: Be aware of your surroundings and keep your eyes up in order to move safely through the 

activity space. 
• Cue 4: Remember to show respect and hand the flag back to your partner after you pull it. 



 

 

PARTNER PASS AND CHASE (continued…) 
 

UNIVERSAL DESIGN FOR LEARNING 
 

• UDL 1: Allow students to use objects of different sizes, colors, weights, and textures. 
• UDL 2: Decrease the size of the activity space if needed. 
• UDL 3: Use peer partners as needed. 
• UDL 4: Provide verbal cues and visual demonstrations for each challenge. 

 
ACADEMIC LANGUAGE 
 
Pass, Agility, Safety, Chase, Flee 
 
PRIORITY OUTCOMES 
 
Locomotor Skills: 
• Combines traveling with manipulative skills in a variety of small-sided games and practice tasks. 

 
Social Interaction: 
• Describes the positive social interactions that come when engaged with others in physical activity. 
 

DEBRIEF QUESTIONS 
 
• DOK 1: How would you describe what agility looks like? 
• DOK 2: What are some ways that agility is used to move safely during Flag Football activities or 

games? 
 
 
 



 

 

1v1 CATCH AND SCORE 
 

STUDENT TARGETS 
• Skill: I will apply movement concepts to safely chase or flee from my partner. 
• Cognitive: I will identify ways to safely move when chasing or fleeing. 
• Fitness: I will stay actively engaged during the activity. 
• Personal & Social Responsibility: I will demonstrate leadership skills and communicate in a 

respectful way with my teammates. 
EQUIPMENT & SET-UP 

 
 

Equipment: 
• 1 foam football (or other tossable object) per 2 

students 
• 1 flag belt per student 
• Low profile cones for endlines; 4 boundary 

cones per 2 students 
• 1 spot marker per 2 students 

Set-Up: 
• Create groups of 2 students. All students will be 

wearing a flag belt. 
• Set up endlines with low profile cones on each 

side of the activity space. Place 4 boundary 
cones and a spot marker about 30 feet (10 
yards) away to delineate where receivers begin. 

• Each group will begin with 1 student standing on 
the endline (Quarterback), and 1 student facing 
them on a spot marker (Receiver). Quarterback 
begins with a foam football (or other object). 

ACTIVITY PROCEDURES 
1. This activity is called 1v1 Catch and Score. The object of the game is for the receiver to make it 

across the end line without getting their flag pulled. 
2. You will begin with the Quarterback standing on the end line. The Quarterback will have a football. 

The Receiver will begin by a spot marker facing their teammate.  
3. On the start signal, the Quarterback will throw the ball to the receiver. Once the ball is caught (or 

picked up if not caught), the receiver will try to score by getting across the endline without getting 
their flag pulled, going out of bounds, or falling to the ground. The Quarterback will attempt to pull the 
Receiver’s flag, but cannot move from the endline until the Receiver has the ball and is moving 
towards them. 

4. 1 point is earned each time the person with the ball can successfully make it across the endline 
without getting their flag pulled. 

5. You will continue to rotate the Quarterback and Receiver positions after each attempt to score.  
GRADE LEVEL PROGRESSION 
• Grade 3: Play as described above. 
• Grades 4 & 5: Use groups of 3 to add a defender who can assist the Quarterback to pull the 

Receiver’s flag as they try to score. 
TEACHING CUES 
• Cue 1: Communicate with your teammates using positive language. 
• Cue 2: Pull down on the flag when trying to pull the flag belt from your partner. 
• Cue 3: Be aware of your surroundings and keep your eyes up in order to move safely through the 

activity space. 
• Cue 4: Remember to show respect and hand the flag back to your partner after you pull it. 



 

 

1v1 CATCH AND SCORE (continued…) 
 

UNIVERSAL DESIGN FOR LEARNING 
 

• UDL 1: Allow students to use objects of different sizes, colors, weights, and textures. 
• UDL 2: Decrease or increase the size of the activity space if needed. 
• UDL 3: Use peer partners as needed. 
• UDL 4: Provide verbal cues and visual demonstrations for each challenge. 

 
ACADEMIC LANGUAGE 
 
Quarterback, Receiver, Leadership, Communication 
 
PRIORITY OUTCOMES 
 
Locomotor Skills: 
• Combines traveling with manipulative skills in a variety of small-sided games and practice tasks. 
 
Working with Others: 
• Works cooperatively with others. 
 

DEBRIEF QUESTIONS 
 
• DOK 1: How would you describe what leadership is? 
• DOK 2: Did you or any of your teammates demonstrate leadership during the activity? Give an 

example and describe how it was leadership. 
• DOK 3: If a group or team isn’t finding success, how could one or more teammates stepping up as a 

leader potentially lead to the team being successful? What would communication from a leader sound 
like? 

 
 



 

 

WRISTBAND WRANGLERS 
 

STUDENT TARGETS 
• Skill: I will apply movement concepts to safely chase or flee from my opponents. 
• Cognitive: I will apply movement concepts to safely move when chasing or fleeing. 
• Fitness: I will stay actively engaged during the activity. 
• Personal & Social Responsibility: I will demonstrate ways to support and encourage my teammates. 

EQUIPMENT & SET-UP 

 
 

Equipment: 
• 1 flag belt per 2 students 
• Medium sized cones for boundaries 
• Low profile cones to identify starting line and goal 

line 
• 8 Wristbands (will need 2 different colors – 6 of 

one color and 2 of a different color) 
Set-Up: 
• Set up 2 large activity spaces (fields) with medium 

sized cones. Fields should be approximately 30 
yards x 20 yards. Use low profile cones to identify 
the starting line on one end and the goal line on 
the other end. 

• Create teams of 6-8 students. 2 teams will be on 
each field. The team beginning on offense will 
wear flag belts and have 4 wristbands (3 of one 
color and 1 of a different color). 

ACTIVITY PROCEDURES 
1. This activity is called Wristband Wranglers. The object is to earn points by moving from the starting line to 

the goal line without getting your flag pulled. 
2. One team will begin on offense and will begin by the starting line with 4 wristbands. The other team will 

begin on defense and stand on the opposite end of the field on the goal line.  
3. The offense will huddle up and hide the 4 wristbands. They will decide which teammates will carry them, 

but make sure the defense can’t hear or see who has them! Once the wristbands are hidden, the offense 
will spread out across the starting line facing the goal line. The game will begin when one offensive player 
yells “HUT!” loud enough for both teams to hear. Defenders must stay on the goal line until they hear the 
offense yell “HUT!”. Once the game begins defenders can move anywhere inside the field.  

4. The offense is trying to move across the field to the goal line without getting their flag pulled. Any player 
who makes it to the goal line with their flag belt earns 1 point. If a player makes it to the goal line and also 
has one of the wristbands, they earn 7 points for the single-color wrist band and 3 points for any of the 
other colored wristbands. For example, a team starts with 1 blue wristband and 3 red ones. If the player 
with the blue wristband makes it to the goal line without getting their flag pulled they earn 7 points. If a 
player with a red wristband makes it to the goal line without getting their flag pulled they earn 3 points. 

5. Once all offensive players have either made it to the goal line or had their flag pulled, we will switch 
roles and play again. Defensive players will get the flag belts and wristbands from the offensive 
players before moving to the starting line to huddle up and hide the wristbands. Both offense and 
defense must all be lined up before the offensive players can yell “HUT!” to begin the next game. 

GRADE LEVEL PROGRESSION 
• Grade 3: Play as described above. 
• Grades 4 & 5: Increase the size of the field. 

TEACHING CUES 
• Cue 1: Communicate with your teammates using positive language. 
• Cue 2: Be aware of your surroundings and keep your eyes up in order to move safely through the activity 

space. 



 

 

WRISTBAND WRANGLERS (continued…) 
 

UNIVERSAL DESIGN FOR LEARNING 
 

• UDL 1: Decrease or increase the size of the activity space if needed. 
• UDL 2: Use peer partners as needed. 
• UDL 3: Provide verbal cues and visual demonstrations for each challenge. 

 
ACADEMIC LANGUAGE 
 
Huddle, Agility, Support, Encourage 
 
PRIORITY OUTCOMES 
 
Locomotor Skills: 
• Uses various locomotor skills in a variety of small-sided games and practice tasks. 
 
Movement Concepts: 
• Analyzes movement situations and applies movement concepts in small-sided games/practice tasks. 
 

DEBRIEF QUESTIONS 
 
• DOK 1: How would you describe encouraging a teammate? 
• DOK 2: If one of your classmates was not feeling successful during the activity, what are some ways you 

could encourage or support them? 
• DOK 3: How does encouraging your teammates impact your team as a whole? 
 
 



 

 

LOOK IT IN 
 

STUDENT TARGETS 
• Skill: I will demonstrate accurate throwing and catching techniques. 
• Cognitive: I will identify ways to show integrity during the activity. 
• Fitness: I will remain focused and actively engaged during the activity. 
• Personal & Social Responsibility: I will demonstrate respect for myself and my classmates by 

following the rules of the game and encouraging others. 
EQUIPMENT & SET-UP 

 
 

Equipment: 
• 3 flat hula hoops per group of 3 students 
• 1 foam football (or any tossable object) per 

group of 3 students 
• 1 spot marker per group of 3 students 

Set-Up: 
• Along each sideline, create 2 parallel lines with 

spot markers. Line up 3 flat hoops in a straight 
line in front of each spot marker that are 3-5 
yards apart. 

• Use low profile cones to separate each team’s 
zone. 

• Create groups of 3. 1 group begins at each spot 
marker. Decide who will begin as the 
Quarterback.  

ACTIVITY PROCEDURES 
1. This activity is called Look It In. The object of this activity is to complete passes between a 

Quarterback and a Receiver at a variety of distances.  
2. You will begin with the Quarterback on the spot marker and Receivers standing next to them on the 

end line. The Quarterback will have a foam football. The Receivers will begin next to the spot marker 
facing the hoops.  

3. On the start signal, the Quarterback will say “Down, Set, Hut” to let the first receiver know when to 
move. The Receiver will move and choose to stand in hoop 1, 2, or 3 depending on how far away 
they want to be from the Quarterback. Once the Receiver is inside a hoop (facing the Quarterback), 
the Quarterback will throw the ball to them. If the ball is caught with two feet inside a hoop, the team 
collects 3 points. If the ball is caught with one foot inside a hoop, the team collects 2 points. If the ball 
is caught, but the Receiver does not have any feet inside a hoop, the team collects 1 point. If the ball 
is not caught at all, the team will not collect any points for that play. 

4. You will rotate the Quarterback and Receiver positions after each play. The Quarterback will become 
the Receiver, the Receiver will now wait for their turn, and the teammate who was waiting will now 
become the Quarterback. Receiver cannot begin their route until the new Quarterback has the ball 
and says “Down, Set, Hut”. 

5. After a 3-5 minute game, we will add up all of the points for each team. The team with the most 
points wins that game. The person who was the Quarterback on the last play before the stop signal 
will rotate one zone to their right before we play another game. 

GRADE LEVEL PROGRESSION  
• Grade 3: Play as described above. Allow students to choose what object is used by their group. 
• Grades 4 & 5: Increase the distance between the Quarterback and the hoops. 
TEACHING CUES 
• Cue 1: Receivers will “look it in” when catching the ball by watching it all the way into their hands. 
• Cue 2: Quarterback will make sure the Receiver is looking at them and is ready to receive the ball.  



 

 

 
LOOK IT IN (continued…) 

 

UNIVERSAL DESIGN FOR LEARNING 
 

• UDL 1: Allow students to use tossable objects of different sizes, colors, weights, and textures. 
• UDL 2: Decrease the size of the activity space if needed. 
• UDL 3: Use peer partners as needed. 
• UDL 4: Provide verbal cues and visual demonstrations for each challenge. 

 
ACADEMIC LANGUAGE 
 
Rotation, Integrity, Cooperation, Enthusiasm 
 
PRIORITY OUTCOMES 
 
Manipulative Skills: 
• Combines locomotor and manipulative skills using mature patterns for accuracy and control in static 

and dynamic environments. 
 

Etiquette: 
• Exhibits etiquette and adherence to rules in a variety of physical activities. 

 
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 Flag Football?  
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