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The SPARK activities located in the diversity binders are
activities related to the Olympic Field Day culminating activity.
However, these activities can be done with all groups
regardless of your culminating activity.

If you are doing the Olympic Field Day culminating event these
activities will be good practice for the students leading up the
actual event.



AFTER SCHOOL

Ready
* 4 cones or spots (to create start and finish lines) M M M inz M
h_ — A

Set

* Create start and finish lines 10’ apart and wide
enough for all players to stand side-by-side.
* Pair players and have them standing with
inside feet touching each other (as in a Finish Line
3-legged race.) &

GO!
[ ]
1. Today’s activity is Stick With Me where you
and your partner move from the start line to the finish line keeping your inside feet
(the ones that are next to each other) together.
2. On signal, work with your partner to cross the finish line keeping your inside feet
together at all times. If your feet detach, return to the start and begin again.
When finished, join another successful pair to attempt the crossing with a group of 4.
4. Skill-it!
* Work with each other. Communicate and problem-solve.
5. Challenges
* Using the same rules, can you move across a different way?
¢ Can you go backwards?
6. Character Matters (Discuss during a cool-down, while leading a stretch.)
* Did you show apptreciation to your partner and groupmates?

* What does “appreciation™ mean to you? (Appreciation: [noun] an expression of
gratitude, admiration, or approval for an individual or group because of their

qualities or accomplishments.)
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Safety First

* It is not a race. Be considerate of your partner’s feelings, strengths and weaknesses.
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AFTER SCHOOL

7-3

Read
* 1beach byall (or any large, light ball) per 5 k ﬁ h ﬂ” ﬂﬁ

players

* 1 stopwatch ﬁ h

* Music and player (optional)

Set Mﬁﬁ A

* Form circles with 5-7 players; each group with k hh ﬂ ,ﬁ J
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a beach ball.

GO!
[ ]
1. Today's activity is Moon Ball where you try to
keep the ball up in the air as long as possible by cooperating with your group.
2. On signal, underhand toss the ball up to someone in your group. All may use any body
part to keep it up in the air as long as possible.
3. Skill-it!
* Work and move together.
* Encourage each other.
4. Challenges
* How many touches can your group make before the ball hits the floor?
* How many seconds can your group keep it up?
5. Character Matters (Discuss during a cool-down, while leading a stretch.)
* Did you encourage your groupmates? How?
* If you received encouragement, how did it make you feel?

Safety First

* Stay clear of other groups.




AFTER SCHOOL

Ready
* 2 hoops per 5 players M W
\&

* Form circles of 5 players, hands joined, and W

scattered in area,

* Give 2 hoops to each group.
GO! W@

1.

Today's activity is Houdini Hoops where you

move a hoop around your circle without

letting go of your hands.

| will place a hoop over 2 players’ joined hands (hands join inside the hoop), so it
dangles like a bracelet.

On signal, move the hoop around your circle by stepping and ducking through it.
Remember; keep your hands joined at all times.

Once you are successful 1X around, add a 2™ hoop.

Skill-it!
* Bend, twist, and turn. Talk to each other and work together.

Challenges

* How many times can your group move the hoop around your circle in 1 minute?

* How quickly can your group pass your hoop around the circle 2X?

Move More (Discuss during a cool-down, while leading a stretch.)

* Have you ever heard of Harry Houdini? He was a talented magician from the late
19t and early 20" centuries who was famous for his ability to escape from all sorts of

things. He was nicknamed the “Handcuff King.” Some of his notable escapes include
escaping from a locked, water-filled milk can, the Chinese water torture cell, being

buried alive, and the box overboard escape.
* How do you think someone gets so good at this type of thing?

Safety First

* Don’t force a hoop to go over or under someone. Let them do it at their own pace.
* Encourage others as they try to move through the hoop.
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AFTER SCHOOL

Ready

¢ 1beanbag per player

Set

e Form a circle with all players; each with a
beanbag.

GO!
1. Today’s activity is Throw for Distance where

you use your best throwing technique and
strength and throw as far as you can.

2. On signal, turn to the outside of our circle. On

“Throw,” throw your beanbag as far as you
can. On "Go,” retrieve it and return to your spot on the circle.
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3. Each time you retrieve the beanbag, | will call a different locomotor skill to use as you

move to retrieve it.
4. Skill-it!
* Try different types of throws to see which go the farthest.
* Transfer your weight from the back foot to the front foot to add more power.

5. Challenges
* How far can you throw your beanbag?
* How high can you throw it and still have it go far?

6. Fitness Focus
* What type of fitness do you use to throw something far? (Strength and power)

Safety First

¢ Don’t retrieve your beanbag until you hear “Go.”
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SUPER SPORTS 59

22 cones ( 10-18", 12-12"), 10+ hurdle bars stopwatch,, 1 rag soﬁball/y@uth, 1 baton/5 youth
1 bean bag/2 yauth, 1 marker (flag, cone, bean bag, rope, efc. )/yeuth start and’f nlsh llnes whlstle musuc
- . player, mu3|c ?
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