Using Grids

On using grids — (an effective way of
prganising groups)

You could use the grid shown in the following ways ...

1. One participant in each 10 metre X 10 metre grid
(e.g. to practise dribbling in basketball).

2. Two participants in each 10 metre X 20 metre grid
(e.g. to practise dribbling and dodging).

3. Four participants in each 20 metre X 20 metre grid
(e.g. to practise keeping the ball up in volleyball).

4. Twelve participants in each 40 metre X 40 metre
grid (e.g. to play six-a-side RooBall).

Important Points
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When giving instructions
1. Be enthusiastic.

2. Make your instructions clear and simple.

. Say what you want to say without too much waffle.

. Speak loud enough so everyone can hear.

3
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5. Speak slowly.
6. Speak clearly.
7

. Make your voice interesting.

Demonstrations

Physically perform what you would like the
children to perform, or use a competent
student to demonstrate.
1. You should demonstrate when:

 Showing a new skill

o Improving an old skill
» Showing a new practice

N

. Demonstrate slowly at first.
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. Explain how the skill you are demonstrating is
part of the game.

4. Don't give too much information at once.

N

. Be sure everybody can see your demonstration.
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Avoid Injuries

1. Choose a smooth safe surface on which to work.

2

. Pick up unused and spare equipment and place 1t
out of the way.

3. Let the children have a drink if it’s really hot.
4. Make sure all the equipment is safe to use.
1f an injury happens — stay calm

If an injury does occur, send another participant for
the co-ordinator. You stay with, and reassure, the
injured participant.

Special Note

Some children will only want to play the game and
not practise.

Don't fall into the trap of not teaching the skills.
You're not there to entertain the children, but to
teach them new skills, in a fun way!

Remember:

1. Use a variety of drills.

S

. Make the skill practice relevant to the sport you
are teaching.

. Repeat the skills to make sure the children get
better at them.
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Play without practice could make them better at
doing things badly!



Warm up and warm down

Introduction

These are two important components of any sport session which tend to be overlooked in

many circumstances.
arm up/warm down does not always receive the

The nature of Sportsfun has meant that the w
le waiting for leaders to

full attention it deserves. With children often being very active whi

arrive, and with only 30 minutes of activity time available for each session before the children

leave. it is easy to overlook the importance of these areas.

Dr Suzanne Dyer. of Macquarie University, has compiled the following thoughts on warm
up/warm down for use both in Sportsfun and any other situation when taking a group for

physical activity.

Feel free to discuss this with your Physical
Education teacher, coach or anyone else
that might use these ideas.

Considerations
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