Curriculum Design Movement

Activities Grade One

Basic movement skills: Locomotor skill: walking

Strand Sub - strand Specific learning outcomes Suggested learning experiences Key inquiry guestions
1.0 Basic | 1.1 Locomotor By the end of the sub-strand. the learner =  Learners (o answer gquestions on the parts of 1. How many different
molor skall: should be able to: the body that are 1in use when walking o directions can you
skalls Walking a) name the parts of the body that are in create body awareness (eyes, hands, lees, the walk?
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use when walking for body awareness,

b} watch a video clip on the walk race for | =

digital hiteracy

c) perform walking in different ways for

strength, coordination, endurance, L

balance and space awareness,

d} practuce walking in dilferent ways lor
strength, coordination, endurance,
balance and for excellence |

e} establish relationships through walking
for eritical thinking and problem
solving,

. appreciate walking or strength,

coordination, balance and self-esteem

make approprnate play items lor
creativity and imagination,

h. play simple games for enjovment,
collaboration and peacelul coexistence,

1.  observe the rules when plaving games

for own and others safety.

trunk}.

Learners to watch a video clip on the walk
race and identify the body parts that are in
use during the race.

Learners (o practice walking in different

ways by:

o walk in different directions
- lorward,
- backward,

- Lo the right
- 1o the left
e walking in different pathways
- circular
- straight
- curved
- Zgrag

- swivel

o learners walk in different levels

- low
- medium
- high

2. Which direction can
wou walk laster?




Learners walk in varying levels-slow,
medium and fast while making shapes such
as square, circle, reclangle, triangles,
recltangles, oval among others.

Learners to establish relationships; under,
over, mirrorng, going through and going
round:

Learners in groups o walk and make letters
ol the alphabet such as such as A, C. DL L,
ONT W Y.

Learners i groups to walk and make
numbers suchoas 1,2, 3.4, ..

Learners to play games that involve walking
such as walk while carrying a bean bags on
the head with quickly or slowly, walk while
carrying an ege on a spoon with quick steps,
walk while in sacks.

Learners 1o observe rules as they walk for

own and play games.

Core competences to be developed:

The learners are expected wo acguire the following competences in the process ol learning basic movement skills:

Citizenship

Sell-eflicacy

Digital Literacy

Learning Lo learn

Creativity and imagination
Communication and collaboration

= R T

Critical thinking and problem solving




Link to PCIS and values:

PCls:

=  ESD: DRR: safety and security: when playing games

»  Citizenship: social cohesion: the leamers o collaborate when playing games

= Learner Support Program: sports and games: games that involve walking skills

»  Health Education: HIV and AIDS: when wounds and cuts occur while playing games report to the
teacher do not handle

= Life Skills: self-Esteem: Self —Awareness: knowing myself and knowing the parts of the body

involved in performing activities

Links to other learning areas:
= Languages aclivities

=  Hygiene and Nutrition

= Environmental activities

= Mathematic activilies

Link to values: Exhibit responsible behaviour that respects self and others during movement activities by displaving such values as unity, love, peace and

mlegrily

Suggested community service learning activity to support learning through application: learners to
participate in cleaning the environment surrounding the school and home.

Suggested assessment: oral questions

Suggested Non-formal activity to support learning through application: learners to be taken to watch
athletic championship and observe the walk race.

Suggested Resources: ficld makers, field, bean
bags, ropes, digital devices such as computer

and mobile phones, video clip on  the walk race




Movement activities assessmenit rubric: Locomotor skill: Walking

# | Rubric Exceeding expectation Meeting expectation Approaching expectation Below expectation
domains
1. Motor Skill The learner demonstrates demonstrates good ability | ® The learner demonstrates The learner demonstrates
acquisition excellent ability in skill in skill performance average ability in skill poor ability in skill
(cognitive) performance. The learner rarely performance performance
the learner exhibits exhibits creativity inskill [ = the leamers does not exhibit the learner does not
creativity by performing the performance creativity in skill exhibit creativity in skill
skill in varied ways the learner demonsirates performance performance
the learners demonstrates acquisition of a few = the learner demonstrates the learner does not
acquisition of some components ol physical little acquisition of the demonstrate acquisition
components of itness litness physical fitness components of the physical fitness
COMmMponcnts
. applies rules The learner 15 excellent in The learner is good in »  The learner is satislactory in The learner is poor in
when playing following instructions lollowing instructions [ollowing instructions following instructions
games during movement activities during movement during movement activities during skill performance
{cognitive and lesson activities lesson lessons The learner does not
psycho -motor) The learner 15 exceptional the learner is able o = The learner rarely obeys obey rules during a game
in following rules during a follow rules during a rules during a game siluation
gamd silualion same silualion silualion The learner does
The learner readily The learner observes »  The learner occasionally observes salety during
observes safety during skill safety during skill observes salety during skall skill performance and
performance and game performance and game performance and game same silualion
situation situation situation
3. Participation The learner has positive The learner wears the = The learner ravely wears the The does not wear the
behavior atlitnde towvards the right attire for movement right attire for the right attire for movement
(Aflective) movement activities and 15 activilics movermenl activities activities

always in the right attire
the learner maximally
participates in the lesson

the learner and
participates in the lesson
and accepts corrections

= the learner demonstrates
minimal participation in the
lesson and reluctantly

the leamner does not
participates n the lesson
nor accepl corrects




and readily accepts
corrections

the learner willingly
contributles to leam
activities and contributes Lo
peer leaching

the learner has exceptional
leadership gqualitics and 15

the learner  contnbules Lo
leam aclivities

the learner has some
leadership qualities

accepls correclions

the learner  rarely
contributes (o team activities
the learner has little
leadership gqualities

a good role model

»  the does nol contnbutes

to team activiiies

= the learner exhubits poor

leadershup qualities

Basic movement skills: Locomotor skill: Running

Strand Sub - strand Speciflic learning outcomes Suggested learning experiences Key inquiry guestions
1.0 Basic | 1.2 Locomotor By the end of the sub-strand, the learner *  Learners answer guestions on the parts l. How many different
motor skill: should be able w: of the body that are used for running. directions can you run'’?
skalls a) name the pars of the body that are in *  Learners watch video clips of an athletue | 2. Which direction can you
Funning use during running for body awareness, championship and observe the various run faster?
by watch a video clip on runmng lor digital runming cvents.
12 lessons literacy, *  Learners to practice running in different
¢} perform running in different ways for ways by
strength, coordination, endurance, o running in different directions
balance and space awareness, - forward,
d) practice running in different ways lor - backward,
strength, coordination, endurance, = 1o the right
balance and for excellence, - 1o the left
e} establish relationships through running o running in different pathways
for critical thinking and problem - circular
solving, - straight
{} appreciate runnming for strength, - curved
coordination, balance and sell-esteem, - zigeag




g} make appropriate play items for
creativity and imagimation,

hy play games for emjoyment,
collaboration and peacelul coexistence,

1} observe rules when playing games for

own and others salety.

e running in different levels
- low
- medium
- high

Learners to establish relationships;

under, over, mirroring, going through

and poing round.

Learners to play games that involve

running such as:

o run carrying bean bags on the head
with  slow, moderate and guick
speed.

e run while speed carrying an egg on a
spoon with slow, guick and fast

e rmn while in sacks with slow,
moderate and fast speed

Learners to obey rules as they run and

play games

Core compeiences to be developed:

The learners are expected to acquire the following competences in the process of basic movement skills:

l. Citizenship

2. Sell-eflicacy

3. Digital Literacy

4. Learning wo learn

3. Creativity and imagination

6. Communication and collaboration

7. Critical thinking and problem solving

Link to PCls:
»  ESD: DRR: safety and security: when plaving games
= Citizenship: social cohesion: the learmers 1o collaborate when playing games

Links to other learning areas:
»  Language activities
= Environmental activities




Learner Support Program: sports and games: games thal involve the running skill

Health Education: HIV and AIDS: when wounds and cuts oceur while playing games report to the teacher do | =

nol handle

Life Skills: self-Estecem: Seli-awareness: knowing mysell and knowing the parts of the body involved in
performing activities

*  Hygiene and Nutrition
Mathematic Activities

Link to Values: Exhibit responsible behaviour that respects sell and others during movement activities by displaving such values as Integrity, Respect and

Responsibality

Suggesied community service activity to support learning through application:
Learners o give perform during the school sports day such as inter classes and inter house.

Suggesied assessment: oral questions and practical

Suggested non-formal activity to support learning through application: Learners to

make their own play items such as balls, batons and use them during games =

Suggested Resources:

field markers, bean bags, ropes,

digital devices such as computers and mobile phones

video clips or computer generated pietures Tor the learners

to watch the skill

Movement activities assessment rubric: Locomotor skill: Running

# | Rubric domains | Exceeding expeciation Meeting expectation Approaching expectation | Below expectation
1. Motor Skill = The learner demonstrates = demonstrates good ability in =  The learner ®  The leamer demonstrates
acquisition excellent ability i skill skill performance demonstrates average poor ability in skill
(cognitive) performance. ®  The learner rarely exhibiis ability in skill performance

= the learner exhibits
creativity by perlorming
the skill in vared ways

®  the learners demonstrates
acguisiiion of some
componenis of filness

creativity in skill perlformance
the leamer demonstrates
acquisition of a few
components of physical
fitness

performance

= the learners does not
exhibat creativity m
skill performance

= the learner
demonstrates hittle
acquisition of the
physical litness
components

= the learner does not
exhibit creativity in skill
performance

= the learner does not
demonstrate acquisition
of the physical fitness

components




applies rules
when playing
games
{cognitive and
psycho -motor)

The learner 1s excellent in
following instructions
during movement activities
lesson

The learner 15 exceptional
i lollowing rules durmg a
same situation

The learner readily
observes salety during skill
performance and game
situation

The learner 15 good in
[ollowing instructions during
movement activities lesson
the learner is able to follow
rules during a game situation
The learner observes safely
durning skill performance and
same situation

The learner is
satisfactory in
following instructions
during movement
activities lessons

The learner rarely
obeys rules during a
Fame situation

The learner
occasionally observes
salety duning skill
performance and game
situation

The leamner is poor in
following instructions
during skill performance
The learner does not
obey rules during a game
siluglion

The learner does
observes salety during
skill performance and
game situation

Participation
behavior

{ AfTective)

The learner has positive
attitude towards the
movement aclivities and is
always in the right attire
the learner maximally
participates in the lesson
and readily accepts
correchions

the learner willimgly
conlribules o team
activities and contributes to
peer teaching

the learner has exceptional
leadership qualities and 15
a good role model

The learner wears the right
attire for movement activities
the lewrmer and participates in
the lesson and accepts
correclions

the leamer  contributes 1o
Leam activilies

the leamer has some
leadership gqualities

The learner rarely
wears the right atlire
for the movement
aclivities

the learner
demonstrates minimal
participation i the
lesson and reluctantly
accepls correclions
the leamner rarely
contributes to leam
activilies

the learner has linde
leadership qualities

The does not wear the
right attire [or
movement activities

the learner does not
participates in the lesson
nor accepl corrects

the does not contributes
Lo leam aclivilies

the learner exhibits poor

leadership qualities




Basic movement skills: Locomotor skill: Jumping for height

Strand Sub - sirand Specific learning outcomes Suggesied learning experiences Key inquiry questions

1.0 Basic | 1.3 By the end of the sub-strand, the leamer | = Learners o watch video clips of athletes . name the body parts in use
motor Locomotor should be able Lo performing the high jump and identify the when jumping for height
skall skills: a)  watch a video clip on jumping for parts of the body used when jumping for 2. Which direction 15 easier for

Jumping lor
height

12 Lessons

height for body awareness and
digital hiteracy,

b} perform jumping for height in
different ways for sirength,

coordination, endurance. balance and

Space awWareness,
¢) practice jumping for height in
different ways for strength,

coordination, endurance, balance and

for excellence,

d) establish relationships through
jumping for height for critical
thinking and problem solving,

¢) appreciate jumping for height Tor
strength, coordination, balance and
self-esteem,

) make appropriate play items for
creativity and imagination,

g1 play games for enjoyment
collaboration and peacelul
coexislence,

h) observe rules when playing games
for own and others salety.

herght.
Learners Lo practice jumping in different
ways by:
o jump in different directions
- Torward,
- backward,
- 1o the nght
- 1o the left
o jump in different pathways
- circular
- straight
- curved
- Zigiag
Learners run in varying levels-slow,
medium and fast while making shapes.
Learners to establish relationships; under,
over, mirroring, going through and going
round.
Learners o play games that nvolve
Jumping lor height such as ; in threes and
with a rope, two hold on each end and one
to jump they change roles till all jump
Learners to observe the rules as they play
games using the skill jumping for height.

you Lo jump !




Core Competences to be developed:
The learners are expected o acquire the [ollowing competences in the process of learning basic movement skills:

[. Citzenship

2. Self-Efficacy

3. Digital Literacy

4. Learming to Leamn

5. Creativity and Imagination

6. Communication and Collaboration

7. Critical Thinking and Problem Solving

Link to PCls: Links to other learning areas:
= ESD: DRR: safeiy and security: when plaving games =  Languages activities

= Citizenship: social cohesion: the learners o collaborate when playing games =  Hygiene and Nutrition

»  Learner Support Program: sports and games: games that involve jumping for height skill =  Environmental activities

= Healih Eduecation: HIV and AIDS: when wounds and cutls occur while playving games report to the teacher | = Mathematic activities
do not handle

®  Life Skills: self-Esteem: Sell —Awareness: knowing mysell and knowing the parts of the body involved in

performing activities

Link to values: Exhibit responsible behaviour that respects self and others during movement activities by displaying such values as Integrity, Respect,
Eesponsibility, Unity, Love and Peace

Suggested community service learning activity to support learning through application: The Suogpested assessment: oral questions and practical
learners to visit the aged in the community and give a helping hand..

Suggested non-formal aclivity to support learning through application: The leamers o cooperate | Suggesied Resources:

with others and play games that incorporate jumping for height. = lield markers, leld, bean bags, ropes,

= Digital devices such as computers and mobile
phones

»  video clips of athletes performing high jump or

pole vault




Movement activities assessmeni rubric: Locomotor skill: Jumping for height

# | Rubric domains Exceeding expectation Meeting expectation Approaching expectation Below expectation
1. Motor Skill = The learner demonstrates = demonsirates zood =  The learner demonstrates | = The learner
acquisition excellent ability in skill ability n skill average ability in skill demonstrates poor
(cognitive) performance. perlormance performance ability in skill
= the learner exhibits creativity by | = The learner rarely = the learners does not perlormance
performing the skill in varied exhibits creativity n exhibat creatvvity n skall = the leamer does nol
ways skill perlormance performance exhibil creativity in
= the learners demonstrates = the learner = the learner demonstrales skill performance
acguisiion ol some componenls demonstrates little acquisition of the = the leamer does nol
of fitness acquisition of a lew physical fitness demonstrate
components of components acquisition of the
physical fitness physical fitness
components
2. applies rules when | =  The learner 1s excellent in = The learner1s good in | = The learner is satisfactory | ®  The learner is poor in

playing games
{cognitive and
psycho -motor)

following instructions during
movement activities lesson
The learner is exceplional in
following rules during a game
siluation

The learner readily observes
safety during skill performance
and game situation

[ollowing instructions
during movement
activities lesson

= the learner is able o
lollow rules during a
game situation

= The learner observes
salety during skall
performance and

came situation

in following instructions
during movenent
activities lessons

= The learner rarely obeys
rules during a game
siluation

= The learner occasionally
observes satety during
skall performance and

game siluation

following instructions
during skill
perlormance

= The learner does not
obey rules durning a
game silualion

= The learner does
observes salety during
skill performance and

same situation




3. | Participation,
behavior
{Alfective)

The learner has positive attitude
towards the movement activilies
and 15 always in the right ature
the learner maximally
participates in the lesson and
readily accepls corrections

the learner willingly contnbutes
Lo team activities and contributes
Lo peer leaching

the learner has exceptional
leadership qualities and is a

rood role model

The learner wears the
right attire for
movemenl activilies
the learner and
participales in the
lesson and accepts
Ccorreclions

the learner
contributes o team
aclivilies

the learner has some

leadership qualities

The learner rarely wears
the right atlire for the
movement activities

the learner demonstrates
minimal participation in
the lesson and reluctantly
accepls correclions

the learner  rarely
contributes to team
activities

the learner has little

leadershup quahities

The does not wear the
right attire for
movemenl activilies
the learner does not
participales in the
lesson nor accepl
corrects

the does not
contributes 1o team
aclivilies

the leamer exhibits
poor leadership
gualities

Basic movement skills: Non Locomotor skill: Stretching

Strand | Sub - strand Specific learning outcomes Suggested learning experiences Key inquiry guestions
.0 2.1 Non- By the end of the sub-strand, the learner should be | ¢ Leamner to answer guestions on parls 1. MName the body parts
Basic Locomotor skall: | able o ol the body that are in use when that are o use when
molor a) explore stretching in different divections for stretching. stretching?
skalls Stretching body awareness, e Learner to watch a video clip of a 2. How many dilferent
b} watch a video clip on a cheetah stretching for cheetah and a cat stretching. directions can you
6 Lessons digital hiteracy | o Learner to stretch wowards different stretch towards?
¢)  perform stretching in different ways for directions such as sideways,
flexibility , agility, coordination and space #  Leamers w play games involving
AWAreness | stretching such as sitting down and
d) practice stretching in different ways for streiching to reach objects placed at
Mexibility, agility, coordination, balance and different distances, heights using the
excellence, hands or the legs.
¢} establish relationships through stretching for e Learners o obey rules as they stretch
critical thinking and problem solving, and play games.




i7  appreciate stretching for flexibility, agility,
coordination. balance and sell-esteem,

g) make appropriate play items for creativity and
imagination,

by play games for enjoyment, collaboration and
peacelul coexislence,

i} observe rules when playing games for own and
others salely.

Core Competences to be developed:
The learners are expected o acguire the following competences in the process ol learming basic movement skills:

L o

Citizenship

Self-Efficacy

Digital Literacy

Learning to Leam

Creativity and Imagination
Commumication and Collaboration

Critical Thinking and Problem Solving

Link to PCIS and values:
PCls:

ESD: DRR: safety and security: when playing games
Citizenship: social cohesion: the learners to collaborate when playing games
Learner Support Program: sports and games: games activities that involve the stretching

Healih Education: HI'V and AIDS: when wounds and cuts occur while plaving games report o the teacher do | =

notl handle

Life Skills: seli-Esteem: Self —Awareness: knowing mysell and knowing the parts of the body involved in

performing activilies

Links to other learning areas:

Languages activilies
Hygiene and Nutrition
Environmental activities
Mathematic activilies
Art activities

Link to values: Exhibit responsible behaviour that respects self and others during movement activities by displaying such values as Integrity, Respect,

Responsibility, Love, Peace

Suggesied communiiy service learning activity to support learning through application:
The learners may join in planting trees in the school, at home and in the communaty.

Suggesied assessment: oral gquestions, practical




Suggested non-formal activity to support learning through application: The learners o

cooperale with others and play games that incorporate stretching,

Suggested Resources:
field makers, field, bean bags, ropes,

digital devices such as computer and mobile phones
video clip of the cat stretching and other animals

Movement activities assessment rubric: Locomotor skill: Stretching

# | Rubric Exceeding expectation Meeting expectlation Approaching expectation Below expectation
domains
1. Motor Skill = The learner demonstrates | *  demonstrates good abality | = The learner demonstrates =  The learner demonstrates poor
acquisition excellent ability in skill in skill performance average ability in skill ability in skill performance
(cognitive) perlormance. = The learner rarely performance = the learner does not exhibat
®  the learner exhibits exhibits creativity imskill | = the learners does not exhibit creativity in skill performance
creativity by performing performance creativity in skall = the learner does not
the skill in varied ways = the learner demonstrates performance demonstrate acquisition of the
= the learners demonstrates acguisition ol a few ® the learner demonstrates physical [itness components
acquisition of some components ol physical little acquisition of the
components of fitness [iiness physical [itness components
7.4 applies rules | = The learner is excellentin | = The learner is good in =  The learner 1s satnsfactory ®=  The learner 15 poor i

when playing
games
(cognitive
and psycho -
maotor)

ollowing nstructions
during movement
activities lesson

=  The learner is exceptional
in following rules during
4 same siluation

= The learner readily
observes salety during
skill performance and
game silualion

following instructions
during movement
activities lesson

= the learner is able w
lollow rules during a
game situation

= The learner observes
safely during skill
performance and game
siluation

i lollowing instructions
during movement activities
lessons

=  The learner rarely obeys
rules during @ game
s1tualon

=  The learner occasionally
observes safety during skill
performance and game
silualion

following instructions during
skill performance

= The learner does not obey
rules during a game situation

=  The learner does observes
salety duning skall
performance and game
sItuaElIon




3. Participation, | ®

behavior
i Alfective)

The learner has positive
attitude towards the
movement activities and
15 always in the nght
attire

the learner maximally
participutes in the lesson
and readily accepts
corrections

the learner willingly
contribules o leam
activities and contributes
Lo peer teaching

the learner has
exceplional leadership
gualities and is a good
role model

The learner wears the
right attire for movement
activities

the learmer and
participates in the lesson
and acceptls corrections
the learner  contributes
Lo leam activiiies

the learner has some
leadership qualities

=  The learner rarely wears the | =
right altire for the
movement aclivities =

= the leamer demonstrales
minimal participation in the
lesson and reluctantly =
accepls correclions

= the learner rarely =
contribules Lo lewm
activities

*  the learner has little

leadership qualities

The does not wear the nght
attire for movement activities
the learner does not
participates in the lesson nor
daccepl corrects

the does not contributes Lo
Leam activities

the learner exhibits poor

leadership qualities

Basic movement skills: Non-locomoior skill: Bending and Curling

Strand Sub-strand | Specific learning outcomes Suggested learning experiences Key inquiry questions

2.0 Basic 2.2 Non- By the end of the sub-strand. the learner should be able | = Learners 1o walch video clips of l. MName situations where

motor skills | locomotor Lo the inchworms curling and you can bend and curl?
skall: 4) explore bending and curling in different ways for bending.

Bending and
Curling

5 Lessons

body awareness,

literacy,

by walch a video clip of an inchworm for digital

¢) perform bending and curling in different ways for
coordination, endurance and space awareness,

= Leamner (o bend and curl in
different directions.

= Leamers o bend and curl in
different levels (low, medium).

*  Learners Lo parlicipate in activilies
that involve bending and curling.

b2

Mame parts of the
body that bend and
curl?




dy practice bending and curling in different ways for [ = Leamers o obey rules when
coordination, endurance, balance and for bending and curling for own and
excellence, others safety.

e)  estabhsh relatonships through bending and curhng
[or eritical thinking and problem,

) make appropriaie play items for creativity and
imagination,

g} appreciate bending and curling lor coordination,
balance and self-esteem,

h) play games lor enjoyment, collaboration and
peaceful coexistence,

i) observe rules when playing games for own and

others salety.

Core Competences to be developed:

The learners are expected to acquire the following competences in the process of learning basic movement skills:

l. Citizenship

2. Sell-Efficacy

3. Digital Literacy

4. Learning to Leamn

3. Creativity and Imagination

fr. Critical Thinking and Problem

7. Communication and Collaboration

Link to PCls: Links io other learning areas:

=  ESD: DRR: safety and security: when plaving games »  Languages activilies

»  Citizenship: social cohesion: the leamners o collaborate when playing zames = Environmental activities

»  Learner Support Program: sports and games: games that involve bending and curling skill = Hygiene and Nutrition

»  Health Education: HIV and AIDS: when wounds and cuts oceur while playing games report to the teacher | = Mathematic activities
do not handle

= Life Skills: self-Estcem: Sell —Awareness: knowing mysell and knowing the parts of the body involved in
perlorming activities




Link to values: Exhibit responsible behaviour that respects self and others during movement activities by displaying such values as Integrity, Respect,

Eesponsibility, Love and Peace

Suggesied community service learning activity to support learning through application: The
learners to make play tems and donate them to an orphanage of choice.

Suggested assessment: oral guestions and practical

Suggesied non-formal activity to support learning through application: The leamers to make

play items for use during movement activities or when playing with friends.

Suggesied Resources:

bending and curling

s computers or mobile phones

= field markers, bean bags, ropes,

e video chips of difTerent worms and insects

Movement activities assessment rubric: Non locomotor skill: Bending and Curling

# Rubric domains | Exceeding expectation Meeting expectation Approaching expectation Below expectation
4. Motor Skill *  The learner demonstrates = demonstrates good ability in [ = The learner demonstrates »  The learner
acquisition excellent abality m skall skill performance average abihty in skall demonstrates poor
{cognitive) performance. = The learner rarely exhibits performance ability in skill
* the learner exhibits creativity in skill = the learners does not exhibal performance
creativity by performing the performance creativity in skill = the learner does not
= the learner demonsirates

skall in varied ways
the learners demonstrates
acquisition of some

components of fiiness

aequisition of a few
components of physical

ftness

performance
the learner demonstrates
little acquisition of the

physical litness components

exhibit creativity in
skill performance
the leawmer does not
demonstrate
acquisition of the
physical itness

components




3. applies rules The learner is excellent in The learner is good in The learner 15 satisfactory in The learner 15 poor in
when playing following mstructions following instructions following instructions following
games during movement activities during movement activities during movement activities instructions during
(cognitive and lesson lesson lessons skill performance
psycho -motor) The learner is exceptional in the learner is able 1o follow The learner rarely obeys The learner does not
following rules during a rules during a game rules during a game obey rules during a
game situation siluation siluation same situation
The learner readily The learner observes salety The learner occasionally The learner does
observes salely during skall during skill performance observes salely durning skill observes salely
performance and game and game siluation performance and game during skall
situation stluation performance and
game situation
6. Participation, The learner has positive The learner wears the right The learner rarely wears the The does not wear
behavior aftitude towards the attire for movement vight attire for the the right attire for
(AfTective) movement activities and is aclivities movement aclivities movement aclivities

always in the right attire
the leamer maximally
participates in the lesson
and readily accepts
corrections

the learner willingly
contributes 1o team
activities and contributes to
peer leaching

the learner has exceptional
leadership qualities and 15 a
good role model

the learner and participates
in the lesson and accepls
corrections

the learner contribules Lo
team activities

the learner has some
leadership qualities

the learner demonstrales
minimal participation in the
lesson and reluctanty
accepls cormeclions

the learner rarely
contributes to leam
activities

the learner has little
leadership gualities

the learner does not
participates in the
lesson nor accept
correcls

the does not
contributes o team
aclivitics

the learner exhibits
poor leadership
gualities




Basic movement skills: Manipulative skill: Overarm throw

Strand Sub-sirand Specitic learning ouicomes Suggesied learning experiences Key inguiry gquestions
1.0 Basic | 3.1 Manipulative skall By the end of the sub-strand the learner = Learners to name object around 1. MName games that involve
molor should be able to: the school compound that they the overarm throw?
skills Overarm throw a)  name the parts of the body that are i use are able to throw,
during the overarm throw for body = Learners to observe the over arm | 20 Name situations where
12 Lessons AWATENeSS, throw skill in the you tube using vou can use the overarm
by watch a video clip on over arm throw [or digital devices such as mobile throw
digital hiteracy and problem solving, phones.
¢} perform the over arm throw in different = Learners to improvise balls using
ways for strength, coordination, the locally aviulable matenials for
endurance. balance and space awareness, use during the over arm throw.
d) practice the over arm throw in different = Practice the over arm by
ways for strength, coordination, throwing objects in different
endurance, balance and for excellence, directions such as throwing in
e} establish relationships through using the front, sideways, behind, up and at
overarm throw for critical thinking and the back .
problem solving, = Throw objects of different sizes
) appreciate throwing using the overarm using the overarm throw.
throw for strength, coordination, balance = Learners to play games that
and self-esteem , involve the overarm throw.
g} make appropriate play items for creativity | = Learners to observe rules when
and imagination, playing games for salety.
hy  play games lor enjoyment, collaboration
and peacelul coexistence,
1} observe rules when playing games for own

and others salety.

Core Compelences to be developed:
The learners are expected to acquire the following competences in the process of learning basic movement skills:




Basic movement skills: Manipulative skill: Overarm throw

Strand Sub-sirand Specitic learning ouicomes Suggesied learning experiences Key inguiry gquestions
1.0 Basic | 3.1 Manipulative skall By the end of the sub-strand the learner = Learners to name object around 1. MName games that involve
molor should be able to: the school compound that they the overarm throw?
skills Overarm throw a)  name the parts of the body that are i use are able to throw,
during the overarm throw for body = Learners to observe the over arm | 20 Name situations where
12 Lessons AWATENeSS, throw skill in the you tube using vou can use the overarm
by watch a video clip on over arm throw [or digital devices such as mobile throw
digital hiteracy and problem solving, phones.
¢} perform the over arm throw in different = Learners to improvise balls using
ways for strength, coordination, the locally aviulable matenials for
endurance. balance and space awareness, use during the over arm throw.
d) practice the over arm throw in different = Practice the over arm by
ways for strength, coordination, throwing objects in different
endurance, balance and for excellence, directions such as throwing in
e} establish relationships through using the front, sideways, behind, up and at
overarm throw for critical thinking and the back .
problem solving, = Throw objects of different sizes
) appreciate throwing using the overarm using the overarm throw.
throw for strength, coordination, balance = Learners to play games that
and self-esteem , involve the overarm throw.
g} make appropriate play items for creativity | = Learners to observe rules when
and imagination, playing games for salety.
hy  play games lor enjoyment, collaboration
and peacelul coexistence,
1} observe rules when playing games for own

and others salety.

Core Compelences to be developed:
The learners are expected to acquire the following competences in the process of learning basic movement skills:




Movement activities assessment rubric: Manipulative skill

: Overarm Throw

# | Rubric domains | Exceeding expectation Meeting expectation Approaching expectation Below expectation
1. Motor Skill *  The learner demonstrates = demonstrates good ability | = The learner demonstrates »  The learner
acquisition excellent abihity in skall in skill performance average ability in skall demonstrates poor
{cognitive) performance. = The learner rarely performance ability in skill
* the learner exhibits creativity exhibits creativity mn skill [ = the leamers does not performance
by performing the skill in performance exhibit creativity in skill = the learner does not
varied ways = the learner demonstrales performance exhibit creativity in
= the learners demonstrates acquisition of a few = the leamer demonstrates skill performance
acquisition of some components ol physical little acquisition of the = the learner does not
components ol liness [itness physical fitness demonstrate
components acquisition of the
physical fitness
COMPONents
2 applies rules * The learner is excellent in =  The learner is good in »  The learner is satisfactory »  The learner is poor in

when playing
games
{cognitive and
psycho -motor)

following insiructions during
maovement activities lesson
The learner is exceptional in
following rules during a game
situation

The learner readily observes
salety during skill
performance and game
siluation

following instructions
during movement
activities lesson

= the learner is able to
follow rules during a
game situation

= The learner observes
safety during skill
performance and game

siluation

in following instructions
during movement activities
lessons

= The learner rarely obeys
rules during a same
siluation

= The learner occasionally
observes safety during skill
perlormance and game

siluation

following instructions
during skall
perlormance

= The learner does nol
obey rules during a
game situalion

= The learner does
observes salety
during skill
perlormance and
pame silualion




3. Participation, =
behavior
i Affective)

The learner has positive
attiude towards the
movement activities and 15
always in the right attire

the learner maximally
participates in the lesson and
readily accepls corrections
the learner willingly
contributes Lo leam activities
and contributes Lo peer
teaching

the learner has exceptional
leadership qualities and 15a
oood role model

The learner wears the
right attire for movement
aclivities

the learner and
participates in the lesson
and accepts corrections
the learner contributes
L0 leam activilies

the learner has some
leadership qualities

The learner rarely wears the
right attire for the
movement activilies

the learner demonsirates
minimal participation in the
lesson and reluctantly
accepls corrections

the learner rarely
contributes to team
aclivilies

the leamer has little

leadership gualities

The does not wear the
right attire for
movementl aclivilies
the learner does not
participates in the
lesson nor accepl
corrects

the does not
contributes (o team
activities

the learner exhibits
poor leadership
gualities

Basic movement t skills: Manipulative skill: Catching

Strand Sub- strand Specific learning outcomes Suggested learning experiences Key inguiry questions
3.0 Basic 3.2 Mampulative | By the end ol the sub-strand, the learner # Learners in groups to waich a  video 1. Name the body parts
motor skills | skills: should be able to: clips of people plaving netball and that are used [or
a) explore the different ways of catching a other games where the catching skill catching
Catching ball for body and space awareness, 15 used.

12 Lessons

balance ,

by watlch a video chip on catching for digital | »
literacy and problem solving,
¢}  perlorm calching in different ways for

strength, coordination, endurance and .

dy practice catching in dilferent ways lor
strength, coordination, endurance, .
balance and excellence,

Learners Lo answer gquestions on the
parts of the body in use when
calching.

Learners o practice catching items of
different sizes such as bean bags,
tenniguoits and balls.

Leamners o practice catching in
SroUps, in wos.

[

MName games where
catching is used




¢) estabhish relatonships through catching [ e Leamers to play games using the

for critical thinking and problem solving catching skill.

Iy appreciate catching for strength, #  Leamners to observe rules when
coordination and balance and self- playing games for salely
esteem,

o) play games for enjoyment and peaceful
cocxistence,
h) observe rules when playing games for

own and others salety.

Core competences to be developed:

The Learners are expected o acquire the following competences in the process of learning basic motor skills:

S o

L

f.
T,

Citizenship

sell-Effwcacy

Digital Literacy

Learning to Leamn

Creativity and Imagination
Communication and Collaboration

Critical Thinking and Problem solving

Link to PCls:

ESD: DRR: safety and security: when playing games .
Citizenship: social cohesion: the learners w collaborate when playing pames =
Learner Suppori Program: sports and games: games that involve the catching skill .

Health Education: HIV and ALIDS: when wounds and cuts oceur while playing games, reporl Lo the teacher "
do not handle

Life Skills: self-Esteem: Self —Awareness: knowing myself and knowing the parts of the body involved in
performing activilies

Links to other learning areas:

Languages activities
Hygiene and Nulntion
Environmental activities
Mathematics activities

Link to Values: Exhibit responsible behaviour that respects sell and others during movement activities by displaying such values as Integrity, Respect,

Responsibality, Love, Peace

Suggested community service learning activities to support learning through application:
learners: learner to make play items and donate them to a children’s home of choice.

Suggested assessment: oral questions and practical




Suggested non-formal activities to support learning through application: The learners (o

make improvised balls and vse them o play a soceler game,

Suggesied Resources:

v field markers, bean bags, ropes,

= digital devices such as computers and mobile phones

= video clips of the catching skill and games such as
netball where the catching skill 15 used

Movement Activities Assessment Rubric: Manipulative Skill: Caiching

# | Rubric domains

Exceeding expectation

Meeting expectation

Approaching expectation

Below expectation

4. Motor Skill
acquisition
(cognitive)

= The learner demonstrates
excellent ability in skill
performance.

= the learner exhibits
creativity by performing
the skill in varied ways

= the learners demonstrates
acquisition of some

components of fitness

demonstrates good ability in

skill performance

The learner rarely exhibits
creativity i skill
perlormance

the leamer demonstrates
acquisition of a few
components ol physical

ftness

= The learner demonstrates
average ability in skill
performance

= the learners does not
exhibit creativity in skill
performance

= the learner demonstrates
little acguisition of the
physical fitness
COMpOnents

= The learner demonstrates
poor ability in skill
perlormance

= the learner does not
exhibit creativity in skill
perlormance

*  the learner does not
demonstrate acquisition
of the physical fiiness
components

5. applies rules
when playing
games
{cognitive and
psycho -motor)

= The learner 15 excellent in
following instructions
during movement
activities lesson

= The leamner 15 excepltional
i lollowing rules during a
game situation

= The learner readily
observes salety during
skill perlormance and
game situation

The learner 15 good in
[ollowing instructions

during movement achivities

lesson

the leamner 1% able to follow

rules during a game
stluation

The learner observes safety

during skill performance

and game siluation

= The learner is satislactory
in following instructions
during movement
actvities lessons

= The learner rarely obeys
rules during a game
siluation

= The learner occasionally
observes salety dunng
skill perlormance and
game situation

= The learner is poor in
following instruclions
during skill perlormance

= The learner does not
obey rules during a game
silualion

= The learner does
observes safety during
skill performance and

game siluation




6. | Participation,
behavior
{ AfTective)

The learner has posiive
attitude towards the
movement activities and is
always in the right attire
the learner maximally
participates in the lesson
and readily accepts
correclions

the learner willingly
contribules 1o leam
activities and contributes
Lo peer Leaching

the learner has exceptional
leadership qualities and 15
a good role model

The learner wears the right
aitire for movement
activitics

the learmer and participates
in the lesson and accepts
CorTeCLions

the leamer coninbutes o
leam aclivilies

the leamer has some
leadership qualities

The learner rarely wears
the right attire Lor the
movement activities

the learner demonstrates
minimal parlicipation in
the lesson and reluctantly
accepls corrections

the learner rarely
contribules to team
activities

the learner has litle
leadership qualities

The does not wear the
right attire for
movemenl activilies

the lewrner does not
purticipates i the lesson
nor accepl corrects

the does nol contributes
Lo leam activities

the learner exhibits poor
leadershup gqualities

Swimming: Water safety: Pool rules

Strand

Sub-strand

Specific learning outcomes

Suggested learning experiences

Key inquiry questions

2.0 Swimming

Pool Rules

3 lessons

2.1 Water safety:

By the end of the sub-strand, the learners
should be able to:

il

b

cl

i)

cl

name waler bodies found in the
community,

watch a video clip of different water
bodies for digital literacy,

create a poster of pool rules for display
in the changing room,

wdentily sections of the pool and s
environs for salely awareness,
familiarize with the pool rules for
salety,

Learners could be shown video clips
ol different water bodies such as dams,
lakes, rivers, oceans and swimming
pools.

Learners Lo create a poster showing the
swimming pool rules for display in the
changing room.

Learners to create a poster showing the
swimming pool rules for display in the
changing room.

Learners to observe the pool sanitation
and hygiene by:

. Name some waler
bodies around where
you come from?

[

Mention some of your
classroom rules?




I observe sanitation around the pool - showering belore entering the pool
environs [or personal hygiene, - appropriate dress code

o) play simple water games for = Learners to be taken round the
enjoyment, collaboration, and peaceful swimming pool for familiarization.
coexistence, = Learners to play waler games.

hy obey pool rules lor own and others »  Learners to observe safety rules
salety, around the swimming pool.

Core Compeiences to be developed:

The learners are expected w acquire the following competences in the process of learning swimming:
Citizenship

Sell-Elficacy

Digital Literacy

Creativity and Imagmation

N

Communication and Collaboration
fi. Critical Thinking and Problem Solving

7. Learning to Leamn

Link to PUls: Links to other learning areas:

=  ESD: DRR: safety and security: when playing water games »  Languages activities

= Citizenship: social cohesion: the leamers o collaborate when playing water games *  Hygiene and Nutrition

»  Learner Suppori Program: swimming gala: learners o play water games = Environmental activities
=  Health Education: HIV and AIDS: when wounds and cuts occur while swimming report to the teacher do »  Mathematic activities

not handle
= Life Skills: self-Esicem: Sell —Awareness: knowing mysell and knowing the parts of the body involved in
performing activilies

Link to values: Exhibit responsible behaviour that respects self and others during movement activities by displaying such values as Integrity. Respect,
Responsibility, Peace, Love

Suggested community service learning activity to support learning Suggested assessment: oral questions and practical
through application: The learners to make posters and display them during
the AGM, academic days and during other school activities.




Suggested non-formal activity to support learning through application:
The learners to make posters o sensibize the community on water hazards and | »

display them on the community water bodies.

«  Pencils
« rubbers

»  Manila paper

Suggested Resources:
Swimming pool

»  Colouring pencilsfcrayons

o digital devices such as computers ;mobile phones

Movement activities assessment rubric: Swimming: Water safety: Pool rules

# Rubric domains

Exceeding expectation

Meeting expeciation

Approaching expectation

Below expeciation

1. Motor Skill
acquisition
{cognitive)

The learner demonsiraies
cxcellent abality in skill
performance.

the learner exhubits

creativity by performing the

skiall in varied ways

the learners demonstrates
acquisition of some
components of liness

demonstrates good ability
in skill performance

The learner rarely
exhibils creativity in skill
perlormance

the learner demonsirates
acguisition of a lew
components of physical
Litness

The learner
demonstrates average
abality 1n skall
performance

the learners does not
exhibil creativity in skill
performance

the learner demonstrates
hittle acquisition of the
physical hiness

components

= The learner
demonstrates poor
abality in skall
performance

= the learner does not
exhibil creativity in
skill performance

= the learner does not
demonstrale
acguisition of the
phiysical litness
components




applies rules when
playving games
(cognitive and psycho
-motor)

The learner 15 excellent in
following instructions
during movement activities
lesson

The learner 15 exceptional 1n
following rules during a
game siluation

The learner readily
observes salety during skill
performance and game
situation

The learner 15 good
following instructions
during movemenlt
activities lesson

the learner 15 able (o
follow rules during a
Fame siluation

The learner observes
safety during skill
performance and game
slluation

The learner 15
satisfactory in following
mstructions during
movement activities
lessons

The learner rarely obeys
rules during a game
siiuation

The learner occasionally
observes salely durnng
skill performance and

game situation

The learner is poor in
following instructions
during skall
performance

The learner does not
obey rules during a
same siluation

The learmer does
observes safety
durning skall
performance and
came siluation

Participation
hehavior
(Affective)

The learner has positive
attitude towards the
movement activities and 15
always in the right attire
the learner maximally
participates in the lesson
and readily sccepts
correclions

the learner willingly
conlribules o leam
activities and contributes to
peer leaching

the learner has exceplional
leadership qualities and 15 a
good role model

The learner wears the
right attire {or movermnent
activities

the learmer and
participates n the lesson
and accepls correctiions
the learmer  contributes o
team aclivilies

the leamer has some
leadership qualities

The learner ravely wears
the right attire for the
movement activities

the learner demonstrales
ruinimal participalion in
the lesson and
reluctantly accepts
correclions

the learner rarely
contributes 1o team
activities

the learner has little
leadershup gualities

The does not wear the
right attire for
movement activities
the learner does not
participates in the
lesson nor accept
corrects

the does not
contributes o team
activities

the learner exhibits
poor leadership
qualities




Swimming: Water Safety: Personal floatation device

Strand Sub-strand Specific learning outcomes Suggested learning experiences Key inquiry questions
2.0 2.2 Water Safety: | By the end of the sub-strand, the learner = Leamners o walch video clips of 1. Name objects that float in
Swimming Personal should be able to: different types of floatation waler

Noatation device | a)

5 Lessons b

c)

dy

e)

§]

watch a video clip of people wearing
flotation devices for digital literacy,
identify different personal flotation
device for wearing during swimming,
demonstrate the wearing ol a personal
foatation device for safety,
appreciate the flotation devices for
safety,

play simple water games for
enjoyment, collaboration and peaceful
coexistence,

obey the pool rules Lor own and others
safety.

devices.

= Leamers o name different items
that float on water.

= Leamners o walch video clips of
people wearing [lotation devices.

= Leamers praclice weanng
floatation devices.

= Leamners o play games in water
while wearing floatation devices.

= Leamers (o observe the pool rules

for salety.

2. Name any two pool rules
that you know?

Core Competences to be developed:

The learners are expected w acquire the lollowing competences in the process ol learning swimming:

1. Citizenship

2. Self-Efficacy

3. Digital Literacy

4. Learning 1o Leam

3. Creanvity and Imagination

6. Communication and Collaboration

7. Critical Thinking and Problem solving

Link to PCIs:

=  ESD: DRR: safety and sccurity: when playing games

=  Citizenship: social cohesion: the leamers to collaborate when playing games

= Learner Support Program: sports and games: play waler games

Links to other learning areas:
®»  Languape activities

*  Hygiene and Nutrition

*  Environmental activities




Health Education: HIV and AIDS: when wounds and cuts occur while swimming report w the "

teacher do not handle

Life Skills: seli-Esteem: Self - Awareness: knowing mysell and knowing the parts of the body

mvolved in perlormung activities

Mathematic actuvities

Link to values: Exhibil responsible behaviour that respects self and others during movement activities by displaying such values as Inteerity, Respect,

Responsibility, Peace, Love, Unity

Suggesied community service learning activity to support learning: The learners io be
taken for a trip around the community to familiarize with the different water bodies within

their community.

Suggested assessment: oral questions and practical

Suggesied non-formal activity to support learning: The learners to make posters (o

sensilize the community on water hazards and display them on the community water bodies. .

Suggested Resources:

[ield markers, bean bags, ropes,
= digital devices such as computer, mobile phones
= vyideo chips of different types of foatation devices

Movement activities assessmeni rubric: Swimming: Waier safety: Personal floatation device

# | Rubric Exceeding expeciation Meeting expectaiion Approaching expectation Below expectation
domains
4, Motor Skill = The learner demonstrates demonstrates good ability | = The learner demonstrates | = The learner demonstrates
acquisition excellent ability in skall i skill performance average ability 1n skall poor ability in skall
{cognitive) performance. The learner rarely exhibits performance performance

= the learner exhibits
creativity by performing
the skill in varied ways

= the learners demonstrates
acquisition of some
components of fitness

creativity in skill
performance

the learner demonstrates
acguisition of a few
components of physical
fitness

= the learners does nol
exhibil creativity m skill
performance

= the learner demonstrates
little acguisition of the
physical fitness
COmponents

v the learner does not exhibit
creativity in skill
performance

= the learner does not
demonstrate acquisition ol
the physical fitness
components




applies rules The learner is excellent in =  The leamner is good in The learner is satisfactory The learner 1s poor in
when playing following instructions [ollowing instructions in following instructions following instructions during
games during movement activities during movement during movement skill performance
{cognilive lesson activities lesson activities lessons The learner does nol obey
and psycho - The learner is exceptional = the learner 15 able o The learner rarely obeys rules during a game siluation
molor) in following rules during a follow rules during a rules during o game The learner does observes
game silualion game siluation siluation safety during skill
The learner readily =  The leamer observes The learner occasionally perlormance and game
observes salety during skill safety during skill observes salety dering siluation
performance and game performance and game skill performance and
siluation situalion game situation
Participation, The learner has positive = The leamner wears the right The learner rarely wears The does not wear the right
behavior attitude towards the attire for movement the right attire for the attire for movement
{ Alfective) movement activities and is activities movemnent activities activities
always in the right attire = the learner and the learner demonstrates the learner does nol
the leamer maximally participates m the lesson minimal participation in participates i the lesson nor
participates mn the lesson and accepls correclions the lesson and reluctantly accepl correcls
and readily accepts = the learner contributes 1o accepls corrections the does not contributes o
correclions Leam activilies the learner rarely leam activities
= the learner has some contributes (o team

the learner willingly
contribules Lo Leam
activities and contribuies to
peer Leaching

the learner has exceptional
leadershup qualities and 15

a good role model

leadershup qualities

activities
the learner has little

leadership qualitics

the learner exhibats poor
leadership qualities




Swimming: Basic swimming skills: Exhaling in water

Strand Sub-strand Specific learning outcomes Suggested learning experiences Key inquiry questions
2.0 Swimming | 2.3 Basic By the end of the sub-strand, the = Learners to name the organ used for exhaling in | 1. Is it possible to
SWIMIming learner should be able to: waler breath with your
skills: a) name the organs wsed dunng = Learners to watch a video clips of other learners head in water?
exhaling in water for body swimming and observe exhaling in waler 2. Which body parts do
.

Exhaling in
waler

8 Lessons

AWATETIESS,

b) waltch a video clip on exhaling
in water lor digital literacy,

¢) practice exhaling in water for
sustained swimming,

d) estabhish relanonships whale
exhaling in water for creativity

¢} improvise loatation devices for
use during floating in water

[y appreciate exhaling in water for
stamina and endurance,

g} play simple waler games Tor
creativity., enjoyment and
peacelul coexislence,

by observe rules when playing
simple water games for own
and others safety.

Learners Lo practice the correct exhaling
technigue in water.

Breathe-Holding activities in water

Teacher o practicing breathe-holding with the

learners. Demonstrate to the learners the correct

breathing technigue i water,

the learners to.

tuke a deep breath throogh the mouth, put the
mouth in water and blow out all the air in the
lungs through the mouth
take a deep breath and o hold it for about 20
seconds with the mouth in water then blow out
i waler
take a deep breath through the mouth, submerge
the mouth and the nose in water and blow out
all the air in the lungs through the mowh  do
the same but hold the breath lor 20 seconds then
blow out all the air in the lungs through the
mouth

repeat (1, 1 and ni, oll proficiency 15 gained
take a deep breath through the mouth, submerge
the face in water and blow out all the air in the
lungs through the mouth

we use for breathing
in water
exhuling in water




Activities for Blowing Bubbles in water

The

teacher to demonstrate blowing bubbles in

waler

Learners to practice blowing bubbles in water with

the:

Blow bubbles with mouth and nose in the water,
blowing bubbles mito the water with the Lace
submerged,

Completely immerse the face and hold breath
while blowing bubbles in water,

Activities on Bobbing for Breaths in water

Hold omo the pool side in chest-deep water.
Breath-in and bend the knees to Tully immerse
the head in water,

straighten the legs and gently breath-out through
the nose as you come Lo the surface.

Breath-in when the mouth rises above the waler
surface.

repeat (1, id, 11 and iv) until mastery 1s attained
Mowve o where the water 1s al the mouth level
and practice bobbing away lrom the wall
Learners to play sumple water games whale
bobbing in water and observe pool safety rules

Core Compeiences to be developed:

The learners are expected w acquire the following competences in the process of learning swimming:

4

il

Citizenship
Self-Efficacy
Digital Literacy

Learming Lo Leam




5. Creativity and Imagination

f.

Communication and Collaboration

7. Critical Thinking and Problem solving

Link to PCls:

ESD: DRR: safety and security: when playving games

Citizenship: social cohesion: the learmers to collaborate when playing water
games

Learner Support Program: swimming gala: games that involve swimming
Health Education: HIV and AIDS: when wounds and cuts occur while
swimming report W the teacher do not handle

Life Skills: self-Esteem: Sell —Awareness: knowing myself and knowing the

parts of the body involved in performing activitics

Links to other learning areas:
= Languages actuvities

»  Hygiene and Nutrition

=  Environmenial activities

= Mathematic activities

Link to values: Exhibit responsible behaviour that respects self and others during movement activities by displaying such values as Integrity, Respect,
Responsibility, Peace, Love

Suggested community service learning activity to support learning through
application: The learners to be involved in draining stagnant water around the

school, at home and community

Suggested assessment: oral questions and practical

Suggested non-formal activity to support learning through application: The

learners o make posters Lo sensilize the community on water hazards and display

them on the community water bodies.

Suggested Resources:

s swimming pool

= [lotation devices

s digital devices such as computer and mobile phone




Movement activities assessment rubric: Swimming: Basic swimming skills: Exhaling in water

# | Rubric Exceeding expectation Meeting expectation Approaching expectation Below expectation
domains
4. | Motor Skill = The learner demonstrates = demonstrates good ability in | = The learner demonstrates | = The learner
acquisition excellent ability in skill skill performance average ability in skill demonstrales poor
(cognitive) performance. *  The learner rarely exhibits performance ability 1n skill
= the learner exhibits creativity by creativity in skall = the learners does not performance
performing the skill in varied performance exhibit creativity in skill | = the learner does not
Wy = the learner demonstrates perlormance exhibit creativity in
= the learners demonstrates acguasition of a few = the learner demonstrates skill performance
acquisition of some components components of physical little acquisition of the = the learner does not
ol [itness fitness physical iiness demonstrale
components acquisition of the
physical lilness
components
5. | applies rules = The learner 1s excellent in = The learner 1s good in »  The learner is satisfactory | = The learner 15 poor in

when playing
games
(cognitive and
psycho -motor)

following instructions during
movemenl activities lesson

= The learner 18 exceptional i
following rules during a game
situation

= The learner readily observes
salety during skall performance
and pame situation

following instructions
during movement activities
lesson

= the learner is able to follow
rules during a game
situation

= The learner observes salely
during skill performance
and game siluation

in [ollowing mstructions
during movement
activities lessons

»  The learner rarely obeys
rules during a same
situation

= The learner occasionally
observes salety during
skill performance and
pame situation

[ollowing instructions
during skill
performance

= The learner does not
obey rules dunng a
game situation

= The learner does
observes salely
during skill
performance and

fame situabion




6. | Participation,
behavior
{Affective)

The learner has positive attitude
towards the movement
activities and is always in the
right atbire

the learner maximally
participates in the lesson and
readily accepls corrections

the learner willingly contribuies
Lo Leam activities and
contributes to peer leaching

The learner wears the right K
attire for movement
actvities

the learner and participates [ »
in the lesson and accepts
corrections

the learner contnbutes to
Leam activilies .
the learner has some
leadership qualities

The learner rarely wears
the right attire for the
movement aclivilies

the learner demonstrates
minimal participation in
the lesson and reluctantly
accepls correclions

the learner  rarely
contributes o leam
activities

the legrner has exceplional

leadership gualities and 15 a

good role model

= the learner has hittle

leadership qualities

=  The does not wear the
right attire for
movermnent activiiies

= the learner does nol
participates in the
lesson nor accept
corrects

= the does not
contributes (o team
aclivities

= the learner exhibils

poor leadership

qualities

Swimming: Basic Swimming Skills: Seeing in Water

Strand

Sub-strand

Specific learning outcomes

Suggesied learning experiences

Key inguiry guestions

2.0 Swimming

2.4 Basic
swimming skills:

Seemg in Waler

5 lessons

By the end of the sub-strand, the learner
should be able to:

a) name the organ used 1o see m water

by watch a video clip of people playing
games in water for digital literacy,

¢) acquire the ability to see in water for
sulety, personal and zeneral space
dAWATENess,

d) establish relatonships while seeing
m water for entical thinking and
problem solving,

while swimming for body awareness,

= Learners could be shown video clips

of other learners swimming.
= Learners o discuss why 1t 1s
important 1o open eyves when
swimming.
Seeing in water
i.  Take a deep breath through the
mouth, and submerge the whole
face in water with the eves open,

hold for 10 seconds and blow oul m

the water

1. Dascuss why 1t
important to open the
eyes hen swimmung.




c)

i)

Z)

make appropriate play items for
creativity and imagination
appreciale seeing in waler for sell-
esteem,

play simple waler games lor
communication and collaboration,
enjoyment and peaceful coexistence
observe rules when playing games mn

water for own and others safety.

ii.

il.

Tuke a deep breath and submerge
the whole face in water with the
eves open and hold lor about 21()
seconds and blow oul in the water
Tuke a deep breath through the
mouth, submerge the whole Tace in
waler with eyes open and hold a
partner’s hand, hold for 20 seconds
and blow in water

Repeat (1 11 and 1, ull proliciency
is gained

Activities for opening eyves in water

The learners to retrieve items that the
teacher will throw in water such as
coins, pebbles among others sinking
objects in the shallow water
Learners to play simple waler games
that involve opening eyes in waler

and observe own and others salety.

Core competences to be developed:

The learners are expected to acquire the following competences in the process of learning swimming:

Citizenship
Self-Efficacy
Digital lateracy

Learning Lo Leamn

i ol

Creativity and Imagination

6. Communication and Collaboration

7. Critcal Thinking and Problem solving

Link to PCls:

= ESD: DRR: safety and security: when playing games

Links to other learning areas:

English activities




Citizenship: social cohesion: the leamners to collaborate when playing games "
Learner Support Program: swimming games: playing waler games =
Health Education: HIV and AIDS: when wounds and cuts occur while playing -

report o the teacher do not handle

Life Skills: self-Esteem: Self-Awareness: knowing myselfl and knowing the

parts of the body involved in performing activities

Hygiene and Nutrition
Environmental activities
Mathematic actuvitics

Link to values: Exhibil responsible behaviour that respects self and others during movement activities by displaying such values as Integrity, Respect,

Responsibility, Peace, Love

Suggested community service learning activity to suppori learning through
application: Learners to be involved in draining the stagnant water around the

school. at home, and community.

Suggested assessment: oral questions and practical

Suggested non-formal activity to support learning through application: Learners

to plant trees and nurture them in school.

Suggested Resources:

swimming podl
fotation devices

digital devices Compuier and mobile phones

Movement activities assessment Rubric: Basic swimming skills: Seeing in water

# Rubric domains | Exceeding expectation Meeting expectation Approaching expectation Below expectation
7. | Motoer Skill = The learner »  demonstrates good = The leamer demonsirates | = The learner demonstrates
acquisition demonsiraies excellent abality in skill average ability in skill poor ability in skill
{cognitive) ahility in skill performance performance performance
perlormance. = The leamner rarely = the learners does nol = the learner does not exhibil
= the learner exhibits exhibits creativity in skill exhibit creativity in skill creativity i skill
creativity by performing performance performance performance
= the learner demonstrates | = the learner demonstrates

the skill in vared ways

= the leamers demonstrates
acquisition of some
components of fitness

acquasition of a few
components ol physical
[iiness

little acquisition of the
physical liness
components

= the learner does not
demonstrate acquisition of
the physical litness
COMPONEnts




8. | applies rules = The learner is excellent | = The learner is good in = The leamer is satisfactory The learner is poor in
when playing i following instructions following instructions m lollowing instruclions following instructions during
games during movement during movemenl during movement skill performance
{cognitive and activities lesson aciivities lesson activities lessons The learner does not obey
psycho -motor) = The learner 15 * the learner is able to = The leamer rarely obeys rules during a game situation
exceptional in following follow rules during a rules during a game The learner does observes
rules during a game game silualion siluation salety during skall
siluation = The leamer observes = The leamer occasionally performance and same
= The learner readily safety during skill observes safety during siluation
observes salety during performance and game skill performance and
skill performance and siluation game siluation
game situalion
9. | Participation, =  The learner has positive | =  The learner wears the = The leamer rarely wears The does not wear the right
behavior attitude towards the right attire for movement the right attire for the aitire for movement
(Affective) movement activities and activities movermnent actvilies aclivities
is always in the right = the learner and = the learner demonstrates the learner does not
atire parlicipates n the lesson minimal participation in participates in the lesson nor
= the learner maximally and accepts corrections the lesson and reluctantly accepl corrects
participates in the lesson | = the learner  contributes accepls correclions the does notl contributes Lo
and readily accepts Loy leam activities = the learner rarely leam activities
CcOrreclions = the learner has some contributes 1o leam the learner exhibits poor
= the learner wallingly leadership qualities activities leadership qualities
contribules o leam = the learner has little
activities and contributes leadership qualities
o peer leaching
= the learner has

exceptional leadership
gualities and is & good
rode mosdel




Swimming skills: Basic swimming skill: Mushroom float

Strand Sub-strand | Specific learning outcomes Suggested learning experiences Key inquiry questions
pe 2 uge: £ exp ¥ Inquiry g
2.0 Swimmang | 2.5 Basic By the end of the sub-strand, the learmer = Learner to watch video clips of people 1. Name things that
swimming should be able to: foating on water using the mushroom may loatl in water?
skills: a) walch a video clip of people floating in oat, 2. Why it is important
walter for digital literacy, = Practiced floating on water using the Lo know how Lo [oat
Mushroom b} acquire the ability to float in water using mushroom [oat. in water?
float the mushroom float technigue for Mushroom/Stationary Float
8 a0 ;ur*.'n-'al anc u;alc;_.*‘;:_ifcly, flicks i.  hold onto side of the pool hands
') demonstrate the ability to float in wate ;
o L.I'l'Jl.]]'I'\. i i If‘: s |-n ] _Lr shoulder width apart at the shallow end
usmg the mushroom [loal techmgue for fi.  Step back and straightening the arms
4 hurv];;a;; T and lock the elbows,
] PR llf i ,d_mm I.PE ,“ SRR iii. Bend forward ull the chest is flat on
waler [or eritical thinking and problem
) lop of water,
'“‘“]'“'”5_" o ) iv.  Move the feet far back (o stand on
¢} appreciate floating in water for self- : :
ssleem and survival e,
_ S _ & ; v.  Tuking a deep breath and immerse the
d rn,alu_ .Iippruzr_ldh_ Fid}' .1Lan i head and lface in waler {use the
realivily arinal i - 5
e ”fl 3 P - breathing techmigue b and hold the
g} play simple water games for creativity, e .
T aceful coexistence position for live seconds,
g o .U'JL"_]:" BACE, vi. float with the face fully immersed in
h) l:}h.s-;ni; rules u.htj pIIJ;lymg :}1mplr.. water with eyes open,
Armes f i ol BT ..l L R '
SRR vii.  Slowly Lilt the head and bring the

body to a standing position

Learner to cooperate with others and play

simple water games while using the
mushroom float technigue

Learners to enjoy playing simple waler
EAMES.

Learners o observe pool safety




Core Competences to be developed:

The Learners are expected to acquire the following competences in the process of learning swimming:
Citizenship

Self-Efficacy

Digital Literacy

Learming to Leam

A el el

Creatvity and Imagimation
6. Communication and Collaboration

7. Critical Thinking and Problem Solving

Link to PCls: Links to other learning areas:

= ESD: DRR: safety and security: when playing water games »  Languages activitics

= Citizenship: social cohesion: the leamers to collaborate while playing water =  Hygiene and Nulrition
games = Environmental activities

=  Learner Support Program: swimming gala: water games »  Mathematic activities

=  Health Education: HIV and AIDS: when wounds and cuts occur while playing
waler games report o the teacher do not handle

= Life Skills: self-Esteem: Sell-Awareness: knowing myself and knowing the
parts of the body involved in performing activities

Link to Values: Exhibit responsible behaviour that respects self and others during movement activities by displaying such values as Integrity, Respect,
Responsibility, Unity, Peace, Love

Suggested community service learning activities: Learners (o drain stagnant water | Suggested assessment: oral guestions and practical
around the school, home and commumity.

Suggested non-formal activities to support learning: Learners (o cooperate with Suggested Resources:
athers and compose water songs or sing the ones they know. = swimming pool
*  [loatation devices

o digital devices such as Computer and mobale phones




Movement activities assessment rubric: Basic swimming skills: Mushroom Float

# | Rubric Exceeding expectation Meeting expectation Approaching expectation Below expectation
domains
1ih. | Motor Skill = The learner demonsirates = demonstrates good ability = The learner demonstrates = The learner
acquisition excellent ability in skill in skill performance average ability in skill demonstrales poor
{cognitive) performance. =  The learner rarely exhibits performance ability in skill
= the learner exhibits creativity creativity in skill = the learners does not exhibat performance
by performing the skill in perlormance creativity i skill = the learner does not
varied ways = the leamer demonstrates performance exhibil creativily in
»  the learners demonstrates acquisition of a few »  the learner demonstrates skill performance
acquisition of some components of physical little acquisition of the = the learner does not
components of fitness litness physical fitness components demonstrale
acquisition of the
physical fitness
COMponents
11. | applies rules = The learner 1s excellent in = The learner 15 good mn »  The learner is satisfactory in | = The learner is poor in

when playing
games
{cognitive and
psycho -moior)

following instructions during
movement activities lesson

= The learner 15 exceptional in
following rules during a
game situation

= The learner readily observes
safety during skill
performance and zame
siluation

following instructions
during movement activities
lesson

= the leamer 1s able o follow
rules during a game
siluation

»  The learner observes safety
during skill performance
and game situation

following instructions during
movement aclivities lessons

= The learner rarely obeys
rules during a game
siluation

= The learner occasionally
observes safety during skill
performance and game
siluation

following instructions
during skill
perlormance

= The learner does not
obey rules during a
game situation

= The learner does
observes salely
during skill
perflormance and
game situation




12. | Participation,
hehavior
(Affective)

= The learner has posilive
attitude towards the
movement activities and is
always in the night attire

= the learner maximally
participates in the lesson and
readily accepls corrections

= the learner willingly
contribules o leam activities
and contnbutes to peer
teaching

= the learner has exceptional
leadership gqualities and 15 a
good role model

The learner wears the nghit
altire For movement
aclivities

the learner and participates
i the lesson and accepls
COrreclions

the leamer contributes to
team activities

the leamer has some
leadership qualities

The learner rarely wears the
right attire for the
movement activilies

the learner demonstrates
muniinal participation in the
lesson and reluctantly
accepls corrections

the learner rarely
contributes o leam aclivities
the learner has hittle
leadership gualities

The does not wear the
right attire for
movemenl activilies
the learner does not
participates in the
lesson nor accepl
COrmects

the does not
coniributes (o team
aclivilies

the learner exhibats
poor leadership
gualities

Swimming skills: Sculling water (standing position)

Strand

Suggested learning experiences

Key inquiry guestions

2.0 Swimming

Learners to walch a video clip of other

learners sculling water (standing

position)

Learners practice sculling in water by:

Sub-strand Specific learning outcomes
2.6 Swimming By the end of the sub-strand the .
skalls: learner should be able to:
a) explore the different ways of
Sculling waler sculling water, .
istanding position) | b) watch video clips of people o
sculling in water lor digital
A Lessons hiteracy,
¢) acguire the ability to scull in water o
lor survival and water salety,
d) demonstrate the ability to scull
water for self-confidence, o

at the shallow end of the pool the
learner to extend the arms directly
oul i [ront,

elbows bent and the hands are
positioned shightly wider than the
shoulders

the learner’s feet stand on the pool
[Moor and the body 1n a sitling arm

name any floating
technigue you know
Why 15 1L important
o scull water?




el

£l

b

1)

establish relationships while
sculling water for critical thinking
and problem solving,

muke appropriate play ilems {or
creativity and imagination,
appreciate sculling in water for
self-esteem,

play simple waler games for
creativity, Tun and peaceful
coexislence,

observe rules when playing simple

games for own and others safety.

chair position the back leaning on
the armechair,

o the palms of the hands face
downwards and move in a circular or
ligure-cight motion pressing
downwards and close to the water
surface

e  Lewner makes movement through
the motion force generated by the
movement of hands.

e The motion keeps the body afloat in
an upright position in the water.

Learners cooperates with others to

play simple games while sculling water

Learners to observe salety whale playing

waler games

Core Competences to be developed:
The learners are expected o acquire the Tollowing competences in the process ol learning movement skills:

1. Citizenship

2. Sell-Efficacy

3. Digital Literacy

4. Learning to Leamn

5. Creatvity and Imaginalion

fr.  Critical Thinking and Problem solving

7. Communication and Collaboration

Link io PCls: Links to other learning areas:

=  ESD: DRR: safety and securily: when plaving waler games »  Languages aclivities

= Cilizenship: social cohesion: the learners o collaborate while playing water *  Hygiene and Nutrition
AMEs »  Environmental activities

L = Mathematic activilics

Learner Support Program: swimming gala: waler games




Health Education: HIV and AIDS: when wounds and cutls occur whale

swimming report o the teacher do not handle

Life Skills: self-Esteem: Sell —Awareness: knowing myself and knowing the

parts of the body involved in performing activities

Link to Values: Exhibit responsible behaviour that respects self and others during movement activities by displaying such values as Integrity, Respect,

Responsibility, Peace, Love, Socal justice

Suggested community service learning activity to support learning through
application: The learners to visit the aged in the community and give help

Soggested assessmeni: oral questions and practical

Suggested non-formal activities to support learning: Learners Lo recite waler

poCs

Soggested Resources:
= Swimming pool
= Floatation devices

= Digital devices such as computers, mobile phones

Movement activities assessment Rubric: Swimming skills: Sculling waier

# | Rubric domains | Exceeding expectation Meeting expectation Approaching expectation | Below expectation
13. | Motor Skill *  The leamer demonstrates * demonstrates good ability in | *  The learner demonstrates [ = The learner
acquisition excellent ability in skill skill performance average ability in skill demonsirates poor
(cognitive) perlormance. = The learner rarely exhibits performance ability 1n skill
= (he learner exbabits creativity in skall = the learners does nol perlormance
crealivity by performing the performance exhibil creativity in skill = the learner does not
skill in varied ways = the learner demonstrales performance exhibit creativily m
= (he learners demonstrates acguisition of a lew = the learner demonstrales skill performance
= the leamer does nol

acquisition ol some
components ol lilness

components of physical
fitness

little acquisition of the
physical liness
components

demonstrate
acquisition of the
physical hiness
COMpONents




14. | applies rules when The learner 15 excellent i The learner is good in The learner is sanslactory The learner is poor in
playing games following instructions following instructions in following instructions lollowing instructions
(cognitive and during movemenl activities during movement activities during movement during skill
psycho -motor) lesson lesson activities lessons perflormance

The learner 15 exceptional in the learner is able to follow The learner rarely obeys The learner does not
following rules during a rules during a game rules during a game obey rules dunng a
game siluation s1luation siluation game situation
The learmner readily The learner observes safely The learner occasionally The learner does
observes safety during skill during skill performance observes safety during observes safety
performance and game and game situation skill performance and during skall
siluation game situation performance and
game silualion

15. | Participation, The learner has positive The learner wears the right The learner rarely wears The does not wear the
behavior attitude towards the attire for movement the right attire for the right attire for
(Alfective) movement activities and 15 activities movement activilies movement activities

always in the right attire
the learner maximally
participates in the lesson
and readily accepts
corrections

the learner willingly
contributes o team
activities and contributes to
peer teaching

the learner has exceptional
leadership qualities and 15 a
good role model

the learner and participates
i the lesson and accepls
COITECLIonS

the learner contribules o
Lewm activities

the learner has some
leadership qualities

the learner demonstrates
munimal participalion m
the lesson and reluctantly
accepls corrections

the learner rarely
contributes Lo team
aclivities

the learner has hittle
leadership qualities

the learner does not
participates in the
lesson nor accepl
corrects

the does not
contribules (o leam
activities

the learner exhibiis
poor leadershup
gualities




Gymnastics: Static balances: Single leg balance

Strand Sub-strand

Specific learning outcomes

Suggested learning experiences

Key inguiry guesiions

3.1 Statc
balances:

3.0 Gymnastics

Single leg
balance
5 Lessons

By the end of the sub-sirand, the learner

should be able to:

a}l

by

c)

d)

£}

h)

name the parts of the body that are
used in Single leg balance for body
AWATENEess,

walch video clips on ballet dance for
digital literacy,

perform the single leg balance for
coordination, balance, strength and
SPHCe HWHICNEss,

practice performing the single leg
balance lor coordination, balance,
and strength,

appreciate performing the single leg
balance [or sell-esteem,

establish relationships while
performing the single leg balance for
creativity and imagination,

play zames for enjoyment,
collaboration and peacelul
coexisience,

observe rules for own and others

safety.

*  Leamners Lo name the parts of the
body 10 use when perlormung the
Single leg balance.

= Learners to watch video clips of
symnastic displays.

= Learners 1o be guided on how 1o
perform Single leg balance.

= Learners o practice the Single leg
balance.

= Learners Lo parlicipate in various
activities while using the Single leg
balance such as the stork balance
balancing bean bags on the head.

= Observe rules while performing the
Single leg balance for own and
others safety.

. Name the parts of the
body 1 use when
perform the Single leg

balance?

I

Name some body
balances yvou know?

Core Competences to be developed:

The learners are expected 1o acquire the following competences in the process of learning gymnastic skills:

1. Citizenship
2. Sell-Efficacy
3. Digital Literacy




4. Learning to Learn

3. Creativity and Imagination

5. Critical Thinking and Problem

7. Communication and Collaboration

8. Communication and Collaboration

Link to PCls: Links to other learning areas:

=  ESD: DRR: safety and security: when performing gymnastics »  Languages activilies

= Citizenship: social cohesion: the leamers to collaborate when performing »  Hygiene and Nutrition
gymnastic skills *  Environmental activities

»  Learner Support Program: gymnastic displays: performing gymnastic displays »  Mathemaltic activities

that involve the learnt skills
=  Health Education: HIV and AIDS: when wounds and cuts occur while performing
gymnastic displays report o the teacher do not handle

= Life Skills: self-Esteem: Self —Awareness: knowing myself and knowing the parts

of the body involved in performing activities

Link to Yalues: Exhibit responsible behaviour that respects self and others during movement activities by displaying such values as Integrity, Respect,
Responsibility. Unity, Peace, Love

Suggested community service learning activity to support learning through Suggested assessment: oral questions and practical
application: Learners to perform gymnastic displays during academic days
Suggested non-formal activity to support learning through display: learers to be Suggested Resources:

taken to watch gymnastic displays performed during the trade fares in the community or | = [eld markers,
at the national level = Dhgital devices such as computer and mobile phone

= yideo clip gymnastic displays




Movement activities assessment rubric: Gymnasties: static balance: Single Leg Balance

# | Rubric Exceeding expectation Meeting expectation Approaching expectation Below expectation
domains
16. | Motor Skill = The leamer demonstrates *  demonstrates good abality in | = The learner demonstrates | = The learner
acquisition excellent ability in skill skill performance average ability in skill demonstrates poor
{cognitive) performance. ®  The learner rarely exhibits performance ability in skill
»  the learner exhibits creativity by creativity in skill = the learners does not performance
performing the skill in varied performance exhibit creativity in skill = the learner does not
ways = the learner demonstrates perlormance exhabil creativity in
= the learners demonstrates acguisition of a few = the learner demonstrates skill performance
acquisition ol some components components of physical little sequisition of the = the learner does not
of fitness fitness physical fitness demonstrate
components acquisition of the
physical fitness
components
17. | applies rules = The learner 15 excellent in = The learner 18 good 1n = The learner s sabsfactory | = The learner 15 poor in

when playing
games
{cognitive and
psycho -motor)

following instructions during
movement activities lesson

= The learner 15 exceptional in
following rules during a game
siluation

= The leamner readily observes
saliety during skill performance

and game situation

following instructions
during movement aciivities
lesson

= the learner is able to follow
rules during a game
situation

= The learner observes salety
during skill performance
and game siluation

in following instructions
during movement
activilies lessons

»  The learner rarely obeys
rules during a game
siluation

*  The learner occasionally
observes salety during
skill performance and
Tame silualion

following instructions
during skall
performance

= The learner does not
obey rules during a
game siualion

= The learner does
observes salety
during skall
performance and
game silualion




18. | Participation,
bhehavior
iAffective)

= The learner has positive attitede
towards the movement
activities and 15 always in the
right attire

= the learner maximally
participates in the lesson and
readily accepls correclions

= the learner willingly contributes
Lo leam activities and
contributes o peer leaching

= the learner has exceptional

leadership gqualities and is a

good role model

The learner wears the right
attire for movement
activities

the learner and participales
in the lesson and accepts
correciions

the learner  contnbutes 1o
leam activities

the learner has some
leadership qualities

= The learner ravely wears
the right attire for the
movement activities

= the learner demonstrates
minimal participation in
the lesson and reluctantly
accepls correclions

= the learner rarely
contributes Lo eam
activities

= the learner has litle

leadership qualities

»  The does not wear the
right attire for
movement activilies

= the learner does not
participates in the
lesson nor accepl
COITeCls

= the does not
contributes o team
activilies

= the learner exhibits
poor leadership
qualities

Gymnastics: Static balances: T-balance

Strand

Sub - strand

Specific learning outcomes

Suggested learning experiences

Key inguiry guestions

3.0 Gymnastics

3.2 Stalic

balances able Lo:

T-balance

5 Lesson by watch video clips of T-balance for digital
literacy,
¢} perlorm the T-balance for strength, *
coordination, balance, and space awareness,
dy  pracuce performing the T-balance for .

esleem,

By end of the sub-strand, the learner should be .

a) name the parts of the body in use during T-
balance performance for body awareness, .

coordination, balance and strength, .
¢) appreciate performing the T-balance for self-

{1 establish relationships while performing the

Learners to name the parts of the
body in use when performing the
i T-balance.

Learners to watch video clips of
other learners performing the T-
balance.

Learners to practice the T-balance
individually and with others.
Learners to play games

Learners to obey rules while
performing the T-balance  Tor
own and others salety

1. MName the body parts
used m T-balance?

2. Name any body
balance you know?




T-balance for creativity and imagination,

g) play games for creativity, enjoyment and
peacelful coexistence,

hy  observe rules while performing balances for

own and others safety.

Core Competences io be developed:
The Learners are expected to acqure the following competences in the process of learnimg gymnastic skills:
l. Citizenship

2. Sell-Efficacy
3. Duagital Literacy
4. Learning to Leamn

3. Creativity and Imagination
f.  Communication and Collaboration
7. Critical Thinking and Problem solving

Link to PCls: Links to other learning areas:
=  ESD: DRR: safety and security: Gymnastic displays = Languages activities

=  Citizenship: social cohesion: the learmers o collaborate when performing gymnastic skills and displays =  Hygiene nutribion

»  Learner Support Program: gymnastic displays: gymnastic performance in individual and group displays = Environmental activities

= Health Education: HIV and AIDS: when wounds and cuts occur while performing gymnastic skills and = Mathematics activities

displays report 1o the teacher do not handle
= Life Skills: self-Esteem: Self —Awareness: knowing mysell and knowing the parts of the body involved in

performing activities

Link to Values: Exhibit responsible behaviour that respects selfl and others during movement activities by displaying such values as Integrity, Respect,
Eesponsibility, Unaty, Peace, Love

Suggested community service learning activity to support learning through Suggested Assessment: oral questions and practical
application : Learners o perform gymnastic displays during the academic days.

Suggesied non-formal activities to support learning: Learners 1o make appropriate Suggested Resources: Field markers, digital devices such as
play items and use them when playing with {riends. computer, moble phones, video clips




Movement activities assessment rubric: Gymnastics: Siatic balance: T — balance

# Rubric Exceeding expectation Meeting expectation Approaching expectation Below expectation
domains
1. | Motor Skill »  The leamer demonstrates | *  demonstrates good ability [ = The learmner demonstrates | = The learner demonstrates poor
acquisition excellent ability in skill im skill performance average ability in skill ability in skill performance
{cognitive) perlormance. = The learner rarely exhibits performance = the learner does not exhibit
= the learner exhibits creativity in skill = the learners does not creativity 1 skill performance
creativity by performing perlormance exhibit creativity in skill | = the learner does not
the skill in varied ways = the learner demonstrates performance demonstrate acguisition of the
= the learmners demonstrates acquisition of a few = the learner demonstrates physical fitness components
acquisition of some components of physical litile acquisition of the
components of fitness fitness physical fitness
components
2. applies rules = The learner 15 excellent = The learner 15 good in = The learner 15 = The learner 15 poor in

when playing
games
{cognitive and
psycho -motor)

in following instructions
during movement
activities lesson

= The learner 15 exceplional
in following rules during
a game situation

= The leamer readily
observes salety during
skill performance and
game situation

following instructions
during movement
activities lesson

*  the learner is able o
follow rules during a
game siluation

*  The learner observes
safety during skill
performance and game
situation

satisfactory in following
mstructions during
movement actvites
lessons

= The learner rarely obeys
rules during a game
situation

= The learner occasionally
observes safety during
skill performance and

game situation

following instructions during
skill performance

= The learner does not obey rules
during a game situation

= The learner does observes
salety duning skill performance
and game situalion




Participation,
hehavior
(Affective)

The learner has positive
attitude towards the
movement activities and
is always in the right
allire

the learner maximally
participates in the lesson
and readily accepts
correclions

the learner willingly
contributes 1o leam
activities and contributes
Lo peer leaching

the learner has
exceptional leadership
gualies and 15 a good
role model

The learner wears the right
attire for movement
activities

the learner and
participates in the lesson
and accepls corrections
the learner contributes (o
leam activities

the learner has some
leadershup quahties

The learner rarely wears
the right attire for the
MOVEmEnt aclivilies

the learner demonstrales
minimal participation in
the lesson and
reluctantly accepts
correchions

the learner rarely
contributes to team
activities

the learner has lile
leadershup qualities

The does not wear the right
attire for movement activities
the learner does not
participates in the lesson nor
accepl corrects

the does not contributes o
Leum aclivilies

the learner exhibils poor
leadership qualities




Gymnastics: Static balance: Star balance

Strand Sub-strand Specific learning outcomes Suggested learning experiences Key inquiry questions
3.0 Gymnastics 3.3 Stauc By the end of the sub-strand, the learner should |« Learners o answer gquestions on 1. Name the body parts
Bulances: be able to: the parts of the body in use when used m Star balance?
a) name the parts of the body that are in use performing the Star balance 2. Mame any body
Star balance during the performance of star balance for |«  Learners to walch the video clips balance you know?!
5 Lesson body awarcness, of other learners performing the
by watch video clips of star balance for Star balance.
digital literacy, e  Learners o practice the Star
¢) perform the star balance for coordination, balance individually and with
balance, strength and space awareness, others
d) practice performing the star balance for «  Learners o collaborate with others
coordination, balance, and strength, and participate in activilies using
e} appreciate performing the star balance for the star balance.
self-esteem, &  Observe rules when performing
[ establish relatnonships while performing the star balance activities for own
the star balance [or creativaty and and others safety.
tmagination,
) play games for communication |
enjoyvment and peacelul coexistience,
h) observe rules while performing balances

for own and others salety.

Core Competences to be developed:

The Learners are expected to acquire the following competences in the process of learning movement skills:

. Citizenship

2. Self-Efficacy

3. Digital Literacy

4. Learning to Learn

5. Creativity and Imagination

fr. Communication and Collaboration




7. Critcal Thinking and Problem solving

Link to PCls:

ESD: DRR: safety and security: performing gymnastic displays =
Citizenship: social cohesion: the leamers to collaborate when performing gymmnasiic skills and displays =
Learner Support Program: Gymnastic displays: Gymnastic performance in individual and group displays =
Health Education: HI'V and AIDS: when wounds and cuts oceur while performing gymnastic skills and displays =

report o the teacher do not handle

Life Skills: seli-Esteem: Sell —Awareness: knowing myself and knowing the parts of the body involved in
performing activities

Links to other learning areas:

Languages activities
Hygiene and Nutrition
Environmental activities
Mathematic actuvilies

Link to values: Exhibil responsible behaviour that respects selfl and others during movement activities by displaying such values as Integrity, Respect,

Responsibility, Unity, Peace, Love

Suggested community service learning activity to support learning through
application : Learners to pay a visit to a children’s home and play with them.

Suggested Assessment: oral questions and practical

Suggested non-formal activity to support learning through application: Learners

to collaborate with others in performing the star balance.

Suggested Resources:
Field markers, bean bags | ropes

Digital devices such as computers and mobile phones

Movement activities assessment rubric: Gymnastics: Static balance: Star Balance

# | Rubric Exceeding expectation Meeting expectation Approaching expectation Below expectation
domains

1. | Motor Skill The learner demonstrates demonstrates good ability | = The learner = The learner
acquisition cxcellent ability in skall 1 skall performance demonstrales average demonstrales poor
{cognitive) performance. The leamner rarely ability in skill ability in skill

the learner exhibits creativity
by performing the skill in
varied ways

the learners demonstrates

acquisition of some components

of fitness

exhibits creativity in skill
performance

the learner demonstrates
acquisition of a lew
components of physical

fitness

performance

= the learners does not
exhibil creativity in skall
perlormance

= the learner demonstrates

little acqguisition ol the

performance

= the learner does not
exhabat creativity in skall
performance

= the leamer does nol

demonstrate acquisition




physical litness

of the physical fitness

components components
2. | applies rules »  The learner is excellent in =  The leamner is good in The learner is The learner is poor in
when playing following instructions during [ollowimg mstructions satisfactory in following lollowing instructions
games movement activities lesson during movement instructions during during skill performance
{cognitive and | * The learner is exceptional in activities lesson movement aclivilies The learner does not
psycho - following rules during a game = the learner is able 1o lessons obey rules during a
motor) situation follow rules during a The learner rarely obeys same siluation
= The learner readily observes game siluation rules during a game The learner does
safety during skill performance | ®  The leamer observes situation observes safety during
and game situation safety during skill The learner occasionally skill performance and
performance and game observes safety during game siluation
situation skill performance and
same siluation
3. | Participation, | = The learner has positive attitude | =  The leamer wears the The learner rarely wears The does nol wear the
behavior lowards the movement right attire for movement the right attire for the right attire for
(Affective) activities and 15 always in the activities movement activilics movement activities
right attire = the learner and the learner demonstrates the learner does not
» the learner maximally participales in the lesson minimal participation in participates in the lesson
participates in the lesson and and accepls correclions the lesson and nor accepl corrects
readily accepls corrections = the learner contributes Lo reluctantly accepts the does not contributes
»  the learner willingly Leam activities correclions Lo leam aclivities
contributes Lo team activities = the learner has some

and contributes to peer leaching
the learner has exceplional
leadership gualities and 15 &
2o0d role model

leadershup gqualities

the learner  rarely
contributes (o leam
activities

the learner has hitle
leadership qualities

the leamer exhibits poor

leadership gqualities




Gymnastics: Dynamic Balances: Egg roll

Strand Sub- strand

Specilic learning ouicomes

Suggesied learning experiences

Key inquiry questions

3.0 Gymnastics 3.4 Dynamic

balances:
Ege roll

5 Lesson

By the end of the sub-strand, the learner

should be able Lo

a) explore the different ways of rolling
for creativity

b} walch various gymnastic rolls for
digital literacy,

¢} perform ege roll for coordination
strength and space awareness |

di  practice egg roll lor coordination
strength and self-esteem,

¢)  establish relationships while
performing the egg roll for creativity
and imagmation,

[ appreciate performing the egg roll for
creativity,

o) play games for creativily, fun and
peacelul coexistence,

h) observe rules when performing rolls
tor own and others salety,

Learners to name the parts of the body
used 1in Egg roll.

Learners to be guided in performing
the Egg roll.

Learners o practiice the Egg roll
through rolling in different directions
mdividual and with others.

Observe rules when performing rolls
for safety.

1. MName the body parts
used 1in Egg roll?

2. Mention any roll you
know?

Core Compeiences to be Developed:

The Learners are expected o acquire the following competences in the process of learmning gymnastic skills:

1. Citizenship

2. Self-Efficacy

3. Digital Literacy

4. Learning to Leamn

3. Creativity and Imagination

fi. Communication and Collaboration

7. Critical Thinking and Problem solving




Link to PCls:

ESD: DRR: safety and security: performing gymnastic displays

Citizenship: social cohesion: the leamners 1o collaborate when performing gymnastic skills and displays
Learner Support Program: Gymnastic displays: Gymnastic performance in individual and group performance

displayvs

Health Education: HIV and AIDS: when wounds and cuts occur while performing gymnastic displays report to the

teacher do not handle

Life Skills: self-Esteem: Self —Awareness: knowing myself and knowing the parts of the body involved in performing

acuvines

Links to other learning areas:

Language aclivilies
Hygiene and Nutrition
Environmental activities
Mathematic activitics

Values: Exhibit responsible behaviour that respects sell and others during movement activities by displaying such values as Integrity, Respect, Responsibility,

Unity, Peace, Love

Suggested community service learning activities: Learners to perform gymnastic

displays during the school AGM.

Suggested assessment: oral questions and practical

Suggested non-formal activity to support learning: Learners o watch a video of
symnastic performance.

Suggested Resources:
= Field markers,

= Dipgital devices such as computers and mobile phones

Movement activities assessment rubric: Gymnastics: Static balance: Egg roll

# | Rubric Exceeding expectation Meeting expectation Approaching expectation Below expectation
domains
1. Motor Skill = The learner demonsirates = demonstrates good »  The learner demonstrates =  The leamer demonstrates
acquisition excellent ability in skill ability 1n skill avierage ability in skill poor ability 1n skall
(cognitive) performance. performance performance performance

= the learner exhibils creativity
by performing the skill m
varied ways

= the leaners demonstrates
acquisition of some

components of fitness

= The learner rarely
exhibits creativily in
skill performance

= the learner demonstrates
acguisition of a lew
components of physical
litness

®»  the learners does not
exhibit ereativity n skill
performance

»  the learner demonstrates
little acquisition of the

physical fitness

COmponents

= the learner does not exhibit
creativity mn skill
performance

= the learner does not
demonstrate acquisition of
the physical fitness
components




2. applies rules The learner 15 excellent in The learner 15 good The learner 15 satisfactory The learner is poor in
when playing following instructions during following instructions in following instructions following inslructions
games moverment activities lesson during movement during movement activities during skill performance
{cognitive and The learner 15 exceplional m activities lesson lessons The learner does nol obey
psvcho -motor) following rules during a game the lewrner is able 1w The learner rarely obeys rules during a game

situation follow rules during a rules during a pame siluation
The learner readily observes game situalion situation The learner does observes
sufety during skill The learner observes The learner occasionally safety during skill
performance and game sufety during skill observes salety during skill performance and game
stluation performance and game performance and game siluation

silualion siluation

3. | Participation, The learner has positive The learner wears the The learner rarely wears The does nol wear the right
behavior attitude towards the right attire for movement the right attire for the attire for movement
{Allective) movement activities and s activilies movement aclivities activilies

always 1n the night attire

the learner maximally
participates in the lesson and
readily accepls corrections
the learner willingly
contributes to team activities
and contribules 1o pecr
leaching

the learner has exceptional
leadership qualities and 1s a
good role model

the learner and
participates in the lesson
and accepls corrections
the learner  contribules
Lo Learn activities

the learner has some
leadership gqualities

the learner demonstrates
minimal participation in
the lesson and reluctantly
accepls corrections

the learner rarely
conirbutes o team
activitics

the learner has e
leadership qualities

the learner does not
participates i the lesson
nor accepl cormrects

the does not contnbules Lo
leam activities

the learner exhibits poor
leadershup gualities




Gymnastics: Dynamic Balances: Bear roll

Strand Sub-strand Specific learning outcomes Suggested learning experiences Key inquiry questions
3.0 Gymnastics 3.5 Dynamuc By the end of the sub-strand, the learner should | = Name the body parts in use when | 1. Name any body roll
balances: be able 1o: perlorming the bear roll you know
a)  walch the various gymnastic rolls for digital | = Learners answer questions on the | 2. Menbion the body parts
Bear roll literacy, various ways through which the used when performing
by perlorm the bear roll for balance, body can roll. the T-balance?
3 Lesson coordination, strength and space awareness, | ®  Learners to watch the video clips

€)  practice the bear roll for balance,
coordination, strength and sell-esteem,

d)y establish relationships through performing
the bear roll for creativity,

¢) appreciate performing the bear roll for
balance, coordination and strength |

[y play games [or creativity, enjoyment and
peaceful coexistence,

o) observe rules when performing rolls for

own and others salety.

of other learners performing the
bear roll.

= Learpers to practice the bear roll
individueally and m groups.

= [earners o participate in
activities using the bear roll.

»  Observe rules during the Bear
roll activities.

Core Competences to be developed:

The Learners are expected to acquire the following competences in the process of learning gymnastic skills:

1. Citizenship

2. Self-Efficacy

3. Dagital Literacy
4. Learning to Learn
5

Creativity and Imagimation

fi. Communication and Collaboration

7. Critical Thinking and Problem solving

Link to PCls:

=  ESD: DRR: safety and security: Gymnastic displays

=  Citizenship: social cohesion: the learners to collaborate when performing

Links to other learning areas:
*  Languages aclivities

*  Hygiene and Nutrition




gymnastic skills and displays »  Environmental activities

»  Learner Support Program: Gymnastic displayvs: Gymnastic performance in »  Mathematic activities
mdividual and group displays

= Health Education: HIV and AIDS: when wounds and cuts occur while
performing gymnastic skills and displays report to the teacher do not handle

= Life Skills: self-Esteem: Self —Awareness: knowing mysell and knowing the parts
of the body involved in performing activities

Link to Values: Exhibit responsible behaviour that respects self and others during movement activities by displaying such values as Integrity, Respect,
Responsibility, Unity, Peace, Love

Suggested community service learning activity to support learning through Suggested assessment: oral questions and practical
application: Learners to perform during inter house, inter class and prize giving days
in schoaol.

Suggesied non-formal activity to support learning through application: Learners to | Suggested Resources:
stage pymnastic displays to their peers in the community. = Field markers
= Digtal devices such as computers and mobile phones




Movement activities assessment rubric: Gymnastics: Dynamic balances: Egg roll

# Rubric domains Exceeding expectation Meeting expectation Approaching expeciation Below expectation
1. Motor Skill = The learner demonstrates = demonstrates good = The learner demonstrates = The leamer demonstrates
acquisition excellent ability in skill ability in skill average ability in skill poor ability in skill
(cognitive) performance. performance performance performance
= the learner exhibits =  The learner rarely = the learners does not = the learner does not
creativity by performing exhibits creativity in exhibit creativity in skill exhibit creativity in skill
the skill in varied ways skill performance performance performance
= the learners demonstrates = the learner demonstrates | = the learner demonstrates = the learner does nol
acquisition of some acquisition of a few Little acquisition of the demonstrale acquisilion
components ol [iness components of physical physical [iiness of the physical fitness
litness components componcents
. applies rules when | = The learner is excellentin | = The learner is good in = The learner is satisfactory | = The learner is poor in

playing games
(cognitive and
psycho -motor)

[ollowing nstructions
during movement activities
lesson

= The learner 15 excepltional
in following rules during a
game situation

= The learner readily
observes salely during
skill performance and

game situation

lollowing instruclions
during movement
activities lesson

= the learner is able 1o
follow rules during a
game siluation

=  The learner observes
safety during skill
performance and gamge

s1iuation

in following instructions
during movement
activities lessons

= The learner rarely obeys
rules during a pame
siiuation

= The learner occasionally
observes safety during
skill performance and

oame siluation

following instructions
during skill performance

= The learner does not
obey rules during a game
sifuation

= The learner does
observes salety during
skill performance and
game siluation




Participation,
hehavior
(AfTective)

The learner has positive
attitude towards the
movement activities and is
always in the right attire
the learner maximally
participates in the lesson
and readily accepts
COTrTECons

the learner willingly
contributes 1o leam
activities and contributes
Lo peer leaching

the learner has exceplional
leadership qualities and is
a oo role model

The learner wears the
right attire for movement
activities

the learner and
participates in the lesson
and accepls cormections
the learner contnbules
Lo leam activities

the learner has some
leadership qualities

The learner rarely wears
the right attire for the
movement activities

the learner demonstrates
minimal participation in
the lesson and reluctantly
accepls correclions

the learner rarely
contributes Lo leam
aclivities

the learner has little

leadership quahities

The does not wear the
right attire for
movement activities

the leamer does not
participates in the lesson
nor accepl corrects

the does not contributes
Lo leam aclivities

the learner exhibits poor
leadership qualities




