RAunning: Jumping: Throwing:

Ladder Face yourself when running further  Transferring weight will help you to Transferring weight will help you

or for a long period of time. A high jump further. Swing your arms to throw further. Move the weight

KﬂOWlEdgE knes drive, pumping your arms and  forwards and push your hips forward from wour bock lag 10 your fromt
running on the balls of your fest will 1o help you 1o transfer weight. leg 1o help you to throw further.

give you power to run foster.

AbGUt th's U ﬂlt l This unit will also help you to develop other important skills.
I this wnit you will be set chaollenges for distance and time that involve wsing different styles of running, jumping and P "’il cn“ﬂbgm‘hnn' Iggdgrglﬂp
throwing. You will try to achisve your greatest possible speed, distance or acouraoy and leam how to persevere to » pace S
achieve your personal best. You will l=arn how o improve by identifying areas of strength os well o= areas to develop. » sprint E 1 -
fou will alzo be given opportunities to lead when officioting as weall as observe and provide feadbock to others. ) ) SO g perseverance, determination, honesty
. # jump for distance
+ throw for distance I -
AIPEINE e jom, observing an rovidin & , e n
U reflection, observing and praviding feedback, explaring
l Ideas, comprehenzion

« Performers must take off before the line.
» Jumps are measured from the take-off line to the body part dosat wo the take-off line that touches the ground.

Official Athletic Events
THROWING EVENTS

Aunning Jumping Throwing
Sprinting Discus » Throws are measured from the throw line to where the object first lands.
Have you
100m, 200m, 400m Long J'-_""P Fling throw y
Hurdles Jump for distance seen any of
Relay Triple Jump - these events
Middle Distance Jump for distance Push throw hefore? . o
BOOm, 1500m High Jump |'_|'CI'I'II'I'I=r In lh.rcsfmnlg actm'!res;l:;u;:;u;l
Long Distance Jump for height Fling throw + wait for instruction heck the
5,000, 10,000 Pole Vault Javelin :::;E;:eur before lhn:nng.
Steeplechase J for heigh Pull throw adequate space between H L :
urnp for height throwsrs. ome Ledrning

o

b «—

Key Vocabulary

accuracy: how close the cbject is to the given target
distance: how far or how high

heawe: throwing with power from low to high

launch: the point where an object is let go

measure: to mark a distance

official: referees who judge events

officiate: to be in charge of the rules

pace: how fost you are running

power: speed and strength combined

record: 1o make note of

speed: how fast you are travelling

stamina: the ability o move for sustained pericds of time
stride: the length of the step

technique: the action vsed correctly

transfer of weight: movement of body weight from one place 1o another

If you enjoy this unit It's all About the Pace %
why not see if there

is an athletics club in
your local area.

What you need: sacks and a stopwaich ar clock
i o -

How te play:

= Mark @ track arsund yeur harme using socks,

= Haw many fimes gan you run arsund yaur track in 50
seconds?

+ Can you dauksle the distarce if you wark for | minate?
Haow did that make you feel?

» Con you run your frock without stappang for & minutes?
Poce yoursalf to maintain a conslstent spead

= Haow many laps did you complata?

Motice what happens to the distance
you complete when the time increases.

www. getistdeducation.co.uk

Heod to cur youtube channel to -
watch the skills videos for this unit. 0 @




%“% Knowledge Organiser
Rounders Year 3 and Year 4

Gekb Seb 4
Education

About this Unit

Rounders is a striking and fielding garme. The game has one fielding team and
one batting team. Both teams will play one round, called an “innings’, as fielders
and once as batters. Batters hit a small ball with a bat that has a rounded end.
They score by running around the four bases on the field.

>

Striking and Fielding Games
Key Principles

attacking defending

Can you think of any other
striking and fielding games
that share these principles?

score points

limit points

placement of an

deny spoce
object Y spac

avoid getting out get opponents out

o
- .

Key Vocabulary

accuracy: how close the object is to the given target
batter: o player on the batting team

compete: take part ina contest

cushion: take the power out of an abject

decision: select on ocutcome

limit: to reduce

na ball: a bowled ball deemed to be outside of the rules
pressure: to odd challenge

retrieve: to collect

short barrier: creating a barrier with hands in front of feet to stop a ball travelling at slow speed
strike: to hit

stumped out: when o fielder touches the ball to get the batter out

tactics: a plan or strategy

technique: the action used correctly

tournament: o competition of more than two teams

two-handed pickup: fielding technique where a field con scoop the ball with two hands

umpire: a person who makes sure the rules are followed

striking: Fielding: Throwing: Catching:
Year 3: siriking to space Year 3: look ot where a batter is Year 3 overonm throwing is  Year 3: move your
Ladd away from fielders wil help _ before deciding what to do. used for long distonces and feet to the ball

a er wou o score. Commumnicote with teammates  underarm throwing for shorter year 4: trock the ball
Knowledge ¥ear 4: using the centre of before throwing to them distancas. as it is thrown to cotch

the bat will provide the most Year 4: it easier to fizld a ball Year 4: being balanced before  maore consistently

control and acourooy. that is coming towards you than  throwing will help to improve
w50 5et up occordingly. the ooourooy of the throw.

F-N

This unit will also help you to develop other important skills.

+ underarm and

overarm throw \. S la] collaboration, communication, co-operate, support and

catch —_ encourage cthers

el 3 . -
honesty, fair play, confidence, determination

o o bal - Emeotional y, fair play, :

field and retrieve a ball

bt /Thhklﬂa comprehension, select and apply skills, tactics, make

decisions

Movement
Skills

® = = = =

A player will be called out if they are:

« Cought out: fislders catches a batted ball

= Fun out: their teammete runs to the some post as them

« Stump=d out: fielder stumps the post that the batter is running to
» Theyrun inside the bases

On roumidier = ball is hit and live batter runs to £th

A half rounder = ball is hit and Bee batter gets to Ind

A half rounder = ball is not hit ond Fve bofter gets to 4th
A half rounder = two conseoutive no-balls

Tactics will help your team to achieve an outcome eq. when fislding spreod ot to make so that
you have a better chance of catching o batter out or stopping them from scaring.

= Bockstops must stand 2m behind

the batter.
= Batters must toke their bat with
H‘E‘ﬂlthy them wien they Find lrmg::asﬂﬂdevehp
Participation = Alwoys keep a sofe distance ﬂmﬁ_ in the Home Leamning
P between yourself and a batter. mFmiEn:bm*
. www.getsetdeducotion.co

If you enjoy this unit\l
why not see if there
is @ rounders club in
your local area.

Kick Rounders 2]
What you need: four morkers, one ball teao players. EIEE:E:J:

How to ploy:

& peark aut a square with tha Four markers.

& Ona ploper (the kicker) bogins a1 ona of the makars.

* The sther glaper {the Fialdar] ralls the ball g tha kickar

o
“-.-"-//.:’/
“

whao kioks the ball os for as they can. D
The kicker then runs oreund the outside of all

faur markers scoding ane =
print svary firme they
return o their start markar. I

MIP your bodg? The fielder must retrieve the
ball ond place it on the start
- rmarker ta stop the kicker ranning,
agility, Il_nllll:l " Thrae turra then change over.

How will this unit

wwrw. getsetdeducation.co,uk

Head to cur youtube channel to tset4educati
watch the skills videos for this unit. 0 & e 138



