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Rec 296
First Activity Lesson Plan
Activity

-Number Cruncher
-Dodge it Twice (if time allows)

Objectives

-Students will show the effectiveness of teamwork

-Students will demonstrate the importance of critical thinking

-Students will understand problem solving

Rules

Number Cruncher

-All students in their team must make it across the map

-Must add up the numbers in the playing field to equal the magic number to make it across

-Each student must jump to the number they want to use, if they miss they must start over and if they make it they go back and pick up the numbers they used

-The safe spots can be used by students as many times as needed
-Only one student can enter the field at time
Dodge it Twice
-All students can move freely in the designated area
-The student with the ball also can move freely within the area

-After a student is hit with a ball that student must stay standing in the spot they were hit and is able to hit other students when they get the ball
-More balls may enter the field at the instructor’s decision
-The ball may be passed around to the students who have been hit and cannot move to hit other students

Equipment

-8 cones

-30 hot spots for numbers

-4 nerf balls

Participants
-12

Space

-The whole field house

Safety

-When jumping land on the balls of your feet

-Be aware of your surroundings
-In Dodge it Twice aim below shoulders

Organization of Groups
-Divide students into two teams for first game

Floor Plan
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Variations

-Change the dimensions of the playing field

-Change the magic numbers and/or field numbers

Adapted Variations

-If a student is blind they would not be required to jump and a partner can lead them to the specified number
-If a student was in a wheelchair they would not be required to jump
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