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PE leaders arrange the class and lead students to warmup
O R - R L~TE R o8I 145 ) F 21275 w28 A
- %{ o
Line up according to students’ numbers.
First line: number 1-7
Second line: Number 8-14
Third line: Number 21-27
Fourth line: Number 28---
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PE leaders arrange the class and lead students to warmup
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neck— shoulders—arms—shoulders—waist—knees— lunge—squat—wrist and ankle—
butterfly—jumping Jack*20—squat jump*10
&5k =7 30 §) - Take a break 30 seconds.
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g4 B &4 B HEEA - According the number, boys are inner circle and
girls are outer circle.
iR iﬂ,?‘ s EETED K %;LL—,»@M'J&?? b i iR B & i3 o Wear your socks
well. Keep the shoe tongue in good place. The Velcro sticks to the shoe well. Tie the
shoelaces in two bows and put shoelaces in shoes.
$a5 B o pax— Blike s oone ¥k - B two,
2@ N~ Frx g7 4e— B o All students need to run two laps.  After one lap, you step
on the white line and say, “One!” After two laps, you say, “Two!”
Ready?go!
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The first one stands on my right. The 2% > on my left. The 3 is in front of me. Walk
on the spot and take a deep breath 30 times.
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According to the seat number, you all are divided into 4 groups. Boys and girls
intersperse, and sit well.
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Team leaders stand up, turn around, and do a roll call.
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The team leader keep order. The vice leader finds who is talking. The second to last in
line writes down the scores.

Your team finish the job, sit down and keep quiet. Then Teacher will tell you which
team is the winner.

The champion gets 4 scores. The 2" place>3 scores. The 3™ place=>2 scores. The 4%
place->1 score.
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Chinsup , chests out, sit up straight;

criss-cross , hands on knees.

Eyes on me , eyes on you.

Ready to score
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Get started from the right and go back from the left. Go around the cone, go back and
give me five with partners.
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When listening to the whisling, you have to run to the yellow line. Follow the order,
pass the ball to the teammate. The first one stands up. The game master stands in front
of the cone.

The game master catches the ball, then passes it to the next one. Your turn to be the
game master after passing the ball.

Ground ball, bouncing ball, liner, fly ball.

You can get the ball after gethering around.
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The first one walks to the cone farthest and picks up balls.

The second one stands on the mat and hold the hula-hoop. The third listens to the
whistling and order.
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The first task: Ground ball. Make the ball into the hula-hoop and you get one score.
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The second task: Bouncing ball. The teammates in the center embrace/hug the hula-hoop
on your belly.
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Liner.
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The teammates in the center hold the hula-hoop with one hand up and one hand down.
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4.% - = £ K 8 > = A kg gk 48 o The first one takes the bag and stand the cone
farthest.
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mat. Pay attention to the order. Go touch the cone and back to the mat. When the teacher
whistles, you take the ball and focus on the bag.
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catches the ball and he/she can get one score. Pass the ball to the next one and you go
take the bag.
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The one with a bag
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Laphew o & A= 55k 318 48 What is a good way to catch a ball?

2. 4o B e gt 2. B e0B %2 How to work with your teammates well?

3.ar % PR % 4 AP R % P A2 What should we say if your teammates make
mistakes?

4.0 F # iR b E B FVRBINA?S B AR5 ] © A2 Which task do you like best?
Why?

What do you learn today?

T 3%

PrEE TR A

g kS

R TN




