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Teachers have a wonderful opportunity to help students maintain physical wellness. Learning in Motion 
is packed with fun and challenging language arts and math activities that keep students out of their 
chairs and in motion. Students will experience and benefit from the connection between physical activity, 
good health, and improved learning. Learning in Motion engages students in a wide range of movement 
experiences, including stretching, ball handling, balancing, gymnastics, aerobics, strengthening exercises, 
and noncompetitive games. 

You will find that these age-appropriate activities are quick and easy to incorporate into your daily 
schedule and curriculum. Many of the activities should be implemented in a large, open area, such as 
a gymnasium, the school cafeteria, or outdoors. Activities can also be conducted in a classroom; simply 
move aside tables or desks to create an open space for movement. Always remember to make safety 
a priority. Be mindful of student movement and the placement of equipment and materials while 
conducting these activities.

There is no need to worry about obtaining expensive sports equipment for these activities. Learning 
in Motion suggests materials that are inexpensive and readily available to teachers. In addition, a list 
on page 7 describes how to create your own materials for most of the activities. Some of the sports 
equipment used in this book, such as basketballs, softballs, sponge balls, footballs, beanbags, jump 
ropes, and plastic hoops, may be available from your school’s physical education department. Most 
physical education teachers will be happy to let you borrow equipment when they learn that you are 
incorporating movement activities into your daily classroom routine!

Families are another great resource for donated materials. When you ask students’ families for materials, 
you will often receive more than enough of the items that you request. Copy the letter on page 8 to send 
home with students. Remember to add any additional materials your class may need to the list. 

So, get ready to move! You’ll be amazed at the level of students’ engagement as they begin Learning
in Motion!
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Reference Tic-Tac-Toe
Students will identify the purposes of various reference materials in a game 
of tic-tac-toe. 

Skill: Identifying purposes of reference materials

Setting: Outdoor blacktop area

Teacher Preparation:
1. Draw a large tic-tac-toe grid on blacktop 

with sidewalk chalk. Each space in the 
grid should be large enough for a student 
to stand in. Create several grids so that 
several groups can play at the same time. 

2. Prepare a list of questions pertaining to 
the reference materials you have. For example, you can ask, “Where can I find a recipe for apple pie?” 
“How can I read more about my favorite sports athlete?” and “Where do I look to find the weather 
forecast for the week?”

3. Display the reference materials in a location where all of the students will see them.

Directions:
1. Divide students into two groups. Instruct both groups to stand around the perimeter of the 

game grid. 
2. Explain that each student in one group should march in place. Each student in the other group 

should balance on one foot. 
3. Choose which group will go first. Instruct groups to begin marching or balancing on one foot. 
4. Read a question aloud from your list.
5. Ask a student from the first group to stand in a grid space and answer the question. If she answers 

correctly, she may stay in that space. If she answers incorrectly, a student from the other group may 
attempt to answer the question. If he is correct, he may take her place on the grid. 

6. Read a question aloud for the second group. Continue asking questions with groups taking turns  
to answer. 

7. Students standing in and around the grid should continue marching or balancing throughout 
the activity. 

8. The round is over when three members from one group are standing in a row on the grid. 
9. Repeat the activity until students identify each reference material several times. 

 Identifying purposes of reference materials

Materials 
 • sidewalk chalk
 • a variety of reference materials (dictionary, 

cookbook, phone book, newspaper, 
encyclopedia, atlas, almanac, gardening 
book, etc.)
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Go Alphabetize!
Students will review how to alphabetize to the second letter in this game  
of dodgeball. 

Skill: Alphabetizing to the second letter

Setting: Large, open indoor area

Teacher Preparation:
1. Print each of the letters A, G, P, and Z on 

separate sheets of paper.
2. Tape the letters along the length of a wall, in 

alphabetical order from left to right. Leave at 
least 10' (3 m) of space between each letter. 

3. Copy the Go Alphabetize! Word Cards (page 11). 
Cut apart the cards. Or, write each word on a separate sheet of paper or card stock. 

4. Place the word cards into the basket. Place the basket on the floor, close to the wall with the letters. 
5. Create a center line by placing several traffic cones across the middle of the room. This line should be 

perpendicular to the wall with the letters.
6. Place half of the sponge balls on each side of the playing area. 

Directions:
1. Review with students how to alphabetize words to the second letter.
2. Divide students into two groups. Ask each group to spread out across a different half of the playing 

area. Explain that each group must stay on their half of the playing area. 
3. When you blow the whistle, students in each group should pick up the balls on their side of the room 

and throw them at the students in the other group. Remind students to throw balls below the waist. 
4. When a ball hits a student, he is out. The student who threw the ball should shout, “Go alphabetize!”
5. When a student catches a ball that is thrown at him, the student who threw the ball is out. The 

student who caught the ball should shout, “Go alphabetize!” 
6. When a student is out, she should go to the wall with the letters and pick a word card from the 

basket. Then, she should sit along the wall in the place where her word would be alphabetized. 
Remind students to use the letters on the wall as an alphabetizing guide. 

7. The game is over when all of the students in one group are out. The remaining students should each 
choose a word card and find the correct place to sit in the alphabetized row of words. 

Extra Fun:
Arrange students in pairs. Give each pair a copy of the Go Alphabetize! Word Cards. Instruct partners to 
cut apart the cards and work together to place them in alphabetical order. 

Tape the letters along the length of a wall, in 
alphabetical order from left to right. Leave at 

Copy the Go Alphabetize! Word Cards (page 11).

 • Go Alphabetize! Word 
Cards (page 11)

 • 10–20 sponge balls
 • black permanent 

marker

 • paper or  
card stock

 • basket
 • traffic cones
 • whistle

Materials 
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Go Alphabetize! Word Cards

act lake snake

apple look stars

ball mighty tent

brush money tunnel

doll open water

draw orange what

fish penguin yard

frog please yes

hand rabbit zebra

house rope zoo
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Dictionary Madness
Students will use dictionaries to find the definitions of words and also 
perform different exercises and balances. 

Skill: Using a dictionary 

Setting: Classroom

Teacher Preparation:
1. Print one word from your current unit of 

study on each index card. Combine the 
word cards into one stack. 

2. Copy the Movement Cards (pages 13–15). 
Make enough cards so that each student will 
have either one Movement Card or 
one dictionary. 

3. Place the dictionaries and Movement Cards in an alternating pattern in a large circle on the floor. 
Make the circle large enough for students to march around it. Place a floor mat with each card that 
displays a movement requiring students to lay on the floor, such as sit-ups, tripod, and side leg-lifts. 

4. Add the stack of word cards to the circle. Place a Movement Card with the stack of word cards. 

Directions:
1. Instruct students to form a circle around the objects on the floor.
2. Explain that when you start the music, students should march in a line around the circle. When you 

stop the music, students should stop marching and turn to face the center of the circle. 
3. The student closest to the stack of word cards should pick up the top card, say the word aloud, and 

then hold the card so that his classmates can see the word. 
4. Students who stop in front of dictionaries should sit and use the dictionaries to find the definition 

of the word on the displayed card. When a student locates the definition in a dictionary, she should 
stand back up and march in place while she waits for the rest of her classmates to find the definition. 

5. Each student who stops in front of a Movement Card should perform the movement on her card 
until all of the students with dictionaries are standing. The student in front of the stack of word cards 
should also perform the movement shown on the Movement Card in front of him. 

6. When all of the students with dictionaries are marching in place, ask them to stop marching and to 
read the definition aloud in unison. Students performing movements should also stop and listen. 

7. Students should then place the dictionaries back in the circle. When you start the music again, 
students should resume marching around the circle. 

8. Continue the activity until each student has found several definitions and performed 
several movements. 

Make enough cards so that each student will 

Materials 
 • 10 student dictionaries
 • 20 index cards
 • Movement Cards 

(pages 13–15)
 • floor mats or  

carpet squares

 • black permanent 
marker 

 • CD or cassette 
player with music
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Movement Cards 

sit-ups airplane balance

arm circles jumping jacks
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Movement Cards (continued)

tripod side leg-lifts

v-stand jog in place
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Movement Cards (continued)

balance on one foot crab stand

toe touches jump up and down




