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[bookmark: _Toc145666031][bookmark: _Toc151447406][bookmark: _Toc151632386][bookmark: _Toc219970510]About this resource
This teaching and learning program has been developed to assist teachers in NSW Department of Education schools to create learning experiences that are contextualised to their students’ needs, interests and abilities for the Personal Development, Health and Physical Education 7–10 Syllabus (NESA 2024). It provides an example of one way to approach programming through a conceptual lens. Teachers are encouraged to take an adopt and adapt approach to the learning activities outlined in this program.
[bookmark: _Toc219970511]Overview
Description: this teaching and learning program is an integrated program which covers both practical and theory lessons for the whole of Term 4. In this program, students work collaboratively to plan, organise and deliver a sports event for a modified game. They adopt roles such as coach, referee, strength and conditioning coach, sports analyst and sports administrator. Students develop leadership, teamwork and communication skills while managing all aspects of event planning. Students build leadership, collaboration and problem-solving skills, reflecting on their growth as a team and as individuals.
Duration: approximately 18 hours.
Explicit teaching: suggested learning intentions and success criteria are available for each learning sequence. Learning intentions and success criteria are most effective when they are contextualised to meet the needs of students in the class. The examples provided in this document are generalised to demonstrate how learning intentions and success criteria could be created.
Assessment: suggested formative assessment is outlined throughout this teaching and learning program.
[bookmark: _Toc219970512]Syllabus outcomes
A student:
refines and transfers movement skills and concepts for adaptation in a range of dynamic movement environments PH5-MSS-01
designs, implements and evaluates plans to enhance safety, health and participation in lifelong physical activity PH5-SHP-01
evaluates and adapts self-management and interpersonal skills to manage complex situations PH5-SMI-01
Personal Development, Health and Physical Education 7–10 Syllabus © NSW Education Standards Authority (NESA) for and on behalf of the Crown in right of the State of New South Wales, 2024.
[bookmark: _Toc167277269][bookmark: _Toc219970513][bookmark: _Toc145666051][bookmark: _Toc151447417][bookmark: _Toc151632397]Content
[bookmark: _Toc180660987][bookmark: _Toc209799827][bookmark: _Toc219970514][bookmark: _Hlk219110172]Focus area – Movement skills and strategies
Applying self-management and interpersonal skills to movement
Adopt a range of roles and responsibilities that support and enhance the facilitation of an organised physical activity event
Evaluate how personal strengths and contributions can enhance teamwork, leadership and enjoyable participation
Examine and apply strategies to increase resilience, persistence and motivation for themselves and others, including positive self-talk and encouragement
Participate in activities where players, rather than an independent official, are responsible for officiating and examine the personal skills and attributes that are required to make this a successful experience
Demonstrate leadership and collaboration skills and evaluate how they promote successful outcomes in team environments
Apply and evaluate attitudes and behaviours that encourage enjoyable, ethical, respectful and inclusive movement experiences
Enhancing and valuing movement
Provide and apply feedback to refine specialised movement skills, concepts and strategies
Analyse data based on knowledge of performance and knowledge of results and apply this feedback to refine movement skills and strategies
[bookmark: _Toc219970515]Focus area – Health and wellbeing through physical activity
Participating safely
Examine and apply policies and procedures for ensuring safe practices when participating in a range of physical activities, including the use of safety equipment and adherence to rules that promote safe participation
Design and implement specific warm-up and cool-down activities
Purposeful movement for lifelong health and wellbeing
Implement and evaluate strategies and behaviours that support enjoyment, motivation and engagement in physical activity for themselves and others
Design and implement modified games and physical activities to enhance enjoyment, inclusion and a sense of accomplishment
[bookmark: _Toc219970516]Related support materials
[bookmark: _Toc145666033]This teaching and learning program aligns with the following support materials:
student-facing PowerPoint – PDHPE Year 9 – the real MVPs – behind the scenes in spot – slide deck
PDHPE Years 9–10 – sample scope and sequence.
All resources associated with this program can be found on the Planning, programming and assessing PDHPE 7–10 webpage.
[bookmark: _Toc219970517]Teacher notes
This teaching and learning program guides students through the key roles involved in running and supporting a sporting event. Students explore the responsibilities of coaches, strength and conditioning coaches, sports analysts, referees and sports event administrators. They then apply this knowledge to planning and preparation tasks. The program concludes with 2 options for students to put their learning into practice: either participating in an in-class event where teams rotate through the roles of player, coach and referee, allowing every student to experience each aspect of the game; or a tournament for an in-class tournament or, collaboration with another class or group, where students take on specific committee roles and maintain these responsibilities throughout the event.
Please note that while this program is designed using the sport of ‘Ultimate’, any other sport can be substituted to meet the needs of your school context.

[bookmark: _Toc219970518][bookmark: _Hlk209990634]Learning sequence 1 – unpacking roles in Ultimate
[bookmark: _Hlk219186047]Note: this is a theory and practical based learning sequence. The section ‘Learning sequence 1 – unpacking roles in Ultimate’ in the PowerPoint – PDHPE Year 9 – the real MVPs – behind the scenes in sport – slide deck can be used to support this learning sequence. The duration of this learning sequence is approximately 3 hours.
Table 1 – teaching and learning program
	Outcomes and content
	Teaching and learning activities

	Outcomes
PH5-SMI-01, PH5-MSS-01
Content
Focus area – Movement skills and strategies
Applying self-management and interpersonal skills to movement
Adopt a range of roles and responsibilities that support and enhance the facilitation of an organised physical activity event
Evaluate how personal strengths and contributions can enhance teamwork, leadership and enjoyable participation
Examine and apply strategies to increase resilience, persistence and motivation for themselves and others, including positive self-talk and encouragement
Participate in activities where players, rather than an independent official, are responsible for officiating and examine the personal skills and attributes that are required to make this a successful experience
	Learning intentions
We are learning to:
take on and understand different roles and understand how they help the game run smoothly
use teamwork, communication and our personal strengths to improve how we play and support others
apply strategies like positive self-talk and encouragement to stay motivated and build resilience during skill practise and games.
Success criteria
I can:
demonstrate different roles during Ultimate activities and explain how each role supports fair and organised gameplay
work effectively with my team by communicating clearly, using my strengths and helping create a positive playing environment
use strategies such as encouragement and positive self-talk to stay focused, improve my skills and support my teammates when challenges arise.
Introduction
In groups of 3 to 4, students, discuss and record their ideas on butcher’s paper to the following question:
Think about the last time you played or watched a sport. What different jobs or roles were people doing to make the event happen?
Students draw on their prior knowledge and experiences of school sport, community sport or professional games.
Role roulette
Display the definitions of the key roles of focus for the study: player, referee, coach, strength and conditioning coach, analyst and sports administrator on the board.
Students work in groups of 3 to 4 and complete Appendix 1 – role roulette graphic organiser.
Each group receives a list of role scenarios (for example, keeps the score sheet accurate, gives players feedback on their throw, calls a foul when a rule is broken, designs training drills, plans the venue and draw).
Groups sort the scenarios under the role they think it belongs to.
As a class, clarify overlaps (for example, players and referees both need to understand rules), and share that throughout the program, students will experience each of these roles.
Sporting scenarios
Explain to students that different sporting roles have different responsibilities in a sporting context. Together, their collaboration ensures the success, safety and smooth running of sports events.
Students form groups of 3 to 4 and are provided with a piece of butcher’s paper and a sporting situation from Appendix 2 – sporting scenarios. As a group students discuss and complete the questions for each of their scenarios.
Sporting scenarios include:
Scenario 1 – dispute arises about a referee decision
Scenario 2 – key player injured during a crucial match
Scenario 3 – team not performing well halfway through the season
Scenario 4 – setting up a tournament with predicted poor weather.
After completing their scenario questions on the butcher’s paper, each group presents their situation and responses to the class.
Sporting scenarios reflection
Individually, students write a short paragraph answering the following prompt.
Explain how teamwork and communication between different roles can influence the success of a sporting event.
This lesson sequence now transitions into practical learning.
Warm-up – everybody’s in tag
Mark out a safe playing area large enough for the whole class to move freely.
Students spread out evenly across the space, with all students acting as both taggers and potential targets.
When a student is tagged, they immediately complete a fitness movement, such as a squat, before rejoining active play.
If 2 students tag each other simultaneously, both perform the fitness movement, reinforcing awareness and reaction time.
Encourage students to use the full playing area, use the space to move unpredictably and avoid being tagged, while also looking for opportunities to tag others.
Promote continuous engagement by prompting students to vary their speed, change direction quickly and stay alert to the positioning of everyone in the game.
Ultimate flying disc core skill breakdown
Model to students the throwing and catching techniques, breaking the movement into clear steps.
Throwing
grip, correct hold on the flying disc
Backhand video tutorial: UV Skills - Longer backhand throws (1:00).
Forehand video tutorial: UV Skills - Longer forehand throws (1:00).
step, positioning of feet to generate balance and power
release, smooth motion for control
follow-through, ensuring accuracy and distance.
Catching
hands, positioning hands to secure the flying disc
Two-handed catch – hands close together, palms facing each other. Body aligned behind the disc’s flight path. Provides excellent control and reliability.
One-handed catch – hand opens wide, fingers spread, palm facing the disc. Useful for high or angled throws where 2 hands cannot be used.
step, moving the feet towards the flying disc to align with its flight and maintain balance
body position, aligning the body behind the flying disc to maximise control and secure the catch
draw in, pulling the flying disc into the body to maintain possession and prepare for the next action.
Use the ‘I do, We do, You do’ explicit teaching technique, first model to students, then students practise together at walking pace, then individually. Emphasise key cues and check for correct technique.
Skill stations
Students rotate through the following 4 skill stations in small groups, with 5 to 6 minutes at each station.
Note: provide feedback and corrections where necessary.
Station 1: accuracy throws – partners throw to hit cone targets at increasing distances.
Station 2: pivot and pass – students practise pivoting around a defender (passive pressure) before releasing a throw.
Station 3: catch on the move – players run into space to receive a pass, focusing on clap and rim catches.
Station 4: quick-fire relay – teams attempt to complete 10 consecutive accurate passes as quickly as possible.
‘Mark’ in the middle
Note: throughout this activity, encourage spatial awareness, decision-making and teamwork.
Divide students into groups of 4 to 5.
Mark out a 10 metre by 10 metre playing area for each group, with one player starting in the middle.
All remaining students stand evenly spaced around the playing area.
Figure 1 – set up for ‘mark’ in the middle
[image: Visual representation of activity set-up.]
The middle player attempts to intercept or catch the flying disc as it is passed between outside players.
Outside players cannot move when holding the flying disc.
If the middle player catches the flying disc, the last thrower goes into the middle.
If the flying disc is dropped, the player who dropped it goes into the middle.
Encourage quick, accurate passes and continuous movement to maintain possession.
Rotate players in the middle regularly so all students experience both roles.
‘Mark’ in the middle progression
To increase the challenge, the middle player stays inside the box while all other players remain on the outside. Outside players cannot stand on the same line as their teammates. This encourages longer passes and forces students to think strategically about how to move closer to their teammates while keeping possession.
Continue to rotate players in the middle regularly so all students experience both roles.
Throughout this activity use the following questions to deepen understanding of lesson outcomes:
How can your positioning help you receive the disc safely?
Which types of passes are easiest for your teammates to catch under pressure, shorter or longer?
How is the middle player influencing your decisions about where and when to pass?
How does communicating with teammates improve your team’s chances of keeping possession?
Modified Ultimate
Divide students into 2 teams 6 to 8 per team per playing area.
Mark out a 30 metre by 20 metre field with clearly defined end zones at each end.
Students may take up to 2 steps before pivoting, allowing them to maintain possession and develop confidence while moving into space.
Points are scored when a player catches the flying disc in the opposing team’s end zone.
Turnovers occur if the flying disc is dropped, intercepted, goes out of bounds or players hold for more than 7 seconds, players self-manage these infractions (spirit of the game).
Encourage students to communicate, cut into open space, support teammates and make quick passing decisions.
Rotate player positions regularly so all students experience offensive and defensive roles.
Reflection and discussion
Students reflect on the following questions:
What cue helped you throw most accurately today?
How did you recover and encourage yourself when you made a mistake?
This lesson sequence now transitions into the theory components.
Discovering Ultimate
Introduce the basics of Ultimate, including its rules, objectives and gameplay, before guiding students to observe how players, referees, coaches and other roles function during the following highlight reel.
Students watch a portion of 2 to 3 minutes of France vs. Australia | Mixed Bronze Medal Match | 2024 World Ultimate Championships (1:58:55).
In their groups, students answer the following questions:
What key skills and movements do players use in this game?
Which rules can you identify while watching the game, and how do they affect play?
How do the elements of teamwork, communication and fair play in this game compare to other territory games you know?
Basics of Ultimate
Facilitate a class discussion to highlight key features of Ultimate:
passing and catching as the primary form of movement
players cannot run with the flying disc, requiring teamwork and passing
the creation and use of space is central to success
the absence of referees, with players responsible for upholding the spirit of the game.
Once complete, students watch the video How To Play Ultimate Frisbee (6:47) and complete the following questions:
What is the main aim of Ultimate?
What is the key movement rule players must follow when holding the flying disc?
What happens when the flying disc is dropped, intercepted or goes out of bounds?
How does play start at the beginning of the game?
How does play restart after a turnover or when a point is scored?
How are fouls or disputes resolved during the game?
What skills are most important for successfully passing the flying disc to teammates?
Which of these rules do you think will be hardest to get used to when playing Ultimate? Why?
Once complete, continue the class discussion using the question:
Which of these rules will be hardest to get used to, and why?
Core skills of Ultimate
Explain to students that Ultimate relies on a small number of key technical skills.
On the board, list the 4 Ultimate basics: throw, catch, pivot, move into space.
In groups, students engage in a Think-Pair-Share to consider their perspectives and those of their peers for the responsibility of various roles:
player – What skills does a player need?
coach – How would I teach this skill?
referee – What rules or fairness issues might come up?
strength and conditioning – What physical qualities are needed?
analyst – What could I measure to check effectiveness?
sports administrator – What logistics or equipment are needed?
Note: access the digital learning selector for more information and resources related to the Think-Pair-Share activity.
Reflection activity
Students complete an exit ticket by responding to the following prompts:
Name one Ultimate rule you learned today.
Identify one key skill needed to succeed.
Pose one question you still have about the game.
Conclude with a short class discussion using the following questions:
What would happen to a game of Ultimate if one role didn’t do its job, if the coach gave no direction or the players didn’t follow the rules?
How would that affect the game?
This lesson sequence now transitions into practical learning.
Warm-up – shark attack
Note: throughout this activity, encourage spatial awareness, decision-making and teamwork.
Create a playing area that will safely allow groups of approximately 10 students to move around.
Students are spread evenly around the playing area.
Figure 2 – set up for shark attack
[image: Visual representation of activity set-up.]
Select 2 students to start as sharks in the middle. Sharks attempt to tag students not holding a flying disc.
With 2 flying discs in play.
Students pass the flying disc to each other and avoid being tagged by the sharks.
Students cannot run with the flying disc and cannot hold it for more than 3 seconds.
If a student is tagged while not holding a flying disc, they must freeze in place.
Frozen students can be freed when another player successfully passes the flying disc to them and they catch it. Once freed, they continue playing.
Sharks continue tagging until all players are frozen or until a set time limit is reached, then rotate sharks.
Encourage constant movement, quick and accurate passes, and decision-making to maintain safety.
Zone battle
Students experience continuous play, learning to throw and catch under pressure, move to open space and anticipate opponents’ movements.
Note: throughout this activity, encourage accuracy, communication and teamwork.
Divide students into 2 groups of 4 per game. Set up a 10 metre by 10 metre playing area, divided into 4 equal zones. Each zone has one offensive player and one defensive opponent.
Figure 3 – set up for zone battle
[image: Visual representation of activity set-up.]
Attacking players attempt to pass the flying disc into the square of another attacking player while their defensive opponent tries to intercept or block the throw.
Players cannot run with the flying disc, they must pivot before passing and cannot hold the flying disc for more than 3 seconds.
If the flying disc is dropped, intercepted or caught by the defensive player, the offensive and defensive players swap roles, keeping the game continuous.
Encourage quick and accurate passes, movement to open space and anticipation of opponents’ actions.
Island fever
Continue with the same 10 metre by 10 metre playing area and place 6 hoops spread across the space.
Keeping students in 2 even teams of 4 per playing area.
Figure 4 – set up for island fever
[image: Visual representation of activity set-up.]
One team starts with the flying disc and attempts to score by passing to a teammate who catches the disc while standing with at least one foot in a hoop.
A successful catch scores one point, after which the other team gains possession and restarts play.
Players cannot run with the flying disc and can pivot before passing.
Players may hold the flying disc for a maximum of 3 seconds before passing, keeping play fast and encouraging quick decision-making.
Reflection and discussion
Group discussion prompts:
What strategies helped your team keep possession or score points?
How did pivoting and movement affect success?
How did communication and teamwork influence outcomes?
What skills do you want to improve next time?
Warm-up – scoring squares
Mark out a 20 by 20 metre playing area with a 5 by 5 metre scoring square in the centre using cones.
Divide students into small-sided teams of 4 to 5 players with 2 teams per playing area.
Figure 5 – set up for scoring squares
[image: Visual representation of activity set-up.]
Teams score by passing the flying disc to a teammate who catches it inside the scoring square. This encourages accurate passing, movement to open space and timing of runs.
The disc must be passed 3 times before being passed into the scoring square to score a point.
The opposition tries to defend the scoring square by intercepting and blocking the attacking team.
After a point is scored, the team must reset play by moving the flying disc to the outside playing area before attacking the scoring square again to assist in the strategic use of space.
Students cannot run with the flying disc.
There is a 3-second time limit to release the flying disc after catching.
Turnovers occur if the flying disc is dropped or intercepted.
If a turnover happens, the opposing team immediately takes possession and transitions to attack.
Modified Ultimate
Divide the class into 2 teams of 6 to 8 students per team, per playing area.
Mark out a 40 metre by 20 metre field with clearly defined end zones at each end.
Students may take up to 2 steps before pivoting, allowing them to maintain possession and develop confidence while moving in the space.
Points are scored when a player catches the flying disc in the opposing team’s end zone.
Turnovers occur if the flying disc is dropped, intercepted, goes out of bounds or players hold for more than 7 seconds, players self-manage these infractions (spirit of the game).
Encourage students to communicate, cut into open space, support teammates and make quick passing decisions.
Rotate player positions regularly so all students experience offensive and defensive roles.
Ultimate (professional rules)
Keep students in the same teams.
Make the field larger, to approximately 70 metres by 30 metres, with clearly marked end zones at each end (about 5 to 7 metres deep). This provides more space for cuts, longer passes and strategic movement.
Players cannot run with the flying disc and must pivot before passing.
Assign 1 or 2 external referees to monitor play, enforce rules and keep the game structured.
Points are scored when a player catches the flying disc in the opposing team’s end zone.
Turnovers occur if the flying disc is dropped or intercepted, thrown out of bounds or held for longer than 7 seconds.
Encourage players to spread out, move strategically and anticipate defenders’ movements, supporting teammates with effective communication.
Reflection
How did pivoting and spacing influence play?
How did self-officiating in the modified game affect your decision-making?
How did external referees change the full rules game?
Which version of the game did you prefer and why?
Formative assessment:
Outcome
· evaluates and adapts self-management and interpersonal skills to manage complex situations 
PH5-SMI-01
As students participate in this lesson sequence, observe and note how they adopt a range of roles and responsibilities that support and enhance the facilitation of an organised physical activity event, and how they adapt and apply interpersonal skills to collaborate effectively during gameplay.


[bookmark: _Hlk183082684]Adjustments, evaluation and registration
	[bookmark: _Hlk183081581][Classroom teacher to complete.]




[bookmark: _Toc219970519]Learning sequence 2 – collaborating for performance
[bookmark: _Hlk219186060]Note: this is a theory based learning sequence. The section ‘Learning sequence 2 – collaborating for performance’ in the PowerPoint – PDHPE Year 9 – the real MVPs – behind the scenes in sport – slide deck can be used to support this learning sequence. The duration of this learning sequence is approximately 2 hours.
Table 2 – teaching and learning program
	Outcomes and content
	Teaching and learning activities

	Outcomes
PH5-SMI-01, PH5-MSS-02
Content
Focus area – Movement skills and strategies
Applying self-management and interpersonal skills to movement
Evaluate how personal strengths and contributions can enhance teamwork, leadership and enjoyable participation
Demonstrate leadership and collaboration skills and evaluate how they promote successful outcomes in team environments
	Learning intentions
We are learning to:
understand the importance of collaboration in sporting contexts
explore the roles and responsibilities of different people involved in sport
recognise our own strengths and how they can contribute to effective teamwork in sporting and group settings.
Success criteria
I can:
explain why collaboration is important in sport and give examples of when it is needed
describe the key responsibilities of different sporting roles (coach, referee, sports analyst, strength and conditioning coach and event administrator)
identify my own strengths and explain how it helps me work effectively in a team.
Collaboration in sport
Conduct a brief class discussion about collaboration. Explain to students that good collaboration means working together with others to reach a common goal.
Pose the question: ‘Why is collaboration in a sport setting important?’ Students are encouraged to draw on their prior knowledge and experiences in sporting contexts to think about times where good and poor collaboration have taken place. To support discussion and student thinking use the following questions:
How does teamwork help players on the field?
What happens if coaches, referees and even organisers don’t work together?
How do different roles (coach, referee, analyst, strength and conditioning coach, event administrator) support each other?
What are the risks if collaboration is missing? (For example, safety, fairness, confusion, poor performance.)
Tower challenge and identifying strengths
Explain to students that they are working towards organising a sporting event, and that recognising their own strengths and areas for growth will help them collaborate more effectively and improve the group’s overall success.
Students form groups of 3 to 4. Provide each group with materials such as straws, paper, tape, marshmallows or blocks.
Students work together to build the tallest free-standing tower that can support a paper flag or marshmallow at the top.
Students are given 15 minutes to plan, construct and complete their structures with the tallest tower at the end of the activity being the winner.
At the conclusion of the activity, students individually self-reflect on their contributions to the group task, considering their role and involvement, how they communicated and how they helped solve problems. Reflection questions include:
What was your role in the group? (For example, builder, idea-sharer, leader.)
What is one strength you brought to the group, and how do you think it will help complete the task?
How well did you listen and communicate with your teammates?
What challenges did your group face (for example, no clear leader, poor planning, conflict, people dominating, poor communication) and how did the challenge affect the group outcome and feelings within the team?
Drawing on their individual reflections, students will answer questions based on Tuckman’s stages of group development and discuss their experiences during the activity.
Forming – What did your team do first? How did you decide on a plan?
Storming – Did your group face any disagreements or challenges? How were they resolved?
Norming – What helped your team begin working more effectively together?
Performing – What teamwork behaviours contributed to your group’s success?
Adjourning – How did your team feel when the challenge ended? What would you approach differently next time?
Facilitate a class discussion to explore why effective collaboration is essential in sports roles, using the following questions as a guide.
Why is teamwork and communication between different roles important for a successful sports event?
How can poor collaboration affect the team’s performance and the overall experience of a tournament?
In what ways does working together help solve problems like injuries or disagreements?
As a class, create a poster of key norms for group work (for example, respect, accountability, participation, clear communication). Use the following questions to prompt student thinking:
What are the general rules for group work?
How should decisions be made?
How should group members communicate?
Roles and responsibilities
Recap with students that different sporting roles require different responsibilities and attributes to be successful. Using Appendix 3 – attributes and strengths of sporting roles, students:
identify the ideal attributes and strengths needed by a person in that role.
Note: refer students back to their graphic organisers of the roles within sport from Learning sequence 1 – introduction.
· Coach – sets goals and gives direction.
· Referee – ensures fairness and rules are followed.
· Event administrator – organises logistics and resources.
· Strength and conditioning coach – prepares the team physically.
· Sports analyst – provides feedback and strategies.
Strengths force field and self reflection
Students reflect on the top 4 strengths they bring to a group setting using Appendix 4 – strengths force field. Encourage them to think about qualities such as communication, problem-solving, organisation, leadership, empathy and adaptability, and to record each strength inside its own energy hexagon in the force field.
Note: to support students in identifying strengths, the VIA Character Strengths Survey may be used.
In pairs, students share 1 or 2 of their strengths and give an example of how they have used that strength before in a sporting example or in class.
As a class, discuss how combining everyone’s ‘force field’ creates a stronger team, protecting the group from challenges and helping it succeed.
Next, students refer to their Appendix 3 – attributes and strengths of sporting roles table and identify which sporting roles best match their personal strengths (for example, coach, referee, event administrator, strength and conditioning coach, sports analyst). Students reflect on how well their strengths align with the responsibilities and attributes required for each role. Questions to consider include:
Does this role suit my strengths?
How could I contribute effectively?
Conduct a class discussion to reflect on how recognising individual strengths and aligning them to roles can make a team more effective and resilient.


Adjustments, evaluation and registration
	[Classroom teacher to complete.]


[bookmark: _Toc219970520]
Learning sequence 3 – strength and conditioning and coaching
Note: this is a theory and practical based learning sequence. The section ‘Learning sequence 3 – strength and conditioning and coaching’ in the PowerPoint – PDHPE Year 9 – the real MVPs – behind the scenes in sport – slide deck can be used to support this learning sequence. The duration of this learning sequence is approximately 5 hours.
Table 3 – teaching and learning program
	Outcomes and content
	Teaching and learning activities

	Outcomes
PH5-SHP-01, PH5-SMI-01
Content
Focus area – Health and wellbeing through physical activity
Purposeful movement for lifelong health and wellbeing
Design and implement modified games and physical activities to enhance enjoyment, inclusion and a sense of accomplishment
Participating safely
Design and implement specific warm-up and cool-down activities
Focus area – Movement skills and strategies
Enhancing and valuing movement
Provide and apply feedback to refine specialised movement skills, concepts and strategies
	Learning intentions
We are learning to:
design and lead warm-ups that prepare players to participate safely and perform well in Ultimate
use coaching skills like cueing, feedback and leadership to help others improve their throwing, catching, pivoting and movement
create and run modified activities that make Ultimate more inclusive, enjoyable and challenging for everyone.
Success criteria
I can:
plan and lead a warm-up that targets key fitness components and prepares players for Ultimate safely
give clear cues and helpful feedback that improves my teammates’ skills and understanding during activities
design and run a modified Ultimate activity that includes everyone, builds confidence and helps players develop their skills.
Strength and conditioning coach Think-Pair-Share
Students engage in a Think-Pair-Share and consider the following question:
Think about a time you played sport or physical activity. What made it hard to keep going physically – endurance, strength or something else?
Pairs share their ideas, followed by a teacher-led class discussion to identify and connect concepts to relevant components of fitness.
Introduction to the role
Introduce students to the role of a strength and conditioning coach, including:
writing programs to keep players fit and ready for competition
developing a plan to build players strength, speed and endurance
preventing player injuries by designing proper warm ups and cool downs.
Components of fitness – mix, match and rate
Allocate students into groups to work together to review the components of fitness and match them with their definitions, completing the first column of Appendix 5 – component mix, match and rate.
Revisit a portion of the video from Learning sequence 1, France vs. Australia | Mixed Bronze Medal Match | 2024 World Ultimate Championships (1:58:55) and discuss:
Which fitness components are most relevant in this sport?
Students work in their groups to complete the third column of Appendix 5 – component mix, match and rate, to provide examples of how each component of fitness is applied in Ultimate.
Examples:
agility – the ability to change direction quickly, dodging an opponent to get free for a pass
muscular strength – the maximum force a muscle can produce, jumping to contest a high disc.
Once all components have been matched, groups use the final column to rate the importance of each component for Ultimate using a scale of high, medium or low. Students discuss and justify their rankings within their group and note down their justification.
Examples of importance ranking:
endurance – high, as players need to maintain activity across the entire game
flexibility – medium, as it helps reach difficult catches but is less critical than speed or agility.
Finally, groups share 1 or 2 of their matches and reasoning with the class to encourage discussion about how a strength and conditioning coach would prioritise different components of fitness when designing a training program.
Students rewatch the video How To Play Ultimate Frisbee (6:47) to remind them of positions if needed, then engage in a whole class discussion to answer the following questions.
How could the focus of training different fitness components change depending on whether it’s pre-season, during the season or off-season?
How might a player’s role on the field (handler, cutter) change which fitness components are most critical?
Would you change your priorities if it was game day?
Designing a warm-up activity
After exploring the fitness components and their importance for Ultimate, students work in their groups of 3 to 4 to design a warm-up that prepares players for a game or competition.
Students begin by considering the question:
How can a warm-up prepare players for a game, and which fitness components are most important to target before playing Ultimate?
As a group, students discuss examples from sports they know, such as basketball, soccer or touch football, and identify movements that help players perform well and reduce injury risk.
Each group then creates a 10 to 15-minute warm-up for an Ultimate team that they will lead in subsequent lessons. They must include:
exercises or activities that target at least 3 different fitness components (for example, endurance, agility, flexibility)
movements that reflect Ultimate skills (throwing, catching, pivoting, moving into space).
Examples could include:
quick pivot drills or activities to improve agility and footwork
dynamic arm swings and shoulder rotations to prepare throwing muscles
short catching activities to focus on coordination and reaction time.
Once complete, groups exchange their warm-up plan with another group and provide peer feedback based on the following questions.
Are all fitness components effectively targeted?
Do the activities prepare players for game-specific movements?
Finally, groups reflect as a team:
Which part of the warm-up is most important for Ultimate performance and why?
How might a strength and conditioning coach adapt this warm-up for different players or game situations?
Effective coaching
Individually, students reflect on an effective coach or teacher they have had and answer the following question on sticky notes:
What qualities made them effective, and what did they do that helped you improve?
Students place their sticky notes on the board.
Then students read through the responses of their peers and tick the ones they agree with.
Students are then introduced to 4 key concepts: coaching principles, cueing, feedback and leadership.
Discuss definitions of these key concepts with the class and have students work in pairs to create a quick example for each.
As a class, return to the sticky note examples and sort them into the 4 categories of coaching principles, cueing, feedback and leadership.
Examples may include:
my coach always explained the drill clearly (coaching principles)
my teacher showed me how to do it before I tried (cueing)
my athletics coach gave me quick tips on my sprinting start (feedback)
my teacher was fair and made sure everyone was included (leadership).
Coaching principles – the key ideas that guide how a coach works with players, such as planning activities, giving clear instructions, setting goals and creating a safe and positive environment for learning.
Cueing – the use of short, clear words, phrases or actions to remind players how to perform a skill correctly. Cues are like quick triggers that help learners focus on the most important part of the movement.
Feedback – information given to players about their performance that helps them improve. Feedback can tell someone what they did well, what needs changing and how to adjust for next time. It can be verbal, visual or even through demonstrations.
Leadership – the ability to guide, motivate and support others while making decisions that help the team or group succeed. Good leadership in coaching means setting an example, staying positive and managing people effectively.
Cueing in action
Students are assigned one of the skills introduced in the Ultimate skill development practical lesson from Learning sequence 1 (throwing, catching, pivoting and moving into space). Working in pairs, students take on the role of ‘coach’, providing cues to guide technique. Together, students design cues for each step of their allocated skill.
Skills and examples:
step towards the target (throwing)
two hands when you can (catching)
stay low and balanced (pivoting)
look up (moving into space).
Once complete, pairs meet up with other pairs of the same skill and compare and contrast their answers, adding and removing as they see fit.
Note: move around the room to check student understanding and provide feedback on their responses.
Providing feedback
Students work in small groups of 3 to 4 to explore how feedback can be applied in different coaching situations. Each group is provided with a set of scenarios that describe a player’s throwing performance in Ultimate. Teachers are to provide each group with the GSWAP system – identifying and correcting common skill difficulties resource which can be found under the Free Teacher Resources tab. Students use this table to guide them in selecting the most effective type of feedback for each situation.
As a group, students read through each scenario and discuss the type of feedback that would be most effective, then individually complete Appendix 6 – feedback scenarios. They will identify when the feedback should be given and whether the feedback should be positive, encouraging what the player did well or constructive, assisting in the adjustment of errors while providing an example.
Reflection
Why is it important to match the type of feedback to the situation?
How does the timing of feedback impact learning?
Leadership in coaching
Students reflect on what makes an effective leader in a coaching setting. In small groups, they are given one of the following coaching situations:
a player is frustrated
the team is unmotivated
one player is dominating the activity.
Groups discuss and decide:
What strategy could the coach use to respond effectively to this situation?
How would this approach help the player(s) improve, build confidence and create a positive and inclusive team environment?
In what ways would this strategy support the team to work together more effectively and achieve better results in training or competition?
Designing a skill development activity
Students work in their groups to plan a skill development activity for Ultimate. This activity builds on the previous cueing and feedback practice. Students engage in the following aspects to complete the activity:
Identify the skill focus – each group selects one skill to focus on from throwing, catching, pivoting or moving into space. Students discuss
Why this skill is important in Ultimate?
What common challenges do players face when performing this skill?
Define learning outcomes – students write clear learning outcomes for their activity. For example
players will be able to throw a backhand accurately to a moving teammate under pressure
players will be able to pivot to create space and maintain possession.
Plan the activity – groups decide what type of drill or modified game will best develop the chosen skill. Groups should consider
the level of challenge, introducing defenders, time limits or scoring
equipment they will need
how the activity improves the skill focus
progressions to increase difficulty as players improve
a diagram of the activity set up.
Develop cueing points – using cues previously developed, groups prioritise a list of 3 to 5 clear, concise cues for players to follow during the activity. Cues should
break the skill into manageable steps
be easy to remember and communicate
include technical points, for example, step forward with opposite foot before release.
Groups identify how and when feedback will be provided. They consider
positive feedback – reinforcing what players do correctly
constructive feedback – correcting errors or improving technique
Timing – during the activity, after each repetition or at the end of a round.
Include leadership and engagement strategies. Groups plan how they will lead their activity effectively, keeping players motivated, engaged and safe. Consider and allocate
clear instructions and demonstrations
rotating roles
encouraging teamwork, communication and fair play
monitoring safety and ensuring all participants are included.
Record and review – students record all aspects in their workbooks and then review for any potential issues while considering the following questions
How will you know players are improving?
Are your cues clear and easy to remember?
Does the activity provide enough challenge but remain achievable?
How will you encourage players to apply feedback during the activity?
This lesson sequence now transitions into practical activities.
Note: this practical lesson sequence should be repeated as necessary so that all students have a chance to experience the roles of strength and conditioning coach and coach.
In a class of 24, the groups could be organised as follows:
· First lesson, groups 1 and 2 lead the warm-ups, while groups 3 and 4 lead the coaching activities.
· Second lesson, groups 5 and 6 lead the warm-ups, and groups 1 and 2 take on the coaching activities.
· Third lesson, groups 3 and 4 lead the warm-ups, and groups 5 and 6 lead the coaching activities.
Coaching in practice
Remind students of the coaching principles explored in theory lessons, including cueing, feedback and leadership. Explain that during the lesson students will put their knowledge into action by running the warm-ups and coaching activities they designed in groups during theory lessons.
Each group will take turns leading the class in 1 of 2 coaching roles:
strength and conditioning coach – leading the warm-up activity
coach – leading the modified skill activity.
Student led warm-ups
Divide the class in half. Two selected groups will lead their warm-up activities at the same time (one group with each half of the class).
The selected strength and conditioning coaches are responsible for demonstrating, explaining and leading their designed warm-up.
Warm-ups should physically prepare players and mentally engage them with Ultimate-specific movements (for example, throwing, catching, pivoting, moving into space).
Note: it is important to circulate the space supporting groups in clarity and organisation.
Modified skill activity
After the warm-ups, reorganise the class into 2 groups again. Two new groups will now lead their Ultimate skill coaching activities, each taking half the class.
The coaches introduce the focus skill and explain the key cues before starting.
During the activity, coaches observe players, provide clear feedback (both positive and constructive) and keep the activity flowing.
Players are expected to listen, apply the cues and adjust their performance accordingly.
Note: circulate the space by checking that coaches are reinforcing the skill focus and assisting coaches in providing meaningful feedback.
Reflection, feedback and self-assessment
At the end of the session, the coaches briefly reflect with their group on what went well and what they might improve.
Players then complete Appendix 7 – self assessment a quick self-assessment checklist on their Ultimate skills (throwing, catching, pivoting and moving into space) and identify how coaching feedback helped them improve.
Formative assessment:
Outcomes
· refines and transfers movement skills and concepts for adaptation in a range of dynamic movement environments PH5-MSS-01
During this lesson sequence, observe and document how students use self-assessment to refine specialised movement skills and apply strategies to enhance and value movement.


Adjustments, evaluation and registration
	[Classroom teacher to complete.]




[bookmark: _Toc219970521]Learning sequence 4 – rule of the referee
Note: this is a theory and practical based learning sequence. The section ‘Learning sequence 4 – rule of the referee’ in the PowerPoint – PDHPE Year 9 – the real MVPs – behind the scenes in sport – slide deck can be used to support this learning sequence. The duration of this learning sequence is approximately 2 hours.
Table 4 – teaching and learning program
	Outcomes and content
	Teaching and learning activities

	Outcomes
PH5-SHP-01, PH5-SMI-01, PH5-MSS-01
Content
Focus area – Movement skills and strategies
Applying self-management and interpersonal skills to movement
Adopt a range of roles and responsibilities that support and enhance the facilitation of an organised physical activity event
Participate in activities where players, rather than an independent official, are responsible for officiating and examine the personal skills and attributes that are required to make this a successful experience
Apply and evaluate attitudes and behaviours that encourage enjoyable, ethical, respectful and inclusive movement experiences
Focus area – Health and wellbeing through physical activity
Participating safely
Examine and apply policies and procedures for ensuring safe practices when participating in a range of physical activities, including the use of safety equipment and adherence to rules that promote safe participation
	Learning intentions
We are learning to:
understand the role of a referee in different sports and how players can self-officiate in Ultimate
apply self-management, communication and interpersonal skills to make self-officiating work effectively during games
examine and follow rules and procedures that keep players safe while promoting fairness, inclusivity and enjoyment.
Success criteria
I can:
demonstrate different roles during games and explain how my actions support safe, fair and ethical gameplay
use honesty, clear communication and teamwork to resolve disputes and self-officiate successfully
identify rules and safety procedures in Ultimate and apply them during gameplay.
Referee ‘ref’-lection
Students work in small groups of 3 to 4 to brainstorm what a referee does in the sports they know, such as basketball, soccer or netball. They record their ideas on butcher’s paper. Ideas may include:
making decisions on fouls or infringements
ensuring safety of players
keeping score or time
communicating clearly with players.
Facilitate a whole-class discussion to compare the roles of referees in different sports. Students are encouraged to consider similarities and differences between sports they have played and Ultimate.
Explain to students that Ultimate usually uses a self-officiating model, but formal referees may be used in some settings. Students discuss the differences between having an official referee and players self-officiating, considering points such as:
players are responsible for calling their own fouls and rule infringements
disputes must be resolved respectfully between players rather than by an authority figure
greater emphasis is placed on honesty, integrity and the ‘spirit of the game’
players must communicate clearly and cooperate to maintain fairness and safety
the pace of play may change, as resolving disputes takes teamwork and negotiation.
Individually, students complete a short written reflection using the Playing with Spirit stimulus, which can be found under the Free Teacher Resources tab, to assist with their answers to the following questions:
What personal qualities and skills are needed to make self-officiating work well?
How does the playing with spirit policy assist in the safe participation of Ultimate?
To referee or self-referee, that is the question
Students now focus on Ultimate and how its rules are applied in real game situations. Begin with a recap of the essential rules, including scoring, turnovers, fouls and how spirit of the game guides fair play. For example:
score by catching the disc in the other team’s end zone
each point begins with a ‘pull’ (throw-off) between teams
you can’t run with the disc – pivot and throw within 10 seconds
the other team gets the disc if it’s dropped, intercepted, goes out or the thrower stalls
Ultimate is a non-contact sport, avoid physical contact
spirit of the game, players self-officiate and show honesty and respect.
Students are divided into small groups and given the following scenarios to discuss and solve:
a defender makes contact with the thrower’s arm while they are releasing the disc
the disc lands right near the sideline, and it is unclear if the receiver caught it in or out
two players both dive and grab the disc at the same time
a team takes a long time to check the disc in and restart play after a foul call.
Each group examines the scenarios and provides a written response in their workbooks for:
What would happen if players were self-officiating?
What would happen if a referee was officiating?
Design the rulebook
In groups, students design a mini-rulebook for a new version of Ultimate to be played in an upcoming practical lesson. They first decide if their version will be self-officiated or referee-officiated. They then establish guiding principles, such as, promoting safety, encouraging inclusivity, balancing fairness, increasing challenge.
Groups then create a set of rules for the following aspects of the game:
scoring
starting and restarting play
fouls and managing fouls
include at least 2 unique rules that make their version distinct.
Each group then describes how their rulebook supports safety, fairness and ethical gameplay.
Once complete each group presents their ideas and reflection on how it supports safety, fairness and ethical gameplay to the class.
Once all games have been presented, the class votes on 3 they would like to try in an upcoming lesson.
This lesson sequence now transitions into practical activities.
Warm-up – ref rally
Divide students into 3 groups: Team A (attack), Team B (defence) and Referees. Set up a shortened field of 30 to 40 metres, Team A and Team B play a modified game of Ultimate following the basic rules of the game. Referees are assigned to 3 zones to officiate the game. Using a hand whistle, they observe and manage play by calling turnovers, fouls and out-of-bounds, and restart play within their zone.
After 3 to 4 minutes, groups rotate so all students have the opportunity to experience each role.
Modified Ultimate
The class trial the 3 versions of Ultimate using the rulebooks designed in the previous lesson. Students are divided into 2 teams, excluding the group that created each, to play against each other in each game.
Note: if teams are too large, 2 games can run at once to maximise participation.
The class trials 3 student-designed versions of Ultimate.
Before each game begins, the group who created the rulebook explains their rules and highlights the unique features that make their version distinct.
Teams then play for around 10 minutes under these rules.
After each game, pause play briefly for reflection.
How did these rules affect safety, fairness, inclusivity or challenge?
This process repeats for all 3 versions. Students adapt to each set of rules, experiencing how the changes influence gameplay and team dynamics.
Final reflection
Students answer the following reflection questions:
Which version of the rules was the most enjoyable to play, and why?
Which rules promoted safety and fairness most effectively?
Did self-officiated games feel different to referee-officiated ones?
If you were designing one final version to be played by another class, which rules would you keep and why?


Adjustments, evaluation and registration
	[Classroom teacher to complete.]
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Learning sequence 5 – analysing sports performance
Note: this is a theory and practical based learning sequence. The section ‘Learning sequence 5 – analysing sports performance’ in the PowerPoint – PDHPE Year 9 – the real MVPs – behind the scenes in sport – slide deck can be used to support this learning sequence. The duration of this learning sequence is approximately 2 hours.
Table 5 – teaching and learning program
	Outcomes and content
	Teaching and learning activities

	Outcomes
PH5-SHP-01, PH5-SMI-01
Content
Focus area – Movement skills and strategies
Applying self-management and interpersonal skills to movement
Adopt a range of roles and responsibilities that support and enhance the facilitation of an organised physical activity event
Enhancing and valuing movement
Analyse data based on knowledge of performance and knowledge of results and apply this feedback to refine movement skills and strategies
Provide and apply feedback to refine specialised movement skills, concepts and strategies
	Learning intentions
We are learning to:
observe and analyse player performance in Ultimate using key performance indicators (KPIs)
record and interpret data to identify strengths and areas for improvement in skills and strategies
provide and apply feedback to improve team performance and individual movement skills.
Success criteria
I can:
accurately track throwing, catching, pivoting and movement into space during games
identify patterns in performance and suggest ways to improve skills and tactics
give clear, constructive feedback to players or teams to support better outcomes.
Sports analyst discussion
Begin the lesson by asking students the following:
Think about when you watch sport on TV, YouTube, TikTok highlights or even live at a game. What do commentators or analysts usually point out?
Examples could include:
they talk about who scored and how
they show statistics like possession or turnovers
they explain when a player makes a mistake or does something well
they compare players or talk about what the team needs to do to win.
Record ideas on the board to highlight that commentators and analysts are not just watching for fun, they are studying the game.
Next, students work individually to answer the following questions:
Why do teams pay attention to these statistics?
How do commentators know what to say?
If you were analysing a game of Ultimate, what things would you focus on?
Explain to students that just like in professional sport, Ultimate players and coaches benefit from having someone act as a sports analyst. An analyst watches carefully, collects information and then uses it to give feedback that helps teams improve performance, play more strategically and make better decisions in future games.
The role of a sports analyst
Explain that sports analysts focus on objective observation rather than opinion. They record actions, patterns and outcomes to identify strengths and areas for improvement. Analysts use both quantitative data (numbers, tallies, patterns) and qualitative notes (body language, communication).
Students watch the video The stats behind the Finals (4:17), which breaks down key performance statistics from the 2024 NRL season. The video illustrates the role of a sports analyst in interpreting data to identify trends, evaluate team performance and provide insights that inform game strategies and predict success in the finals.
Introduce the 4 Ultimate KPI’s
Throwing – accuracy: Did the throw reach the intended teammate without being intercepted or hitting the ground?
Catching – catch rate: Did the player successfully catch the disc using correct technique?
Pivoting – effective pivot: Did the player pivot to create space or a passing lane without traveling?
Moving into space – use of space: Did the player move into open space away from defenders to receive a pass?
Facilitate a class discussion with questions such as:
Why is accurate throwing so important for team performance?
How does effective pivoting support both offence and defence?
Why is moving into space as a player essential for maintaining possession and creating scoring opportunities?
How could observing these KPIs help a coach improve player performance?
Video analysis
Students work in pairs to practise observing and recording team performance in Ultimate. Each group focuses on the KPI related to each coaching cue to highlight the most important aspects of performance.
Students watch 5 minutes of 2024 AUC Div1 Outbreak vs Sublime 19 April 2024 10 00 AM (1:38:10).In pairs, one student acts as the analyst and records statistics for the Adelaide Outbreak team against the 4 KPIs on Appendix 8 – statistical analysis while their partner observes and records observations on Appendix 9 – observational analysis. Once completed, students swap roles and observe the clip again. After both viewings, students compare their findings for accuracy and discuss which actions were most frequent and how the KPIs could guide coaching feedback to improve team performance. After the discussion and comparison, students answer the following 3 reflection questions:
Which area did the team perform best in and why?
Which area needs the most improvement?
How could these observations inform team strategy or coaching for future games?
Creating an analyst report for coaches
Students work in small groups to create an analyst report using Appendix 10 – analyst report, that could be used by a coaching team to plan training and support player development. The report focuses on both positive performance aspects and areas for improvement, using the KPIs they have been observing.
Students begin by reviewing their KPI observation and data notes from the previous activity identifying patterns and key trends for each KPI.
Groups then organise their findings into 2 main sections. The first section is positive observations, where students describe skills and tactics that were effective and should be reinforced by coaches. The second section is constructive observations, where students highlight errors or weaknesses.
Once the 2 sections are complete, students write coaching focus suggestions in dot points, before individually writing a summary and recommendations that synthesises the insights across all KPIs.
This lesson sequence now transitions into practical activities.
Warm-up – end zone relay
Students are divided into 3 even teams and line up behind cones at one end of the playing area.
Set up a marked end zone 10 to 20 metres away. 
On the whistle, the first player in each line sprints into their end zone, where the second teammate in line throws them a disc.
The receiver must catch the disc inside the zone and then pivot to complete a return pass.
If the disc doesn’t make the end zone or is dropped, the team has a 5-second penalty or completes a physical challenge, such as 5 star jumps, before continuing.
Once the return pass is made, the next player sprints out to repeat the sequence.
The first team to complete the relay with all players wins.
Live analysis
In this activity, students compete in a 3 team round robin and rotate between playing a short Ultimate mini-game and observing as analysts. While playing, they focus on applying key skills and tactics such as throwing, catching, pivoting and moving into space. This rotation allows students to experience the game from both player and analyst perspectives.
Students split into 3 groups, Team A, Team B and analysts.
Teams A and B play a 5-minute mini-game while the analysts observe from the sideline.
Each analyst focuses on a single KPI. Half of the analysts track one KPI each for Team A, and the other half track one KPI each for Team B.
Analysts record tallies and short evidence notes using Appendix 8 – statistical analysis and Appendix 9 – observational analysis during play, before completing Appendix 10 – analyst report.
After 5 minutes the groups rotate so every student experiences being an analyst and a player.
Repeat until all students have been analysts at least once.
Reflecting on performance
Teams gather to review and reflect on the statistical and observational analysis of their performance. They compare results from their performances and decide on improvements by discussing questions such as:
Which skills did we execute well?
Which skills could we improve on?
How can we make improvements?
Teams decide on specific strategies or skill focuses to implement in the next game. Examples could include improving pivoting, better use of space, shorter more accurate throws.
Teams play another 5 to 7-minute mini-game, consciously applying the strategies and insights identified during reflection.
After the game, teams debrief to discuss whether the adjustments improved performance and identify further areas to refine by answering the following questions.
What did you change in your play, and how did it impact the game?
Did applying the feedback make the team more effective? Why or why not?


Adjustments, evaluation and registration
	[Classroom teacher to complete.]
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Learning sequence 6 – administering sports events
Note: this is a theory based learning sequence. The section ‘Learning sequence 6 – administering sports events’ in the PowerPoint – PDHPE Year 9 – the real MVPs – behind the scenes in sport – slide deck can be used to support this learning sequence. The duration of this learning sequence is approximately 2 hours.
Table 6 – teaching and learning program
	Outcomes and content
	Teaching and learning activities

	Outcomes
PH5-SHP-01, PH5-SMI-01
Content
Focus area – Movement skills and strategies
Applying self-management and interpersonal skills to movement
Adopt a range of roles and responsibilities that support and enhance the facilitation of an organised physical activity event
Evaluate how personal strengths and contributions can enhance teamwork, leadership and enjoyable participation
Demonstrate leadership and collaboration skills and evaluate how they promote successful outcomes in team environments
Focus area – Health and wellbeing through physical activity
Purposeful movement for lifelong health and wellbeing
Implement and evaluate strategies and behaviours that support enjoyment, motivation and engagement in physical activity for themselves and others
	Learning intentions
We are learning to:
plan and organise a mini Ultimate tournament, including schedules, venue set-up and equipment
identify and manage risks to ensure safety, fairness and smooth event operation
work collaboratively to lead, make decisions and support enjoyable participation for all involved.
Success criteria
I can:
create a clear event plan that shows how teams will compete and how the venue will be set up
identify potential hazards, suggest control measures and assign responsibilities to reduce risk
contribute to group planning, demonstrate leadership and explain how my decisions support fun, safe and fair participation.
Introduction to sports event administration
Remind students of the responsibilities of a sports event administrator:
plan events – decide type, objectives and equipment
create draws and schedules – ensure fairness and clear match order
set up venues – mark fields, arrange equipment
manage risks – identify hazards and plan for emergencies
follow policy – uphold safety, inclusivity, fair play and school/sport rules.
Creating a mini event plan
In small groups of 3 to 4, students use butchers’ paper to design a mini-event plan for a Year 9 Ultimate tournament. Each group should consider:
draw and schedule – how teams will compete fairly and rotate through matches
venue set-up – how fields will be marked, where equipment will be positioned, where spectators and first aid stations will be located
policy application – explain how rules, inclusivity and safety policies will be applied during the tournament.
Students may also like to create a name and branding for their event.
Risk assessment
Provide each group with Appendix 11 – risk assessment, including columns for hazards, who might be harmed, risk level, control measures and the person responsible.
Students identify potential risks in their event plan. Examples might include wet fields, collisions during play, insufficient warm-up or equipment failure. For each hazard, groups:
identify who might be affected (players, spectators, officials)
rate the level of risk (high, medium, low)
describe strategies to reduce the risk
assign responsibility for each control measure (event administrator, coach, players).
After completing the table, groups discuss their findings with the class. Facilitate a discussion on how effective risk management promotes safety, fairness and smooth event operation, and highlights any hazards groups may have overlooked.
Venue set-up simulation
Groups use their planning and risk assessment information to guide their design. Students are given a sheet of butchers’ paper, a diagram of a field or classroom and a list of equipment including discs, cones, scoreboards and first aid kits.
Students plan and draw their venue layout, showing where all elements will be positioned to maximise safety, accessibility and efficiency.
Groups explain how their set-up addresses the risk management and meets policy requirements.
Groups present their layouts briefly to the class.
Reflection and class discussion
Individually, students reflect on the lesson and consider:
which part of event administration they feel most confident about
which element they would focus on improving in future events.
Students share one insight with the class and discuss how these skills can be applied to school, community or professional sporting events.


Adjustments, evaluation and registration
	[Classroom teacher to complete.]
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Note: this is a theory based learning sequence. The section ‘Learning sequence 7 – event planning and implementing’ in the PowerPoint – PDHPE Year 9 – the real MVPs – behind the scenes in sport – slide deck can be used to support this learning sequence. The duration of this learning sequence is approximately 2 hours.
Table 7 – teaching and learning program
	Outcomes and content
	Teaching and learning activities

	Outcomes
PH5-SHP-01, PH5-SMI-01
Content
Focus area – Movement skills and strategies
Applying self-management and interpersonal skills to movement
Adopt a range of roles and responsibilities that support and enhance the facilitation of an organised physical activity event
Evaluate how personal strengths and contributions can enhance teamwork, leadership and enjoyable participation
Demonstrate leadership and collaboration skills and evaluate how they promote successful outcomes in team environments
Focus area – Health and wellbeing through physical activity
Purposeful movement for lifelong health and wellbeing
Implement and evaluate strategies and behaviours that support enjoyment, motivation and engagement in physical activity for themselves and others
	Learning intentions
We are learning to:
take on a specific role in planning and running an Ultimate tournament and understand its responsibilities
collaborate with other committees to ensure the event runs smoothly, safely and fairly
reflect on how our contributions and teamwork impact the success, enjoyment and engagement of the event.
Success criteria
I can:
plan and carry out tasks for my assigned role, including preparation, coaching, officiating or event management
communicate and work effectively with other committees to coordinate schedules, rules and activities
evaluate my own performance and teamwork, and explain how my actions helped make the tournament safe, fun and well-organised.
In this lesson, students will take on one of 5 key committees, coach, strength and conditioning coach, sports analyst, referee or sports event administrator, with the goal of collaboratively planning a sports tournament.
Students are divided into 5 committees, one for each role: coach, strength and conditioning coach, sports analyst, referee or sports event administrator. Each group is given a brief description of their role and the key responsibilities.
Role briefing
Outline to students the responsibilities of each committee and provide Appendix 12 – planning event tasks to each group, which students use to complete tasks during the lesson in preparation for the event.
Coaches – plan coaching strategies, pre-game preparation for players and skill development activities to ensure players are ready for the tournament.
Outcome: a written game plan and coaching focus sheet to guide match-day support.
Strength and conditioning coaches – design warm-ups, stretching routines and conditioning activities to enhance player performance and prevent injuries.
Outcome: a sport specific warm-up and cool-down plan to be implemented before and after games.
Sports analysts – identify key performance indicators (KPIs) for players and teams, plan observation strategies and prepare reporting templates for feedback.
Outcome: an observation and feedback plan ready for use during games.
Referees – review rules and policies for the event, plan how to manage fouls, conflicts and ensure fair play.
Outcome: a referee handbook to guide in-game decisions and ensure fair play.
Sports event administrators – develop the tournament schedule, draw format, venue set-up, equipment checklists and risk management strategies.
Outcome: a complete event plan that ensures smooth, safe and inclusive delivery.
Pre-planning collaboration
Before beginning the planning tasks, remind students that running a successful sports event relies on clear communication, teamwork and collaboration between all committees. Each committee has a unique role, but no group works in isolation. Below are suggested points for collaboration between committees.
Coaches
collaborate with strength and conditioning coaches to ensure warm-ups and preparation drills match the players’ skill and fitness levels
work with sports analysts to understand which KPIs to focus on during pre-event preparation
communicate with event administrators about player numbers, team allocations and schedule timing.
Strength and conditioning coaches
work with coaches to tailor conditioning and warm-up programs for skill development and readiness
coordinate with referees to ensure warm-up areas and exercises comply with safety requirements
liaise with event administrators about venue set-up and space needed for warm-ups and conditioning.
Sports analysts
collaborate with coaches to align KPIs with skill focus areas and preparation priorities
work with referees to ensure observations are consistent with rules and fair play standards
provide event administrators with information about equipment or space needed for data collection.
Referees
work with sports event administrators to ensure the tournament schedule and draws allow adequate rest, fair play and clear officiating coverage
coordinate with sports analysts so observations of game flow and fouls are consistent and objective
communicate with coaches about rule clarifications and how to manage player behaviour during games.
Sports event administrators
collaborate with coaches to understand player numbers and scheduling requirements
coordinate with strength and conditioning coaches about space for warm-ups and safety considerations
work with referees to ensure there are enough officials for each game and that rules are enforced properly
liaise with sports analysts to allocate observation areas and provide resources for recording KPIs.
Sharing and refining
Each committee presents a summary of their plan to the class. Other students can ask questions or suggest improvements. The focus is on ensuring all elements align so that when combined, the tournament plan is coherent and ready for implementation.
Reflection
Students individually reflect on the following questions:
What did I learn about the responsibilities of my role?
How does my committee’s work support the overall tournament?
What challenges did I face in planning, and how could I overcome them in the future?
This lesson sequence now transitions into practical activities.
Ultimate festival event
This Ultimate festival can be conducted in 2 ways, depending on the context and available participants.
1. [bookmark: _Hlk219192422]Option 1 – is an in-class event where teams rotate through the roles of player, coach and referee, allowing every student to experience each aspect of the game.
1. Option 2 – involves collaboration with another class or group, where students take on specific committee roles and maintain these responsibilities throughout the event, contributing to the smooth running and organisation of the event.
Option 1 – in-class event
In this practical lesson option, students bring their planning to life by running an Ultimate tournament. They apply their understanding of sports event roles in a real-world context, taking responsibility for preparation, gameplay and event operations. Students rotate through the roles of player, coach and referee, experiencing how each contributes to a successful event.
Pre-event preparation: students begin by preparing the venue and resources needed for the tournament. Each committee focuses on the essential elements to ensure the games can start safely and efficiently.
Organising the teams – confirm all teams and the number of players per team and assign team names if needed.
Preparing the schedule – display the round-robin fixture so everyone knows who plays when, and allocate times for each match and breaks.
Setting up playing areas – mark fields or courts and place all necessary equipment.
Assigning roles – decide who will be players, referees and coaches for each match, ensuring each team knows when they are playing versus supporting.
Checking equipment – make sure all equipment is ready and in good condition, with extras available if needed.
Communicating – ensure everyone knows where to go, the rules of the day and any safety requirements.
Scorekeeping and records – set up a system for recording results and decide who will track scores when not refereeing.
During the event: students rotate through player, coach and referee roles across 3 rounds of games. In each round, 4 teams play while one support team provides coaching and refereeing for example:
Round 1 – playing teams A versus B and C versus D, with E supporting
Round 2 – playing teams A versus C and D versus E, with B supporting
Round 3 – playing teams B versus D and A versus E, with C supporting.
The following role expectations for this format would include:
Players – apply skills and tactics, demonstrate teamwork and maintain fair play.
Coaches – guide teams from the sideline, offer feedback and make tactical decisions.
Referees – officiate matches objectively, manage fouls and ensure safe play.
Post-event: once the tournament concludes, students work together to pack up all equipment and ensure everything is safely stored.
The lesson concludes with a self-reflection where students consider the effectiveness of their roles and the event as a whole. Questions include:
What aspects of the event planning and set-up worked well?
How effectively did you contribute to your role (player, coach, referee)?
What challenges arose during the tournament, and how could they be addressed in future events?
How did collaboration between different roles contribute to the success of the event?
Option 2 – tournament for another class
In this practical lesson option, students put their planning into action by running an Ultimate tournament. Each student works within their assigned committee role – coach, strength and conditioning coach, sports analyst, referee or sports event administrator, to manage preparation, gameplay and overall event operations. The lesson allows students to experience firsthand how every role contributes to a smooth and successful tournament, emphasising collaboration, communication and teamwork.
Pre-event preparation: the following tasks could be completed:
Coaches – set up fields and equipment for games, confirm team line-ups and player roles, communicate with strength and conditioning coaches to ensure drills are safe and effective.
Strength and conditioning coaches – set up warm-up areas and organise any equipment needed for drills, check equipment and ensure it is safe, adjust drills based on available space and player needs, coordinate timing with coaches so warm-ups finish before games start.
Sports analysts – set up observation areas with clear sightlines, prepare KPI sheets or digital tools for tracking performance, prepare feedback plans.
Referees – inspect playing areas for safety, check all equipment (discs, whistles, stopwatches), review rules with other officials and clarify responsibilities, ensure teams understand the rules before the first game.
Sports event administrators – finalise tournament schedule and display draws; allocate venue spaces for games, warm-ups and rest areas; prepare team sheets, player lists and necessary documents; ensure all equipment, first aid and resources are available; communicate with all committees to coordinate tasks.
During the event: the following tasks could be completed:
Coaches – observe team performance and provide feedback, motivate and manage players, ensuring focus on fair play, use the coaching guide for coaching cues and strategies.
Strength and conditioning coaches – implement warm-up and cool-down routines and recovery between games, monitor players for signs of fatigue or injury, assist coaches with fitness-related support during short breaks.
Sports analysts – record KPIs for each game in real-time; note patterns, strengths and areas for improvement for each team; communicate with players and coaches to highlight observations when appropriate.
Referees – officiate games, enforcing rules fairly and consistently; monitor player behaviour and manage conflicts; communicate with coaches for rule clarifications.
Sports event administrators – monitor game progress to keep schedule on track; troubleshoot issues with equipment, space or timing; monitor scores and any changes in schedule; support referees and coaches with any logistical requirements.
Post event: once the tournament concludes, students work together to pack up all equipment, restore the venue and ensure everything is safely stored. Each committee has clear responsibilities during this time.
Coaches and strength and conditioning coaches return equipment used for warm-ups and drills.
Referees collect and store all game equipment, including discs and whistles.
Sports analysts organise and submit any KPI sheets or observation notes.
Event administrators ensure all documentation, first aid kits and resources are accounted for and the venue is left in good condition.
Following pack-up, students individually reflect on their learning using the following questions:
What did I learn about the responsibilities of my role during the tournament?
How did my actions contribute to the overall success of the event?
How did collaboration between committees influence the smooth running of the tournament?
What challenges did I face, and how could I address them in future events?
Formative assessment:
Outcomes
· designs, implements and evaluates plans to enhance safety, health and participation in lifelong physical activity PH5-SHP-01
· evaluates and adapts self-management and interpersonal skills to manage complex situations 
PH5-SMI-01
Focus on how well students perform in their assigned committees throughout the tournament. This includes observing their organisation, teamwork, communication and role-specific responsibilities, as well as how they contribute to the smooth running, safety and enjoyment of the event. Teacher observation, paired with student reflection and self-assessment, provides evidence of understanding, collaboration and effective participation.


Adjustments, evaluation and registration
	[Classroom teacher to complete.]


[bookmark: _Appendix_1_–][bookmark: _Appendix_1_–_1][bookmark: _Toc219970525][bookmark: _Toc145666058][bookmark: _Toc152167467][bookmark: _Toc148105389][bookmark: _Toc150181683][bookmark: _Toc150259389][bookmark: _Toc151447421][bookmark: _Toc151632401][bookmark: _Toc145666059][bookmark: _Toc151564446]Appendix 1 – role roulette graphic organiser
	Role
	Responsibility

	Player
	

	Coach
	

	Strength and conditioning coach
	

	Referee
	

	Sports analyst
	

	Sports event administrator
	


Adjusts tactics during play to respond to the opposition
Keeps official records and score sheets accurate
Identifies player strengths and areas for improvement
Monitors players’ physical effort and recovery
Helps resolve disagreements between players
Builds fitness drills to improve endurance, strength and agility
Develops game plans based on team strengths
Works with teammates to keep possession and score
Plans the schedule and organises the competition draw
Records key statistics during a game or training session
Advises on how to prepare physically for training and competition
Demonstrates key skills during gameplay
Promotes safe play by stopping dangerous actions
Ensures the game is played safely and fairly
Observes how well strategies are working in play
Plays fairly and respectfully
Allocates venues and resources for games or events
Teaches tactical strategies to improve performance
Keeps the game flowing without bias
Calls fouls or penalties when rules are broken
Moves into space to create opportunities
Ensures risk assessments and safety checks are completed
Calls their own fouls or acknowledges rule breaks
Motivates and supports the team during training and games
Manages equipment and ensures everything is ready for use
Gives feedback to help players improve their technique
Tracks how well the team maintains possession or executes skills
Designs warm-ups and cool-downs to prepare and recover the body
Sets conditioning challenges to support performance goals
Suggests tactical changes based on performance data

[bookmark: _Appendix_2_–][bookmark: _Toc219970526]Appendix 2 – sporting scenarios
[bookmark: _Toc219970527]Scenario 1 – dispute arises about a referee decision
During a close match, a controversial decision by the referee causes disagreement between teams. The coach approaches the referee to discuss the decision. Meanwhile, the event administrator is contacted by parents concerned about the delay caused by the dispute. The sports analyst reviews the video footage to clarify the incident. The strength and conditioning coach checks on a player who looks stressed.
[bookmark: _Toc219970528]Questions
1. How can effective communication between the coach and referee help resolve disputes quickly?
1. Why is it important for the event administrator to manage communications with spectators and participants during disruptions?
1. How might the sports analyst’s review support fairness and transparency in the tournament?
1. What role does the strength and conditioning coach play in supporting players’ well-being during stressful situations?


[bookmark: _Toc219970529]Scenario 2 – key player injured during a crucial match
During a close match in the tournament, a player suffers an injury after a collision. The referee stops the game immediately. The strength and conditioning coach rushes to assess the player’s condition. The coach coordinates substitution and encourages the team to stay focused, while the event administrator communicates with medical staff and manages any schedule adjustments.
[bookmark: _Toc219970530]Questions
1. How does the referee’s quick decision to stop the game contribute to player safety?
1. Why is it important for the strength and conditioning coach to assess the injury promptly?
1. How should the coach manage the team’s morale and strategy after an injury?
1. What role does the event administrator play in handling the situation smoothly?
1. How can the sports analyst support the team during this disruption?


[bookmark: _Toc219970531]Scenario 3 – team not performing well halfway through the season
After a basketball game, the team meets to review their performance and season so far. The coach leads the discussion, the sports analyst presents data on team strengths and weaknesses, the strength and conditioning coach suggests improvements for physical preparation, the referee provides feedback on rule adherence and sportsmanship and the event administrator gathers feedback on the event organisation.
[bookmark: _Toc219970532]Questions
1. How does reviewing performance data help the coach and team improve?
Why is feedback from the referee important for player development?
In what ways can the strength and conditioning coach’s input influence future training programs?
How does the event administrator’s feedback contribute to improving future tournaments?
What can be learned about teamwork from this process?


[bookmark: _Toc219970533]Scenario 4 – setting up a tournament with predicted poor weather
The school is organising an inter-school soccer tournament. The event administrator is coordinating venues, scheduling matches and arranging equipment. However, poor weather is predicted for the tournament day, which may affect outdoor play. The coach is selecting players and setting team goals, considering possible changes to the schedule or playing conditions. The strength and conditioning coach is designing training programs to prepare the team physically, including strategies for playing in wet or slippery conditions. The sports analyst is reviewing past match data to help refine strategies, factoring in how weather has affected past performances. The referee is preparing to enforce the rules fairly during the games, including any weather-related rule adjustments or safety considerations.
[bookmark: _Toc219970534]Questions
1. How should the event administrator communicate with the coach, referee and other roles to adjust plans for poor weather?
1. In what ways can the strength and conditioning coach prepare players physically and mentally for challenging weather conditions?
1. How might the sports analyst’s data help the coach adapt strategies for playing in wet or slippery conditions?
1. What safety considerations should the referee keep in mind when enforcing rules during poor weather?
1. 

[bookmark: _Appendix_3_–][bookmark: _Toc219970535]Appendix 3 – attributes and strengths of sporting roles
	Role
	Necessary attributes
	Self-reflection

	Coach
	
	

	Referee
	
	

	Strength and conditioning coach
	
	

	Sports analyst
	
	

	Event administrator
	
	




[bookmark: _Appendix_4_–][bookmark: _Toc219970536]Appendix 4 – strengths force field
[bookmark: _Appendix_5_–][image: Strengths force field with some words already filled in - communication, adaptability, problem solving, leadership and empathy.]

[bookmark: _Appendix_5_–_1][bookmark: _Toc219970537]Appendix 5 – component mix, match and rate
	Component
	Definition
	Action
	Rating (high/medium/low)

	Cardiovascular endurance
	
	
	

	Muscular strength
	
	
	

	Muscular endurance
	
	
	

	Flexibility
	
	
	

	Body composition
	
	
	

	Agility
	
	
	

	Balance
	
	
	

	Coordination
	
	
	

	Power
	
	
	

	Reaction time
	
	
	

	Speed
	
	
	


[bookmark: _Toc219970538]Definitions
How well the heart and lungs keep the body supplied with oxygen during long activity
The maximum force a muscle can produce in one strong effort
A muscle’s ability to keep working without getting tired
How freely a joint can move through its full range
The balance of muscle, fat, bone and other tissue in the body
Moving the body or part of the body quickly from one place to another
How quickly you respond to a signal or event
Combining strength and speed to produce an explosive movement
Linking body parts smoothly to perform a skill
Staying steady and in control of body position
Ability to change direction quickly and under control
[bookmark: _Toc219970539]Actions
Jumping high to contest a disc
Having the right balance of muscle and lean mass to move quickly and stay agile
Stretching wide to grab a low or overhead pass
Holding a strong running pace throughout the whole game
Sprinting up and down the field many times without tiring
Catching the disc while pivoting on one foot without falling
Launching into a sprint or leaping for a disc
Timing your hands and eyes together to catch the disc cleanly
Outrunning a defender to reach the end zone
Reacting to an opponent’s sudden throw or cut
Dodging an opponent to get free for a pass

[bookmark: _Appendix_6_–][bookmark: _Toc219970540]Appendix 6 – feedback scenarios
[bookmark: _Toc219970541]Throw
Scenario: a player successfully completes 3 accurate backhand passes in a row to a moving teammate.
	Type
	

	When
	

	Example
	


Scenario: a player’s backhand throw consistently falls short and drifts to the side.
	Type
	

	When
	

	Example
	


Scenario: a player who has been struggling with the forehand throw manages to complete one clean, controlled pass to a teammate.
	Type
	

	When
	

	Example
	


Scenario: a player attempts a long pass downfield under pressure and delivers it accurately into space for their teammate to run onto.
	Type
	

	When
	

	Example
	


Scenario: a player is struggling to get their forehand passes to reach their target because the disc wobbles through the air.
	Type
	

	When
	

	Example
	


Scenario: a player throws a forehand pass to a teammate, but the disc curves away from them instead of flying straight.
	Type
	

	When
	

	Example
	


[bookmark: _Toc219970542]Catch
Scenario: a player goes for a one-handed grab when they had time to use 2 hands.
	Type
	

	When
	

	Example
	


Scenario: a player uses a 2-handed pancake catch and keeps the disc close to their body.
	Type
	

	When
	

	Example
	


[bookmark: _Toc219970543]Pivot
Scenario: a player pivots, but their body is facing the wrong direction, limiting throwing options.
	Type
	

	When
	

	Example
	


Scenario: a player uses a strong, balanced stance to pivot away from a defender.
	Type
	

	When
	

	Example
	




[bookmark: _Toc219970544]Move into space
Scenario: a player makes a sharp diagonal cut into open space and receives a clean pass.
	Type
	

	When
	

	Example
	


Scenario: two players run into the same lane, blocking each other’s options.
	Type
	

	When
	

	Example
	




[bookmark: _Appendix_7_–][bookmark: _Toc219970545]Appendix 7 – self-assessment
	Criteria
	Yes
	Mostly
	Sometimes
	A few times
	No

	I use space effectively on the field
	
	
	
	
	

	I throw accurately to teammates
	
	
	
	
	

	I choose the right type of throw for the situation
	
	
	
	
	

	I draw defenders before passing
	
	
	
	
	

	I maintain possession under pressure
	
	
	
	
	

	I pivot to protect the disc and open options
	
	
	
	
	

	I change pivot direction quickly when needed
	
	
	
	
	

	I catch reliably while stationary
	
	
	
	
	

	I catch while moving
	
	
	
	
	

	I catch under defensive pressure
	
	
	
	
	

	I move into open space to support play
	
	
	
	
	

	I anticipate play and position effectively
	
	
	
	
	

	I communicate with teammates to coordinate play
	
	
	
	
	


How did the feedback I received help me improve my skills today?
What is one thing I can do next time to apply this feedback more effectively?


[bookmark: _Appendix_8_–][bookmark: _Toc219970546]Appendix 8 – statistical analysis
	KPI
	Successful attempts tally
	Unsuccessful attempts tally
	Total attempts:
Successful and Unsuccessful

	Throwing – accuracy – throw reached teammate
	
	
	

	Catching – catch rate – successful catch
	
	
	

	Pivoting – effective pivot – created space with no travel
	
	
	

	Moving into space – use of space – moved into open space to receive
	
	
	


[bookmark: _Toc219970547]Statistical findings (successful attempts/total attempts)
Throwing accuracy:
Catch rate:
Effective pivot:
Use of space:


[bookmark: _Appendix_9_–][bookmark: _Toc219970548]Appendix 9 – observational analysis
	KPI
	Yes
	Mostly
	Sometimes
	A few times
	No
	Notes

	Throwing – accuracy – Did the team complete passes to intended teammates without interception?
	
	
	
	
	
	

	Catching – catch rate – Did players successfully catch the disc using correct technique?
	
	
	
	
	
	

	Pivoting – effective pivot – Did players pivot to create space or passing lanes without traveling?
	
	
	
	
	
	

	Moving into space – use of space – Did players move into open areas to receive passes?
	
	
	
	
	
	




[bookmark: _Appendix_10_–][bookmark: _Toc219970549]Appendix 10 – analyst report
[bookmark: _Toc219970550]Positive observations
Describe the skills or tactics that were executed well and supported effective gameplay.
	KPI
	Observation and statistics
	Example

	Throwing
	
	

	Catching
	
	

	Pivoting
	
	

	Moving into space
	
	


[bookmark: _Toc219970551]Constructive observations
Describe the skills or tactics that require improvement to support effective gameplay.
	KPI
	Observation and statistics
	Example

	Throwing
	
	

	Catching
	
	

	Pivoting
	
	

	Moving into space
	
	


[bookmark: _Toc219970552]Suggested coaching focus
Which KPIs require improvement, and how could coaches address them?
	


[bookmark: _Toc219970553]Summary and recommendations
Provide an overall analysis of the team’s performance and practical suggestions for coaches to use in upcoming training sessions.

[bookmark: _Appendix_11_–][bookmark: _Toc219970554][bookmark: _Hlk209968866]Appendix 11 – risk assessment
	Hazard
	Who might be harmed
	Risk level (high/medium/low)
	Control measures
	Responsible person

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	




[bookmark: _Appendix_12_–][bookmark: _Toc219970555]Appendix 12 – planning event tasks
[bookmark: _Toc219970556]Coaches – game strategy and team preparation
Students take on the role of coaching staff responsible for preparing their teams for competition.
[bookmark: _Toc219970557]Tasks
Design a team game plan, including offensive and defensive strategies.
Identify key coaching cues to coach during games.
Plan a half-time talk focusing on possible feedback and tactical adjustment.
Outcome: a written game plan and coaching focus sheet to guide match-day support.
[bookmark: _Toc219970558]Strength and conditioning coaches – warm-up and physical preparation
Students are tasked with designing safe and effective physical preparation for teams.
[bookmark: _Toc219970559]Tasks
Design a dynamic warm-up (8 to 10 minutes) tailored to Ultimate, including mobility, activation and sport-specific drills.
Include injury prevention exercises targeting common risks (for example, ankles, knees, shoulders).
Outline a cool-down routine for recovery post-match.
Prepare a short explanation of how their plan supports performance and safety.
Outcome: a warm-up and cool-down plan to be implemented before and after games.
[bookmark: _Toc219970560]Sports analysts – observation and reporting tools
Students will plan how they will collect and present performance data during the tournament.
[bookmark: _Toc219970561]Tasks
Design a match observation template based on the 4 KPIs: throwing, catching, pivoting and moving into space.
Specify who will collect the data, how it will be collected and when it will be collected (for example, how roles will be assigned, whether data will be recorded per point or per half).
Identify what positive and constructive feedback might look like for each KPI.
Outcome: an observation and feedback plan ready for use during games.
[bookmark: _Toc219970562]Referees – rules, safety and game management
Students develop the policies and procedures needed to manage safe, fair and ethical gameplay.
[bookmark: _Toc219970563]Tasks
Write a rules summary sheet for the version of Ultimate decided on by the committee, including how play starts, scoring, fouls and restarts.
Create a decision-making guide for common scenarios (for example, contact fouls, disputed catches, sideline calls).
Prepare a communication plan for how referees will signal decisions and manage player interactions.
Outcome: a referee handbook to guide in-game decisions and ensure fair play.
[bookmark: _Toc219970564]Event administrators – structure, scheduling and risk management
Students are responsible for the logistical and safety planning of the tournament.
[bookmark: _Toc219970565]Tasks
Design the tournament draw and schedule (round-robin format with 4 teams).
Create a venue set-up plan, including field layout, equipment placement and spectator zones.
Complete a risk assessment identifying potential hazards (for example, weather, collisions, surface conditions) and controls.
Outcome: a complete event plan that ensures smooth, safe and inclusive delivery.


[bookmark: _Toc197684720][bookmark: _Toc201160149][bookmark: _Toc219970566][bookmark: _Toc149324466][bookmark: _Toc150181685][bookmark: _Toc150259391][bookmark: _Toc151447423][bookmark: _Toc151632403][image: ]Program feedback
[bookmark: _Capturing_student_voice]We value your feedback. If you use this teaching and learning program in your faculty and school context, please complete the PDHPE 7–10 resource evaluation form. If you have further comments or suggestions, please email PDHPEcurriculum@det.nsw.edu.au.


[bookmark: _Toc219970567]Support and alignment
Resource evaluation and support: all curriculum resources are prepared through a rigorous process. Resources are periodically reviewed as part of our ongoing evaluation plan to ensure currency, relevance and effectiveness. For additional support or advice, or to provide feedback, contact the PDHPE Secondary Curriculum team by emailing PDHPEcurriculum@det.nsw.edu.au.
Differentiation: further advice to support Aboriginal and/or Torres Strait Islander students, students learning English as an additional language or dialect (EAL/D), students with a disability and/or additional needs and high potential and gifted students can be found on the Planning, programming and assessing 7–12 webpage. This includes the Inclusion and differentiation advice 7–10 webpage.
Assessment: further advice to support formative assessment is available on the Planning, programming and assessing 7–12 webpage. This includes the Classroom assessment advice 7–10. For summative assessment tasks, the Assessment task advice 7–10 webpage is available.
Explicit teaching: further advice to support explicit teaching is available on the Explicit teaching webpage. This includes the CESE Explicit teaching – Driving learning and engagement webpage.
Consulted with: Curriculum, PDHPE subject matter experts.
Alignment to system priorities and/or needs: School Excellence Policy, Our Plan for NSW Public Education
Alignment to the School Excellence Framework: this resource supports the School Excellence Framework elements of curriculum (curriculum provision) and effective classroom practice (lesson planning, explicit teaching).
Alignment to Australian Professional Standards for Teachers: this resource supports teachers to address Proficient Teacher Standard Descriptors 3.1.2, 3.2.2, 3.3.2, 3.4.2, 5.1.2.
[bookmark: _Toc145666063]Creation date: 29 September 2025
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