Wiffleball/Softball Unit
UNIT: Wiffleball/Softball
TIME FRAME: October 1 – October 15   TEACHER: Matthew Jones
	Unit Summary and Rationale: 
Wiffleball/Baseball/Softball is a game designed to challenge the participants in a variety of sporting techniques.  It combines the skills of throwing, catching, running, hitting, fielding and strategy to create a challenging yet enjoyable team sport.


	Unit Standards: 
· PEHS.1: Demonstrates competency in motor skills and movement patterns needed to perform a variety of physical activities

· PEHS.2: Demonstrates understanding of movement concepts, principles, strategies, and tactics as they apply to the learning and Performance of physical activities.

· PEHS.3: Participates regularly in physical activity. 

· PEHS.4: Achieves and maintains a health enhancing level of physical fitness

· PEHS.5: Exhibits responsible personal and social behavior that respects self and others in physical activity settings.



	Unit Connection 
( Students will demonstrate independence.      

( Students will value evidence.                                      

( Students will build strong content knowledge.                                     

( Students will respond to the varying demands of audience, task, and discipline.

( Students will critique as well as comprehend.                                    



	Essential Questions: 
· What are the safety principles in the gym and field?

· What is the importance of understanding how to perform a sport before attempting it?

· Why is it important to be able to distinguish the different muscle groups you are working?

· What are the primary teaching points for the technique of the sport?

· What is the difference between static and dynamic stretching?

	Big Ideas: 
· The students will learn the strategy and rules of Wiffleball/Softball.  
· The students will learn the importance of spatial awareness

· The students will work together collectively for a common goal

· The students will conclude the best ways to effectively play the sport of Wiffleball/Softball 


	Learning Tasks: 
· Static Stretching Warm-up

· Organization of teams

· Strategy 

· Participation of the game


	Skills:  
· Throwing
· Offensive Strategy

· Defensive Strategy

· Running

· Catching
· Hitting

· Fielding

	Key Terms / Vocabulary: 

· Spatial Awareness

· Working Collectively

· Strategy

· Inclusion

· Tolerance


	Assessments: 
Formative Assessment:

· Observation and Correction of students participating in the activity

· Skills Check Sheet

Summative Assessment:

· Rules and gameplay will be covered on the final exam


	Learning Activities: 
· Static Stretching as a class student or teacher led

· Push-ups and Sit-ups

· Discuss rules for Wiffleball/Softball
· Set-up Gym/Field for Wiffleball/Softball
· Play Wiffleball/Softball Tournament


	Resources / Text Selections: 
Not applicable for this unit

	Additional Notes:

The Game

A baseball/softball game is played by two teams who alternate between offense and defense. There are nine players on each side. The goal is to score more runs than the opponent, which is achieved by one circuit of four bases that are placed on the diamond.

The Equipment

The defense wears baseball/softball gloves, a leather contraption that fits on the hand, to catch the ball. A baseball is a white ball roughly three inches in diameter with red stitching. A softball is roughly twice as big, sometimes yellow (but no softer).

The offense uses a bat, which is made of wood in the professional ranks, and likely made of aluminum or a metal composite at amateur levels. Almost all softball bats are aluminum or metal.

The Field

The part of the field closest to the bases is called the infield, and the grassy farther reaches is called the outfield. 

The bases are 90 feet apart on the diamond, closer in children's leagues and softball. Other fields are variable, and the outfield fences or the amount of “foul territory” - the amount of ground that borders the field between the long white lines that connect first base to home plate and third base to home plate – varies from field to field.

Defense: The Positions

There's a pitcher in the middle of the mound who initiates the action by throwing the ball toward home plate. The catcher catches the ball if it's not hit. The infielders are the first baseman, second baseman, shortstop (between second and third base) and the third baseman. There are three outfielders: The left fielder, center fielder and right fielder.

The Game

There are nine innings in professional baseball games (sometimes fewer in lower levels), and each inning is divided in half to the top of the inning (when the visiting team hits and the home team plays defense) and the bottom of the inning (when the home team hits and the visiting team plays defense).

Each team gets three outs in each half of the innings.

On Offense

Each team has nine players in its batting order, and they must stick to that order throughout the game (players may substitute in for other players). A play begins with a batter waiting to hit a pitch from the pitcher. If the batter hits the ball into the field of play, the batter runs to first base and can run to as many bases as he or she deems fit without getting "out."

A batter gets three strikes (a swing and a miss or a ball over the plate in what's deemed the “strike zone” by an umpire) or he or she is out. If there are four balls (a pitch that is not in the “strike zone”), the batter is automatically allowed to go to first base.

When a batter begins running, he or she is then referred to as a "runner". Runners attempt to reach a base, where they are "safe" and can remain on the base until the next hitter comes up. The defensive players attempt to prevent this by putting the runners out using the ball; runners put out must leave the field.

A batter gets a "hit" when he or she reaches a base without getting out, or forcing another runner to get out (and without the defense making an error). Runs are scored when a player completes a circuit of the diamond before there are three outs in the inning.

If a players hits the ball over the outfield fence in fair territory (between the foul lines), it's a home run, and the batter can circle all four bases.

On Defense

There are many ways that the team on defense can get an offensive player out. Four common ways are:

· Strikeouts (hitter misses three pitches)

· Force outs (when, after the ball is hit, the defensive player with the ball reaches a base before the runner)

· Fly outs (when a player hits the ball in the air and it's caught by a defensive player before the ball hits the ground)

· Tag outs (when a runner is touched with the ball, or a glove with the ball in it)

Differentiation:
· Adjust physical activity as necessary for individual physical needs



