Locomotor Skill Practice with Dice
A way to practice locomotor skills and levels.
Objective: Students will practice learned locomotor skills and levels.

Equipment: Eleven (11) locomotor skill cards numbered 2-12 prepared in advance

Setup: 
· Post the 11 locomotor cards around the perimeter of the gym making sure the numbers on the cards are out of sequence. Divide the students among the 11 cards so only a few are starting at each one.
· A pair of dice for each student.
Description: The students roll the dice to determine the next card to which they will move. Each card also tells the student how to move to the next card. 
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When the music begins –

· All students roll their dice then add them together. 
· Using the locomotor skill on the card where they are starting, they will move to the card that has the same number as the sum of the dice. For example:  A student rolls a 3 and a 4. The sum is 7, so they will move to the #7 card using the locomotor skill that is on their current card. 

· This is repeated as they move from card-to-card. once they get to the next card. 
Safety:  

· Since the students will be crossing through the center of the gym from different directions and at different levels, they need to be aware of others to avoid collisions.
· Students who are at a low level (crawl and crabwalk) have the right of way.

· I emphasize that it is “how well you can perform the skills” NOT “how fast you can perform the skills!”
Modification: If some students have difficulty reading, put them with other students who are good readers and have them move from card-to-card as partners.

Variations: 
· Use subtraction:  If you do this, you will only need cards numbered 0 – 5

· Let the student choose to either add or subtract. You will need cards numbered 0-12

· Stop the music periodically during this activity and have students perform exercises (e.g. Jumping jacks, toe touches, etc.). When the music begins again, students continue on their way to the next card. 
· If the sum of the dice is the same as the card where they are, they roll again. Yes, some students may end up going to the same card a few times.

· Put an exercise polyspot by each card and have them do the exercise before rolling the dice then moving on.
Cards include:
  0 –  Bear Walk to
#1 –  Jump to


  
#7 – Slide to
#2 – Crabwalk to   

  
#8 – Spin to

#3 – Crawl to


 
 #9 – Tip toe to

#4 – Gallop to

           #10 – Skip to

#5 – Hop to


           #11 – Lunge to

#6 – Jog to


           #12 – Speed Walk to
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