
run   jump   throw

Identify the movement of 
your opponent.

Change your steps to slow 
down.

Discuss and create a plan to 
improve your performance. 

Select the best jump for 
the distance.

Consider how you will 
stop yourself after 

landing. 

Identify the target you are 
going to throw towards.

Consider how much energy 
you will use. 

run jump throw 

The ‘run jump throw’ learning theme in Lower Key Stage Two provides an 
opportunity for pupils to build on the Fundamental Movement Skills 

developed in Key Stage One. 

This is a critical stage for children to feel confident in these skills and providing 
plenty of opportunities for them to experiment is key.

‘Use running, jumping, throwing and catching in isolation and in combination’

‘Play competitive games’
‘Develop flexibility, strength, technique, control and balance’

‘Compare their performances with previous ones and demonstrate 
improvement to achieve their personal best’
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run
Identify the movement of your opponent.

Change your steps to slow down.

Discuss and create a plan to improve your performance. 

SPACE
When playing ‘Racer’, adjust the children’s starting positions to increase or reduce 

the level of challenge.
TASK

When playing ‘Base Racer’, challenge children to touch the taggers on their backs 
whilst they are holding an object. 

EQUIPMENT
Children play both games whilst carrying, bouncing or dribbling a ball. 

PEOPLE
When playing ‘Base Racer’, create zones with a greater number of taggers inside 

to adjust the level of challenge. 

Children complete three stars and a wish in small groups or pairs. 
Children discuss whether they identified the movement of an opponent 

and how they went about it. 

Share a moment where you felt proud of yourself when playing ‘Racer’ 
or ‘Base Racer’.

Children play a game of ‘Base 
Racer’. Six to eight scoring zones are 
set up inside a rectangular playing 

area. Children play in pairs and start 
the game in their own ‘Base’ around 

the edge of the playing area. 
Children take an object from their 

base to one of the scoring zones and 
place it inside. Two or three pairs act 

as taggers and try to stop the 
children reaching the scoring zones.

Children play a game of ‘Racer’ in 
pairs or threes. Children use two 
markers or spots and place them 
approximately four meters apart. 
Starting from their ‘home’ spot, 

children race to the opposite spot, 
stopping by standing on top of it. 

Children can experiment within the 
game by starting in different 

positions or running around the 
opposite spot and back ‘home’.



jump

Select the best jump for the distance.

Consider how you will stop yourself after landing. 

SPACE
Increase or reduce the size of the their ‘home’ area in ‘Racer’ to adjust the level of 

challenge when children jump to finish the game. 
TASK

When playing ‘Base Racer’, challenge children to jump in to a scoring zone through 
one side and jump to leave through another. 

EQUIPMENT
When playing ‘Base Racer’ provide taggers with equipment such as a noodle to 

tag with. 
PEOPLE

Challenge children to move in pairs, holding a bib between them.

Children share which jump was the most effective for them when trying to 
maintain their balance at the end of ‘Racer’.

Share a time when someone in your class supported the learning of some 
one in their group.

Children play ‘Base Racer’ but with 
some changes. Children must enter 

and leave their own base by 
performing a jump. The scoring zones 

are colour coded, with each colour
specifying a particular jump e.g. two 

footed jump, left leg, right leg etc. 
Children choose which scoring zone 

they wish to enter to place their 
objects.

Children use the game of ‘Racer’, 
however this time children are 

challenged to move by a 
combination of running and jumping. 
Children must stop on their partners 
spot by jumping on to it. Challenge 

children to experiment with different 
jumps to finish their run. The game 

can also be played by children 
travelling by using different jumps.



Identify the target you are going to throw towards.

Consider how much energy you will use. 

Children revisit ‘Cone Tennis’ from the 
Key Stage One Learning Theme. This time 
children play the game in groups of four. 

Children work in pairs and stand on 
either side of the cone ‘net’ in a larger 

playing area. In this version of the game, 
children throw a ball over the net, catch it 

and return it to the opposite side. 
Children rotate who catches and then 
returns the ball to encourage them to 

think about their positioning. 

SPACE
Add a zone in ‘Cone Tennis’ where the ball should land to increase the level of 

accuracy used. 
TASK

Children may be able to send the object in different ways e.g. two hands, one hand, 
non-dominant hand, different types of throw

EQUIPMENT
When playing ‘Battle Cones’ provide children with different sized objects to throw 

at their partners cones. 
PEOPLE

Adjust the team sizes in ‘Battle Cones’ to change the level of challenge. 

Share with your team how it felt when you hit your partner’s cone.

Identify someone who supported the learning of another child in your class. 

throw

Children play a game of ‘Battle Cones’. In 
pairs or threes children are given three 

cones each. Children lay them out on the 
floor in front of themselves 

approximately 2/3 meters apart from 
each other. The cones must be touching 

when placed down. With an object like a 
bean bag, children take it in turns to 

throw towards their partners cones. If 
they hit one, children run out, collect the 

cone and add it to their line of cones.


