
run   jump   throw

Create a plan as a group run 
past a defender.

Evaluate the plan to consider 
what went well and what 

could be improved.

Change your speed as you 
move.

Change the way you 
take off e.g. left foot, two 

feet.

Predict where your 
opponent might move.

Select the most 
appropriate jump for the 

distance.

Plan where your throw will 
hit the target.

Share an idea that might 
support a friend when they 

are throwing.

Trial different throwing 
techniques to identify the 
most successful for you. 

run jump throw 

The ‘run jump throw’ learning theme in Upper Key Stage Two allows children 
to apply their learning from previous ‘Run Jump Throw’ Learning Themes in a 

wider range of contexts.

Children will be engaging with the activities in greater depth, exploring the 
cognitive and affective areas of the games.

‘Develop simple tactics for attacking and defending’
‘Engage in competitive and co-operative activities’

‘Develop balance, agility and coordination’
‘Compare their performances with previous ones and demonstrate 

improvement to achieve their personal best’
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run
Create a plan as a group run past a defender.

Evaluate the plan to consider what went well and what could be 
improved.

Change your speed as you move.

Children play a game of ‘Link Tag’. 
Create three rectangular playing 
areas and split the children in to 

three groups. In each group, identify 
two taggers who then link arms or 

hold hands. Remaining children try to 
stay away from the taggers and 
avoid being caught. If a child is 

caught, they link arms or hold hands 
with taggers to increase the size of 

the tagging group.

SPACE
When playing ‘Link Tag’ increase the distance the taggers can cover by children 

holding a bib. When playing ‘Beat the Box’ add a safe zone to rest in.
TASK

When playing ‘Beat the Box’, challenge children to touch the tagger on their back 
as they run across the playing area. 

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

PEOPLE
When playing ‘Link Tag’, have two different groups of taggers to avoid. If tagged 

children chose which tagging team to join. 

Once you have played ‘Beat the Box’ complete three stars and a wish for 
a person in your group. Did they use their arms to run? Did they plan a 

short route?

Share a time in the game where you worked well with a partner or small 
group to achieve the Success Criteria. 

Children play a game of ‘Beat the 
Box’. In groups of three or four, 

children create a rectangle 
approximately 3 m x 5 m. Groups 
have one child in the center of the 

rectangle, this person is the tagger. 
Other children surround the outside 
edge of the rectangle. They then run 
across the rectangle and avoid being 

tagged. 



jump
Change the way you take off e.g. left foot, two feet.

Predict where your opponent might move.

Select the most appropriate jump for the distance.

SPACE
Place steppingstones in the rivers to allow children small jumps when they are 

playing ‘Jump the River’.
TASK

Challenge children to tag their partners knee with their non-dominant hand.
EQUIPMENT

When playing ‘Jump the River’, children can take their own steppingstone with 
them if they are finding it difficult to jump a particular river. When playing ‘Knee’ 

Tag’, provide children with a noodle to tag with. 
PEOPLE

When playing ‘Jump the River’, add sharks to tag the children as they jump a river. 
If tagged children 

Ask children to find a partner and challenge them to consider how they 
might work together to jump the rivers effectively. 

Share a time where you persevered at jumping over a river, even if you 
found it difficult. 

Split the class in half and play a 
game of ‘Jump the River’. Create two 
rectangular playing areas with 4 or 5 
‘rivers’ marked with cones across its 

width. Children aim to travel from 
one end of the playing area to the 

other, collect an object and return to 
the starting point. Children try to 

jump over the rivers to get back to 
their base safely.

Children work in pairs or groups of 
three to play ‘Knee Tag’. Positioning 
themselves either side of a marker or 
line, children aim to tag their partner 

on their knee. Children can avoid 
being tagged by jumping sideways 

or backwards. Once pairs have 
played each other a few times, give 

children the opportunity to find a 
new partner. 



Plan where your throw will hit the target.

Share an idea that might support a friend when they are 
throwing.

Trial different throwing techniques to identify the most successful 
for you. 

Children play a game ‘Bounce Ball’. 
Working in groups of three or four, 

children create a square playing area 
with cones or flat markers. Using a ball 

that bounces, they take it in turns to 
bounce the ball into the playing area. 

Whoever catches the ball, throws it in to 
the playing area and the game continues. 
The game can be played collaboratively 
or competitively. If played competitively, 
children must take catch and return the 

ball when it is their turn.  

SPACE
When playing ‘Bounce Ball’, create different sized targets on the floor.

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 ‘Bounce Ball’, children can select a different ball to adjust the level of 
challenge.

PEOPLE
When playing ‘Bounce Ball’, children could work together in pairs. When playing 

‘Ball Strike’, children could work in pairs to cross the area together. 

Share one thing with a friend that you found difficult when throwing at 
the players in ‘Ball Strike’.

Identify someone who was honest when they were hit by a ball in ‘Ball Strike’.

Play a game of ‘Ball Strike’. Split children 
into groups of eight or ten. In a 

rectangular playing area, children are 
split in to two teams, ‘throwers’ and 

‘collectors’. The collectors run from their 
base at one end of the rectangle to the 

other end, pick up an object and return it 
to their base. The throwers stand outside 

the long side of the rectangle with soft 
dodgeballs. Their aim is to hit the 

collectors as they make their runs. If hit, 
children must return their object.

throw


