
throw
Selecting a type of throw to use

Choosing an appropriate time to throw

To implement the correct amount of 
force/power into a throw

L1: Ants in your pants
Children to work in pairs. One student to be the 

thrower, the other to hold a hula hoop around their 
waist. Every time a throw is made into a hula hoop, one 

point is scored and the distance of throw increases.

L2: Caterpillars
Children to work in pairs. Each pupil has a row of 5 
cones each to make a caterpillar. Pupils take turns 

trying to hit an elevated object in the middle of them. If 
they hit it, they can take one cone from the opposing 

pupil’s caterpillar and add it to their own. If a pupil runs 
out of cones, the game is reset.
Try the game in teams of 2v2.

SPACE
Consider increasing the distance of throws to adjust the difficulty. Give children the 

ownership to change this themselves.
TASK

Encourage pupils to create their own challenges or simplified task of each game. 
For example, giving underarm/overarm throws different points value.

EQUIPMENT
Use as much equipment and objects as you can – bean bags, quoits, balls(different 

sizes and shapes)
PEOPLE

Provide the pupils with individual challenges. Eg, ”If you get 5 points in the next 5 
minutes you will get a reward point.”

With your learning partner…
Think-pair-share: What makes a successful throw? What does it look like? 

How would you teach another friend how to throw?

Collaboration with others when creating challenges for games. Cross 
curricular links when adding and subtracting points.

L1: Cone Hole
Children to work in pairs and compete against each 
other. Children establish their own throwing line to 
play. 1 point is scored if they can throw a beanbag 

inside of the hoop. 2 points are scored if it lands inside a 
cone laid on its side in the middle of the hoop. 

L2:Boxball
Children are split into two teams. Each team has a half 
of the playing area with a ‘box’ to defend. Points are 

scored by throwing a range of objects into the 
opposing teams box. Add markers to throw from for 

additional points. The team with the most objects 
thrown into the oppositions box wins.


