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OAHPERD Benchmark Assessments

Greetings Colleagues,

The 2026 Benchmark Assessments are complete with OAHPERD branding as the result of HB 455, which eliminated the reporting of the assessment data to the State. The assessments have been developed by the writing teams who revised the Ohio PE State Standards, which passed Nov. 11, 2025, and align perfectly with the revised standards. The assessments were created for you to use and/or change to meet your teaching context. The assessments you will notice provide options and should help with your collection of data to support you student learning objectives.  This data can be used to meet district and/or OTES requirements. Again, these are only recommended, not required. In receiving feedback from so many PE colleagues on how useful it has been to have the assessments ready for use, it was our (OAHPERD) duty to continue to provide you with high-quality assessments to match your high-quality Physical Education Program. As one PE Chair, wrote to me, “these assessments have become our gold standard and has helped to legitimize our content and programs. Without them I am nervous about our future”. So, please note these are not required by the state, but we hope you will use them, knowing you can change them to meet your needs.

Sincerely,

Mary La Vine – OAHPERD Past President
Traci Grissom, OAHPERD Education Chair
[bookmark: _GoBack]Entire PE Assessment writing teams


	OAHPERD Physical Education Assessments

	Standard 
1
	Develops a variety of motor skills.

	Benchmark
A
	Demonstrates movement skills and patterns in a variety of individual performance activities and lifetime physical activities.

	Grade Band: 6-8




	
	Options: Must complete 1.8.3 * and choose one or more of the following:

	1.8.1
	Demonstrates critical elements of specialized locomotor and non-locomotor skills across 
a variety of movement forms (e.g. fitness, track and field, martial arts, outdoor activities, aquatics, cycling, and rollerblading).

	1.8.2
	Performs movement sequences to music or rhythm within at least two dance forms.

	1.8.3 *
	Demonstrates appropriate form in a variety of health related and skills-related fitness 
activities.

	1.8.4
	Demonstrates offensive skill and defensive skills during various practice tasks or
small-sided games.



[bookmark: _4pnmq662tnuy]1.8.1 Demonstrates critical elements of specialized locomotor and non-locomotor skills across 
a variety of movement forms (e.g. fitness, track and field, martial arts, outdoor activities, aquatics, cycling, and rollerblading).

Task:	Students will demonstrate at 3 or more critical elements of specialized locomotor and non-locomotor skills across a variety of movement forms. 
The rubric provides space for the teacher or student to identify the skills or patterns to be demonstrated within the sequence. The teacher must determine fitness skills or patterns that are considered essential (examples may include: push-ups; sit-ups; planks; bench dips; wall sits; or yoga, including child pose, mountain pose, warrior pose or downward dog). 


SPECIALIZED SKILLS SCORING GUIDE:
	Level
	Skills

	Advanced 3
	Demonstrate 5 or more skills with correct technique

	Proficient 2
	Demonstrate at least 3 skills with correct technique

	Limited 1
	Struggle to demonstrate correct technique for fewer than 3 skills



EXAMPLE TEMPLATE: 
For each skill identified, it may be necessary for teachers to add critical elements to the rubric that align to the identified skill. 

	
Example Template 

	Movements or Movement Patterns
(At least five total for advanced)


Critical Elements: This should list the movement/ specifics of the technique that must be performed correctly to demonstrate correct technique.

*Target Areas:
There is no requirement to how many skills must be done in a specific area or that all areas must be addressed.

	Rollerblading
	
	
	

	
	Skill 1
_Forward Skate_
	Skill 2
__Starting__
	Skill 3
_Turning__
	Skill 4
__Stopping____

	
	Critical Elements
·  
 
·  
 
·  
 
· 

	Critical Elements
·  
 
·  
 
·  
 
· 

	Critical Elements
·  
 
·  
 
·  
 
· 

	Critical Elements
·  
 
·  
 
·  
 
· 





	Level
	Average Rating

	Advanced
	Score 3.0-2.75

	Proficient
	Score 2.74-1.75

	Limited
	Score 1.74-0




[bookmark: _yknd45ewom22]1.8.2: Performs movement sequences to music or rhythm within at least two dance forms (e.g., folk, square, line, world, creative, modern, or cardio drumming) individually, with a partner, or in a small group.

Task:	Students will demonstrate correct rhythm and pattern for a folk, square, line, world, creative, modern dance or cardio drumming. The dance can be teacher selected or student selected. The rubric provides space for the teacher or student to identify the steps or patterns to be demonstrated within the dance. 

DANCE SEQUENCE SCORING GUIDE:
	Level
	Dance Sequence

	Advanced
3
	Demonstrates correct dance movement skills and movement patterns for folk, square, line, world, creative, modern dance or cardio drumming synchronized to the music. 

	Proficient
2
	Demonstrates correct dance movement skills and movement patterns for folk, square, line, world, creative, modern dance or cardio drumming synchronized to an external count or beat.

	Limited
1
	Demonstrates movement or movement patterns incorrectly AND/OR does not perform the movements to an external count or beat.

	Movements or Movement Patterns
	1.
2.
3.
4.
5.
6.
7.
8.




	Level
	Average Rating

	Advanced
	Score 3.0-2.75

	Proficient
	Score 2.74-1.75

	Limited
	Score 1.74-0



1.8.3: Demonstrates appropriate form in a variety of health-related (cardiorespiratory, muscular endurance, muscular strength, flexibility, and body composition) and skills-related (speed, power, balance, agility, coordination, and reaction time) fitness activities.

Task:	Must assess essential fitness skills. Students will demonstrate at least five essential fitness skills. The rubric provides space for the teacher or student to identify the skills or patterns to be demonstrated within the sequence. The teacher must determine fitness skills or patterns that are considered essential (examples may include: push-ups; sit-ups; planks; bench dips; wall sits; or yoga, including child pose, mountain pose, warrior pose or downward dog). 

MOVEMENT PATTERNS IN FITNESS SCORING GUIDE:
	Level
	Movement Sequence

	Advanced
3
	Demonstrates five or more essential fitness skills or patterns with correct technique.

	Proficient
2
	Demonstrates at least three essential fitness skills or patterns with correct technique.

	Limited
1
	Struggles to demonstrate correct technique for fewer than three fitness skills or patterns. 




EXAMPLE TEMPLATE: 
For each fitness skill identified, it may be necessary for teachers to add critical elements to the rubric that align to the identified skill. 

	
Example Template 

	Movements or Movement Patterns
(At least five total for advanced)


Critical Elements: This should list the movement/ specifics of the technique that must be performed correctly to demonstrate correct technique.






*Target Areas:
There is no requirement to how many skills must be done in a specific area or that all areas must be addressed.

	Upper Body
	Lower Body
	Abdominals
	Total Body

	
	Skill 1
_______________
	Skill 1
_______________
	Skill 1
_______________
	Skill 1
_______________

	
	Critical Elements
·  
 
·  
 
·  
 
· 

	Critical Elements
·  
 
·  
 
·  
 
· 

	Critical Elements
·  
 
·  
 
·  
 
· 

	Critical Elements
·  
 
·  
 
·  
 
· 


	
	Skill 2
_______________
	Skill 2
_______________
	Skill 2
_______________
	Skill 2
_______________

	
	Critical Elements
·  
 
·  
 
·  
 
· 

	Critical Elements
·  
 
·  
 
·  
 
· 

	Critical Elements
·  
 
·  
 
·  
 
· 

	Critical Elements
·  
 
·  
 
·  
 
· 





	Level
	Average Rating

	Advanced
	Score 3.0-2.75

	Proficient
	Score 2.74-1.75

	Limited
	Score 1.74-0




[bookmark: _fi5mcjvli3wx]1.8.4: Demonstrates offensive skills (e.g., creating open space) and defensive skills (e.g., sliding) during various practice tasks or small-sided games

Task:	Observe students on multiple occasions in game-performance settings. These settings should be small-sided to allow for student involvement in game play and opportunities for the teacher to observe performances. Examples of small-sided games might include 6v6 soccer or 3v3 basketball. Focus specifically on the level of understanding students show in terms of decision-making with the ball, creation/use of space and defense of space.
This assessment requires instruction in invasion games, since these provide the best opportunity for students to be actively involved and to demonstrate understanding of game-performance concepts. This is especially the case for game components such as decision-making (where there are lots of options for players with the ball), use of space (invasion games played through 360 degrees), and defending (which players do for about 50 percent of game time). Use the criteria below to evaluate student performance.
SCORING GUIDE:

	Level
	Criteria

	Component Observed
	Decision-making – tactical options
	Creating and using space
	Defending space

	Advanced
3
	Consistently chooses best options in game play:
· Attack and shoot where possible
· Pass to teammate who can attack
· Play a possession pass
· Dribble to reposition
	Consistently moves to spaces where passes can be received when teammates have the ball
	Consistently moves to mark or guard opponents, to deny space and prevent opponents from attacking and scoring

	Proficient
2
	Usually chooses best options in game play:
· Attack and shoot where possible
· Pass to teammate who can attack
· Play a possession pass
· Dribble to reposition
	Usually moves to spaces where passes can be received when teammates have the ball
	Usually moves to mark or guard opponents, to deny space and prevent opponents from attacking and scoring

	Limited
1
	Rarely chooses best options in game play:
· Attack and shoot where possible
· Pass to teammate who can attack
· Play a possession pass
· Dribble to reposition
	Rarely moves to spaces where passes can be received when teammates have the ball
	Rarely moves to mark or guard opponents, to deny space and prevent opponents from attacking and scoring




	Level
	Average Rating

	Advanced
	Score 3.0-2.75

	Proficient
	Score 2.74-1.75

	Limited
	Score 1.74-0



	OAHPERD Physical Education Assessments


	 Standard 2
	Applies knowledge related to movement and fitness concepts


	Benchmark A
	Applies knowledge of tactical concepts and performance principles in game-like settings


	
	Grade Band 6-8



	2.8.1
	Explains the offensive tactics and strategies (e.g., when and where to move) and defensive tactics and strategies (e.g., zone, person-to-person) used in invasion games.

	2.8.2
	Describes the offensive tactics and strategies (e.g., how to create space on the opponent’s court) in net/wall games.

	2.8.3
	Describes the offensive tactics and strategies (e.g., how to find space in the field) and defensive tactics (e.g., fielders’ adjustment to batter preferences) in striking/fielding games.

	2.8.4
	Identifies and selects correct decisions to facilitate problem-solving in a variety of games and activities.



Assessment Task
Instructions
Students complete an assessment for at least two of the following games categories: (1) Invasion, (2) Net/Wall, or (3) Striking/Fielding. Students must also complete an assessment that examines problem-solving, via appropriate decision-making, across any one of the tactical games categories (4).
Assessment options could include the following:
· A short (written) response, 
· An oral explanation (e.g., short audio/video (60-90 seconds),
· A teacher conference (e.g., verbal walk-through),
· A tactics exit slip (e.g., diagram and written walk-through).
Invasion Games
Standard 2, Learning Indicator 1
Task: Explain offensive tactics and strategies (when and where to move) and defensive tactics and strategies (zone, person-to-person) used in invasion games.
Student Prompt
Describe at least two or more offensive tactics and at least two or more defensive tactics used in invasion games. Explain how offensive tactics help players know when and where to move, and how defensive tactics help teams defend space using strategies such as zone and person-to-person defense. Use at least one example from gameplay.
Printable Rubric
	Criteria
	Advanced (3)
	Proficient (2)
	Limited (1)

	Offensive Tactics and Strategies
	Accurately describes 2 or more offensive tactics and clearly explains when and where to move in relation to teammates, defenders, and open space; uses specific vocabulary and a strong gameplay example.
	Describes at least 2 offensive tactics and generally explains when and where to move; includes a basic example.
	Gives vague, incomplete, or inaccurate offensive tactics; explanation of movement is weak or missing.

	Defensive Tactics and Strategies
	Accurately describes 2 or more defensive tactics and clearly explains how zone and/or person-to-person defense helps defend space; uses specific vocabulary and a strong gameplay example.
	Describes at least 2 defensive tactics and generally explains how they defend space; includes a basic example.
	Gives vague, incomplete, or inaccurate defensive tactics; explanation of defending space is weak or missing.

	Application to Gameplay
	Uses a specific and accurate gameplay example to explain why a tactic was chosen based on open space, ball position, teammate support, or defending space.
	Uses a simple or mostly accurate gameplay example connected to a tactic.
	Gives little, no, or inaccurate connection to gameplay.

	Communication & Vocabulary
	Response is clear, organized, and uses correct invasion-games vocabulary consistently (e.g., open space, support, cut, lead pass, passing lane, zone, person-to-person, marking, help defense).
	Response is understandable and uses some correct vocabulary.
	Response is unclear or incomplete and uses little or no correct vocabulary.


Optional scoring: Advanced = 3, Proficient = 2, Limited = 1 in each category. Total possible = 12 points.
Examples Students Could Reference
A basketball player cuts toward the basket when the defender turns away, creating a passing option in open space.
A soccer player moves wide to the sideline when a teammate has the ball to stretch the defense and open the middle.
An ultimate Frisbee player makes a give-and-go: passes, then quickly moves into open space for the return pass.
In person-to-person defense, a defender stays goal-side or basket-side of the opponent to deny an easy pass.
In zone defense, two defenders shift toward the ball side to protect the area where an attack is developing.
Sample Student Response
One offensive tactic in invasion games is to move into open space when a teammate has the ball. For example, in basketball, if my teammate is dribbling on the wing, I can cut toward the basket or move to the corner if my defender is not watching me. Another offensive tactic is to use good spacing so teammates are not standing too close together. One defensive tactic is person-to-person defense, where each player guards a specific opponent and tries to deny passes or shots. Another defensive tactic is zone defense, where defenders protect an area instead of one person. During our small-sided soccer game, my team used person-to-person defense when the other team had fast attackers, and I stayed between my player and the goal so they could not get an easy pass.
Teacher Scoring Record
	Teacher
Scoring Record
	
	
	

	Student Name
	__________________________
	Class/Period
	

	Scores
	Criteria 1 ___  Criteria 2 ___  Criteria 3 ___  Criteria 4 ___
	Total
	____ / 12


	Comments
	
	
	



Net/Wall Games
Standard 2, Learning Indicator 2
Task: Describe offensive tactics and strategies used to create space on the opponent’s court and defensive tactics and strategies used to cover space in net/wall games.
Student Prompt
Describe at least two or more offensive tactics and at least two or more defensive tactics used in net/wall games. Explain how offensive tactics help create space on the opponent’s court and how defensive tactics help cover space. Use at least one example from gameplay.
Printable Rubric
	Criteria
	Advanced (3)
	Proficient (2)
	Limited (1)

	Offensive Tactics
	Accurately describes 2 or more offensive tactics and clearly explains how each creates space on the opponent’s court; uses specific vocabulary and a clear gameplay example.
	Describes at least 2 offensive tactics and generally explains how they create space; includes a basic example.
	Gives vague, incomplete, or inaccurate offensive tactics; explanation of creating space is weak or missing.

	Defensive Tactics
	Accurately describes 2 or more defensive tactics and clearly explains how each helps cover space; uses specific vocabulary and a clear gameplay example.
	Describes at least 2 defensive tactics and generally explains how they help cover space; includes a basic example.
	Gives vague, incomplete, or inaccurate defensive tactics; explanation of covering space is weak or missing.

	Application to Gameplay
	Uses a specific and accurate gameplay example to explain why a tactic was chosen based on player and opponent positions.
	Uses a simple or mostly accurate gameplay example connected to a tactic.
	Gives little, no, or inaccurate connection to gameplay.

	Communication & Vocabulary
	Response is clear, organized, and uses correct net/wall vocabulary consistently (e.g., open space, angle, width, recovery, ready position, anticipation).
	Response is understandable and uses some correct vocabulary.
	Response is unclear or incomplete and uses little or no correct vocabulary.


Optional scoring: Advanced = 3, Proficient = 2, Limited = 1 in each category. Total possible = 12 points.
Examples Students Could Reference
A player hits deep to the back line to push an opponent backward and open the front court.
A player places a shot wide to stretch an opponent laterally and create an open angle.
A player uses a short drop shot when the opponent is standing deep in the court.
A defender recovers to the middle/base position after each shot to cover more space.
A doubles pair communicates and shifts together to cover the most likely return.
Sample Student Response
In net/wall games, one offensive tactic is to hit into open space. If my opponent is near the middle or back of the court, I can place a shorter shot near the front corner to make them move farther and create more space. Another offensive tactic is to change the angle or depth of my shot. One defensive tactic is to return to a ready position after each hit so I can move quickly to either side. Another defensive tactic is to anticipate where the ball or shuttle might go by watching my opponent’s body position and paddle or racquet angle.
Teacher Scoring Record
	Teacher
Scoring Record
	
	
	

	Student Name
	__________________________
	Class/Period
	

	Scores
	Criteria 1 ___  Criteria 2 ___  Criteria 3 ___  Criteria 4 ___
	Total
	____ / 12


	Comments
	
	
	



Striking/Fielding Games
Standard 2, Learning Indicator 3
Task: Describe offensive tactics and strategies used to find space in the field and defensive tactics used to help fielders adjust to batter preferences in striking/fielding games.
Student Prompt
Describe at least two or more offensive tactics and at least two or more defensive tactics used in striking/fielding games. Explain how offensive tactics help find space in the field and how defensive tactics help fielders adjust to batter preferences. Use at least one example from gameplay.
Printable Rubric
	Criteria
	Advanced (3)
	Proficient (2)
	Limited (1)

	Offensive Tactics
	Accurately describes 2 or more offensive tactics and clearly explains how each helps find space in the field; uses specific vocabulary and a clear gameplay example.
	Describes at least 2 offensive tactics and generally explains how they help find space; includes a basic example.
	Gives vague, incomplete, or inaccurate offensive tactics; explanation of finding space is weak or missing.

	Defensive Tactics
	Accurately describes 2 or more defensive tactics and clearly explains how fielders adjust to batter preferences; uses specific vocabulary and a clear gameplay example.
	Describes at least 2 defensive tactics and generally explains how fielders adjust; includes a basic example.
	Gives vague, incomplete, or inaccurate defensive tactics; explanation of adjustment is weak or missing.

	Application to Gameplay
	Uses a specific and accurate gameplay example to explain why a tactic was chosen based on open space, batter tendency, or fielder position.
	Uses a simple or mostly accurate gameplay example connected to a tactic.
	Gives little, no, or inaccurate connection to gameplay.

	Communication & Vocabulary
	Response is clear, organized, and uses correct striking/fielding vocabulary consistently (e.g., gap, shift, depth, backup, coverage, tendency).
	Response is understandable and uses some correct vocabulary.
	Response is unclear or incomplete and uses little or no correct vocabulary.


Optional scoring: Advanced = 3, Proficient = 2, Limited = 1 in each category. Total possible = 12 points.
Examples Students Could Reference
A batter sees the left fielder playing shallow and hits a ball deep over that fielder to find open space.
A kicker notices the right side is uncovered and places the ball into the gap between first and second base.
A batter changes from a hard swing to a controlled bunt or short tap when fielders are playing deep.
The defense notices a batter usually pulls the ball to left field, so the shortstop and left fielder shift toward that side.
The center fielder moves deeper because a strong batter has already hit two long balls to the outfield.
Sample Student Response
One offensive tactic in a striking/fielding game is to hit the ball into open space. If the defense leaves a gap between third base and shortstop, the batter can try to place the ball there so it is harder to field. Another offensive tactic is to change the force or direction of the hit. One defensive tactic is to shift fielders based on a batter’s preference. Another defensive tactic is to adjust depth. In our modified softball game, I noticed one batter kept hitting toward right field, so our teacher had us move the second baseman and right fielder closer to that side.
Teacher Scoring Record
	Teacher
Scoring Record
	
	
	

	Student Name
	__________________________
	Class/Period
	

	Scores
	Criteria 1 ___  Criteria 2 ___  Criteria 3 ___ Criteria 4 ___
	Total
	____ / 12


	Comments
	
	
	



Game Problem-Solving Decisions
Standard 2, Learning Indicator 4
Task: Identify the game problem, select the best decision, and explain why the decision works in various invasion, net/wall, striking/fielding, or target games.
Student Prompt
For each game scenario, identify the problem, select the best decision, and explain why that decision works. Scenarios will include invasion, net/wall, striking/fielding, or target games.
Printable Rubric
	Criteria
	Advanced (3)
	Proficient (2)
	Limited (1)

	Identifies the Game Problem
	Correctly identifies the tactical problem in all or nearly all scenarios and recognizes what is making success difficult (space, defender position, force, angle, timing, placement, etc.).
	Correctly identifies the tactical problem in most scenarios and shows a general understanding of what needs to be solved.
	Has difficulty identifying the tactical problem or misidentifies it in multiple scenarios.

	Selects an Appropriate Decision
	Consistently selects the best or most effective decision for the situation; the decision clearly matches the problem and improves chances of success.
	Usually selects an appropriate decision; the choice is generally helpful, but may not be the strongest possible option.
	Often selects an ineffective, unclear, or unrelated decision that does not clearly solve the problem.

	Explains Why the Decision Works
	Clearly explains why the decision solves the problem using tactical reasoning and vocabulary such as open space, force, angle, placement, timing, coverage, support, or recovery.
	Gives a basic explanation for why the decision works and shows partial understanding of the tactical reason.
	Gives little, vague, or incorrect explanation; may state a choice without explaining why it is useful.

	Transfers Problem-Solving Across a Game Category
	Demonstrates strong decision-making across three games in a specific category: invasion, net/wall, striking/fielding, or target games.
	Demonstrates decision-making across two games in a specific category: invasion, net/wall, striking/fielding, or target games.
	Demonstrates decision-making in only one game in a category, or shows inconsistent understanding across the category.


Optional scoring: Advanced = 3, Proficient = 2, Limited = 1 in each category. Total possible = 12 points.
Examples Students Could Reference
In soccer, the middle is crowded. A strong decision is to move wide to create a passing lane and stretch the defense.
In pickleball, the opponent is crowding the net. A strong decision is to hit deep to push the opponent backward and create more time.
In kickball, the left side is crowded. A strong decision is to kick to the open right side.
In bocce, your last roll went too far past the target. A strong decision is to use less force and better control on the next attempt.
In basketball, a defender leaves the cutter for a moment. A strong decision is to cut to the basket and receive a pass in open space.
Sample Student Response
In the soccer example, the problem is that the middle of the field is crowded, so passing straight ahead is difficult. The best decision is to move wide to the side so my teammate has a better passing lane. In the pickleball example, the problem is that the opponent is close to the net and ready to attack short shots. The best decision is to hit the ball deep. In kickball, if the defense is crowded on one side, the best decision is to kick the ball to the open side. In bocce, if my first roll goes too far, the best decision is to use less force on the next attempt.
Teacher Scoring Record
	Teacher
Scoring Record
	
	
	

	Student Name
	__________________________
	Class/Period
	

	Scores
	Criteria 1 ___  Criteria 2 ___  Criteria 3 ___  Criteria 4 ___
	Total
	____ / 12


	Comments
	
	
	




Score Rating
	Advanced 
	8-12

	Proficient
	5-7

	Limited
	4 or less



























	OAHPERD Physical Education Assessments

	Standard 
3
	Develops social skills through movement.

	Benchmark
A
	Develops and applies rules, safe practices, procedures, and social skills in physical activity settings

	Grade Band: 6-8



	3.8.1
	Follows game rules and etiquette and responds to winning and losing with respect and dignity (e.g., shaking hands, complimenting others, accepting outcomes) in a variety of physical activity situations.

	3.8.2
	Recognizes and implements safe and appropriate behaviors during group physical 
activities, including equipment usage.




	Ohio Physical Education Assessments

	Standard 
3
	Develops social skills through movement.

	Benchmark
B
	Communicates effectively with others to promote respect and conflict resolution in physical activity settings. 

	Grade Band: 6-8




	3.8.3
	Understands and accepts others’ differences by showing cooperation and 
consideration during a variety of physical activities.

	3.8.4
	Values different physical activities from around the world. 

	3.8.5
	Uses effective communication skills to negotiate strategies and tactics in a physical 
activity setting.

	3.8.6
	Gives and receives constructive feedback with peers in a positive manner.

	3.8.7
	Solves problems appropriately with teammates and opponents.

	3.8.8
	Chooses leadership roles by communicating, providing feedback, and cooperating 
effectively with teachers and peers.




Task:	The following rubric can be used as a formative assessment over the course of a number of different games or contexts. If assessed in multiple settings or times throughout the grade band, determine an average rating for each benchmark.


Directions: Observe student behavior in an activity that would allow the student to demonstrate the categories listed in the rubric. Provide one rating for each category. Calculate an average for each category for a score for each benchmark. (Note: A student’s responsibility for proper attire during physical education class is not included in the standards or this assessment.) 


	Level
	Average Rating

	Advanced
	Average score 3.0 – 2.75

	Proficient
	Average score 2.74 – 1.75

	Limited
	Average score 1.74 - 0


[image: ]




	Level
	Criteria

	
	Follows game rules and etiquette, and Solves problems 
	Implements safe and appropriate behaviors 
	Accepts others’
differences, effective communication skills,
gives and receives
constructive feedback, 

	Values different physical activities from around the world.
	Chooses leadership roles
by communicating,
providing feedback, and cooperating effectively
with teachers and peers.

	Advanced
3
	Consistently demonstrates cooperation and sensitivity when resolving conflict in games without prompts or support from teacher.

Consistently demonstrates good winner/loser behaviors without prompts or direction (e.g., shaking hands, complimenting others, letting outcomes go).

Always accepts and respects decisions made by the designated official.
	Anticipates and recognizes possible unsafe situations and provides solutions to issues related to safety. Encourages peers to promote safety within activities.
OR
Consistently applies rules, safe practices and procedures in class activities. 
	Demonstrates and encourages others to respect individuals who may be of different backgrounds or different skill levels by encouraging others or other behaviors to include all students.

Provides frequent positive comments to classmates without prompts. Never uses put downs or
comments that are hurtful.

	Demonstrates strong understanding and appreciation of physical activities from different cultures, and actively encourages others to try and respect them.




	Consistently engages in appropriate cooperative behaviors in partnerships and/or groups. 

Behaviors include leading, following and supporting group members to improve play in cooperative and competitive settings.

Evaluates personal behaviors and refines behavior to ensure positive effects on others without prompts.

	Proficient
2 
	Demonstrates cooperation with others when resolving conflict in games.

Demonstrates good winner/loser behaviors (e.g., shaking hands, complimenting others, letting outcomes go) with prompts or directions.

Accepts and respects decisions made by the designated official.
	Follows all rules, safe practices and procedures in class activities.

Recognizes possible unsafe situations and seeks solutions with others to ensure safety of self and others. 
	Respects the rights and feelings of those who may be of different backgrounds or different skill levels.

Provides some positive comments to classmates and does not use put downs or comments that are hurtful.
	Shows some understanding and respect for physical activities from different cultures and participates when encouraged.
	Leads, follows and supports group members to improve play in cooperative and competitive settings.

Evaluates personal behavior to ensure positive effects on others and refines behavior with prompts from others.


	Limited
1
	Does not successfully demonstrate cooperative behaviors when resolving conflict in games.

Inconsistent demonstration of good winner/loser behaviors (e.g., shaking hands, complimenting others, has difficult time letting outcomes go).

Argues, challenges, or does not accept decisions made by the designated official.
	Shows limited awareness or appreciation of physical activities from other cultures; may be reluctant to participate.
	Engages in behaviors that are helpful to others after prompts or direction from the teacher or does not engage in behaviors that are helpful to others.

Does not recognize and/or evaluate the effects of personal behavior to ensure positive effects on others.
	Has difficulty in respecting the rights and feelings of those who may be of different backgrounds or different skill levels. Sometimes uses put downs or comments that are hurtful.


	· 



































	OAHPERD Physical Education Assessments


	 Standard 4
	Develops personal skills, identifies personal benefits of movement and chooses to engage in physical activity. 


	Benchmark B
	Discusses the positive impact of physical activity on one’s life


	
	Grade Band 6-8



	4.8.4
	Describes how social and community interaction impacts individual engagement in physical activity.

	4.8.5
	Participates in and describes a variety of physical activities that can positively affect personal health.

	4.8.6
	Discusses the challenging aspects of participating in individual and group physical activities.

	4.8.7
	Sets physical activity goals based on individual interests and abilities.

	4.8.8
	Uses various techniques to positively manage one’s emotions and behaviors in a physical activity setting.

	4.8.9
	Reflects on movement experiences during physical education to develop understanding of how movement is personally meaningful.



Assessment Task
Task: The marketing campaign could include a letter, poster, video, commercial, PSA (public service announcement), skit or any other acceptable methods to communicate the importance, benefits, and factors that lead to the enjoyment of the activity. 
Directions: Each student develops a marketing campaign for physical activity that links the components of health, fitness, effects on the body/brain, and emotional health. The marketing campaign should specifically identify at least 3 reasons from the following categories: enjoyable and personally meaningful aspects, social benefits, and opportunities for self-expression. Furthermore, the marketing campaign should also include a physical activity plan that identifies at least 3 responses from the following categories: how they participate in physical activity based on their interests, level of challenge they identify as appropriate, how they apply best safety practices and how participation may be affected after middle school. 
Standard 2, Benchmark B 


Printable Rubric
	Criteria
	Advanced (3)
	Proficient (2)
	Limited (1)

	Social and Community Influence on Activity (4.8.4)
	Clearly identifies multiple social and community factors (family, peers, school programs, local facilities) and explains specific ways each factor increases or decreases personal engagement; provides examples of how they used or could leverage these supports to increase activity.
	Describes at least two social or community influences and explains how each affects their own participation with one clear example.
	Names a social or community influence but gives little or no explanation of how it affects participation or provides only general statements.

	Participation in and Description of Varied Activities (4.8.5)
	Actively participates in a wide range of activities (aerobic, strength, flexibility, cooperative) and accurately describes how each activity benefits personal health with specific, personal examples.
	Participates in several types of activities and describes at least two ways those activities positively affect personal health.
	Participates in few activity types or participates but cannot clearly describe how activities affect personal health.

	Discussing Challenges for participating (4.8.6)
	Identifies multiple specific challenges in both individual and group activities (skill gaps, communication, motivation, scheduling) and proposes realistic, student‑centered strategies to overcome each challenge.
	Identifies at least one challenge for individual activities and one for group activities and suggests a reasonable strategy for each.
	Gives vague or generic descriptions of challenges or is unable to suggest practical strategies to address them.

	Goal Setting Based on Interests and Abilities (4.8.7)
	Writes a clear SMART goal aligned to personal interests and abilities, documents consistent progress in the week log, adjusts the plan when needed, and reflects on why the goal was appropriate.
	Creates a measurable short‑term goal that matches interests and abilities and completes most weekly log entries showing progress.
	Goal is vague or unrealistic for the student’s abilities; log entries are missing or inconsistent and show little evidence of progress.

	[bookmark: _heading=h.8qrqhjodsmx2]Emotion and Behavior Management in Activity Settings (4.8.8)
	Demonstrates and explains use of multiple emotion‑management techniques (deep breathing, positive self‑talk, time‑outs, role negotiation) during activities and models these strategies to peers.
	Uses at least one effective technique to manage emotions or behavior during activities and can describe when and why it helps.
	Rarely uses or cannot name strategies to manage emotions; emotional responses frequently disrupt participation.

	[bookmark: _heading=h.lwatidupf8ww]Reflection on Movement Experiences and Personal Meaning (4.8.9)
	Produces a thoughtful reflection that links movement experiences to personal values, health outcomes, and future intentions; identifies specific learning and plans concrete next steps.
	Writes a clear reflection describing what was learned, how the activity affected them, and one next step for continued engagement.
	Reflection is superficial or missing; connections between movement and personal meaning are unclear.
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	Teacher
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	Student Name
	__________________________
	Class/Period
	

	Scores
	Criteria1 ___ Criteria 2 ___  Criteria 3 ___ Criteria 4 ___

Criteria 5 __ Criteria 6 ____

	Total
	____ /


	Comments
	
	
	




Score Rating
	Advanced
	18-14

	Proficient
	13-9

	Limited
	8 and below






























	OAHPERD Physical Education Assessments

	Standard
1
	Develops a variety of motor skills.

	Benchmark
B
	Demonstrates specialized manipulative skills in a variety of ways. 

	Grade Band: 6-8



	1.8.5
	Strikes an object with a long-handled implement, demonstrating correct critical elements in invasion games, scoring and fielding games, practice tasks, and small-sided games.

	1.8.6
	Rolls or throws (underhand, sidearm, overhand) an object using correct technique and critical elements in a variety of practice tasks and modified target games.



	Options: Students should be assessed on at least two of the following: 

	1. Invasion games,

	2. Net/wall games

	3. Striking fielding games

	4. Target games

	5. Water safety skills



	Level
	Average Rating

	Advanced
	Average score 6-5

	Proficient
	Average score 4-3

	Limited
	Average score 2-0



Assessment for Target Games:
Task:	This evaluation focuses on the development of specialized manipulative skills needed to be successful in a target game setting. Students will strike an object with a long-handled implement and roll or throw (underhand, sidearm, overarm) while demonstrating effective learning cues in a variety of practice tasks and small-sided target games. The teacher will observe performance in each of these settings to make a determination of the student’s score. It may be necessary to observe a student more than once in a particular setting.




TARGET GAME SCORING GUIDE:
	Level
	Criteria

	Advanced
3
	Essential striking and rolling/throwing skills are performed consistently with effective learning cues during both practice tasks and small-sided target game situations; successful target-related outcomes are achieved the majority of the time.

	Proficient
2
	Essential striking and rolling/throwing skills are performed using effective learning cues in practice settings, though less frequent success is achieved in applying the skills in small-sided target game situations.

	Limited
1
	Essential striking and rolling/throwing skills are performed inconsistently or incorrectly in practice settings, and performers are unable to apply the skills effectively in small-sided target game situations.



Directions:	Identify the target game or modified target task used for assessment. Identify the critical elements for each of the specific skills listed in the rubric. Then, identify the tasks (small-sided, modified tasks/game play and simple drills/tasks) where you will observe these skills. Teachers may adapt the type of object, size of target, distance, trajectory, or use of implements while keeping the same performance criteria.

RUBRIC (EXAMPLE) TEMPLATE:
	Level
	Long-Handled Striking (Shuffle board, golf, croquet)
	Rolling / Underhand Throw (Bocce, corn hole, horseshoes, bowling, ladder golf)
	Sidearm / Overarm Throw (can jam, disc golf, darts, washers)

	Advanced
3
	Strikes an object with a long-handled implement using effective learning cues to reach or finish near a target at least 50% of opportunities in practice tasks and small-sided target games.
	Rolls or throws underhand with accuracy, control, and appropriate force using effective learning cues to reach or finish near the target at least 70% of opportunities in practice tasks and small-sided target games.
	Throws sidearm or overarm with accuracy, control, and appropriate force using effective learning cues to reach or finish near the target at least 70% of opportunities in practice tasks and small-sided target games.

	Proficient
2
	Strikes an object with a long-handled implement using effective learning cues in controlled practice tasks less than 50% reaches or finishes near the target in small-sided target games.
	Rolls or throws underhand with control and appropriate force using effective learning cues in practice tasks at least 50% of opportunities, finishing near the target success in small-sided target games.
	Throws sidearm or overarm using effective learning cues in practice tasks at least 50% of opportunities, of accuracy or finishing near the target success in small-sided target games.

	Limited
1
	Does not consistently strike an object with a long-handled implement using effective learning cues less than 30% reaches or finishes near the target.
	Struggles to roll or throw underhand with control, accuracy, or appropriate force and is unable to apply the skill successfully in target game situations.
	Throws sidearm or overarm with limited control or incorrect form and is unable to apply the skill effectively in target game situations.



RUBRIC (EXAMPLE) TEMPLATE:
	
	Long-Handled Striking
	Rolling / Underhand Throw
	Sidearm / Overarm Throw

	Task
Examples
	
	- Small-sided game
- 1v1 or 2v2 rolling/underhand target challenge
- Roll or underhand throw to finish closest to target
- Score points for accuracy, control, or placement
	- Small-sided game
- 1v1 or 2v2 sidearm/overarm target challenge
- Throw to strike a target or finish in a scoring zone
- Score points for accuracy, control, or placement

	
	- Practice Tasks
- Strike from a tee or self-drop to target zones
- Striking with long-handled implement for distance
- Directional striking with long-handled implement
	- Practice Tasks
- Underhand throws to stationary targets at varied distances
- Accuracy ladder with varied distances
- Rolling to hoops, or pins
- Underhand send to finish closest to a marker
	- Practice Tasks
- Sidearm and overarm throws to wall or floor targets
- Accuracy with varied distances
- Throw to knock down or land in a target area

	Critical Elements
	- Balanced stance and ready grip
- Eyes on object
- Weight transfer and trunk rotation
- Strike through the object and follow through to target
	- Step toward target
- Swing arm smoothly below the waist
- Release toward target with controlled force
- Follow through and recover for next action
	- Side orientation to target
- Step with opposition
- Rotate hips and shoulders
- Follow through toward target with controlled force




	OAHPERD Physical Education Assessments

	Standard
1
	Develops a variety of motor skills.

	Benchmark
B
	Demonstrates specialized manipulative skills in a variety of ways. 

	Grade Band: 6-8



	1.8.7 
	Strikes and fields/catches an object with the foot, hand, or an implement in a variety of practice tasks or small-sided games.

	1.8.8
	Throws for accuracy, distance, and power in a variety of practice tasks or small-sided games.



	Level
	Average Rating

	Advanced
	Average score 6-5

	Proficient
	Average score 4-3

	Limited
	Average score 2-0



Assessment for Striking/fielding Games:

Task:	This evaluation focuses on the development of specialized manipulative skills needed to be successful in a striking/fielding game setting. Students will strike and field/catch an object and throw for accuracy, distance and power while demonstrating effective learning cues in a variety of practice tasks and small-sided striking/fielding games. The teacher will observe the identified skills in practice tasks and small-sided games requiring skill execution. It may be necessary to observe a student more than once in a particular setting.

SCORING GUIDE:
	Level
	Criteria

	Advanced
3
	Essential striking/fielding and throwing skills are performed consistently with effective learning cues during both practice tasks and small-sided game situations; successful game-related outcomes are achieved 70% of the time.

	Proficient
2
	Essential striking/fielding and throwing skills are performed using effective learning cues in practice settings, 50% success is achieved when applying the skills in small-sided game situations.

	Limited
1
	Essential striking/fielding and throwing skills are performed inconsistently or incorrectly in practice settings, and performers are unable to apply the skills effectively in small-sided game situations.



Directions:	For each skill identified, teachers may need to add critical elements to the rubric that align to the identified skill. For example, in throwing, the teacher may identify the critical elements used to produce accuracy, distance and power; in fielding/catching, the teacher may identify the cues needed to track, collect and transition the object.

ANALYTIC RUBRIC (EXAMPLE) TEMPLATE:
	Level
	Throw for Accuracy, Distance and Power
	Striking – Strike Fielding
	Field/Catch

	Advanced
3
	Performs consistently (70% of opportunities) an effective throwing pattern matched to the task and sends the object with accuracy and appropriate distance or power in practice tasks and small-sided games.
	Strikes a tossed or pitched object with an implement to open space using effective learning cues at least 70% of the time during small-sided games.
	Fields ground balls and catches fly balls or throws with correct ready position, tracking and secure collection at least 70% of the time, then transitions efficiently to the next play.

	Proficient
2
	Executes consistently (at least 50% of opportunities) an effective throwing pattern for accuracy or for appropriate distance/power in practice tasks, with less consistent application in small-sided games.
	Strikes a tossed or pitched object with mature form to open space in practice tasks at least 50% in small-sided games.
	Fields or catches with correct ready position and secures the object in controlled tasks, at least 50% consistent with variable trajectories, speeds or game situations.

	Limited
1
	Does not consistently execute an effective throwing pattern for accuracy, distance or power.
	Does not strike a tossed or pitched object with mature form or purposeful contact.
	Does not consistently field or catch with mature form and rarely secures the object or transitions to the next play.



ANALYTIC RUBRIC (EXAMPLE) TEMPLATE:
	
	Throw for Accuracy, Distance and Power
	Striking – Strike Fielding
	Field/Catch

	Task
Examples
	- Small-sided game
- 3v3 or 4v4 striking/fielding lead-up game with throws to bases
- Relay throw challenge from field to target/base
	- Small-sided game
- 3v3 batting game to open space
- Tee, self-toss or soft-toss strike-and-run game
	- Small-sided game
- Field live ground balls and catch fly balls during game play
- Force-out or clean-field-to-base game

	
	- Practice Tasks
- Partner throwing to targets at varied distances
- Accuracy ladder or long-throw/power stations
	- Practice Tasks
- Tee strikes to designated zones
- Soft toss to open space
- Directional striking station with targets
	- Practice Tasks
- Ground-ball collection station
- Partner catch with varied heights, speeds and trajectories

	Critical Elements
	- Side to target
- Step with opposition
- Rotate hips and shoulders
- Follow through toward target
- Adjust force and trajectory for accuracy, distance and power
	- Balanced stance and ready grip
- Eyes on object
- Weight transfer and trunk rotation
- Strike through the object to open space
- Follow through under control
	- Athletic ready position
- Move to the path of the object
- Track with eyes to the object
- Use soft hands/body behind the ball when fielding
- Secure the object and transition quickly to throw



	OAHPERD Physical Education Assessments

	Standard
1
	Develops a variety of motor skills.

	Benchmark
B
	Demonstrates specialized manipulative skills in a variety of ways. 

	Grade Band: 6-8



	1.8.9
	Strikes using proper underhand and/or overhand serves with the hand or an implement in a variety of tasks or modified net/wall games.

	1.8.10
	Performs a volley, forehand stroke, and backhand stroke with the hand or an implement, using correct form in a variety of practice tasks or modified net/wall games.





	Level
	Average Rating

	Advanced
	Average score 6-5

	Proficient
	Average score 4-3

	Limited
	Average score 2-0



Assessment for Net/Wall Games:
Task:	This evaluation focuses on the development of specialized manipulative skills needed to be successful in a net/wall game setting. Students will strike underhand and/or overhand serves, perform a forearm pass (bump); an overhead pass (set), a drop shot, a spike or smash, a dink, a volley, forehand stroke, and backhand stroke with the hand or an implement while demonstrating effective learning cues in a variety of practice tasks and small-sided net/wall games. Teachers will identify essential skills in specific practice tasks and small-sided gameplay. It may be necessary to observe a student more than once in a particular setting.

NET/WALL GAME SCORING GUIDE:
	Level
	Criteria

	Advanced
3
	Net/wall essential skills are performed consistently with effective learning cues in both practice tasks and small-sided game situations; successful game-related outcomes are achieved 70% of the time.

	Proficient
2
	Net/wall essential skills are performed using effective learning cues in practice settings, at least 50% success is achieved in applying the skills to small-sided game situations.

	Limited
1
	Net/wall essential skills are performed inconsistently or incorrectly in practice settings and performers are unable to apply the skills effectively in small-sided game situations.



Directions: Identify the net/wall game. Identify the critical elements for the skills to be taught, using the example rubric below and completing it with the skills to be taught. Then identify the tasks (small-sided, modified tasks/gameplay, and simple drills/tasks) where you will observe these skills. Teachers may adapt the implement, size of court, height of net or wall target, and pace of feed while keeping the same performance criteria.

ANALYTIC RUBRIC (EXAMPLE) TEMPLATE:
	Level
	Serve
	Forehand / Backhand
	Volley

	Advanced
3
	Performs underhand and/or overhand serves with effective learning cues, accuracy, and control in practice tasks and successfully initiates play in small-sided net/wall games at least 70% of opportunities.
	Performs forehand and backhand strokes with the hand or an implement using effective learning cues to direct the object with control, appropriate force, and consistency in practice tasks and small-sided net/wall games at least 70% of opportunities.
	Performs volleys with the hand or an implement using effective learning cues to keep play active and direct the object to space or target areas in practice tasks and small-sided net/wall games at least 70 % of opportunities.

	Proficient
2
	Performs underhand and/or overhand serves using effective learning cues in controlled practice tasks at least 50% of opportunities, with less consistent success in small-sided net/wall games.
	Performs forehand and backhand strokes with the hand or an implement using effective learning cues in practice tasks at least 50% of opportunities, with less consistent application in small-sided net/wall games.
	Performs volleys with the hand or an implement using effective learning cues in practice tasks at least 50% of opportunities, with less consistent success in small-sided net/wall games.

	Limited
1
	Does not consistently perform underhand and/or overhand serves with effective learning cues and is unable to apply the skill successfully in small-sided net/wall games.
	Does not consistently perform forehand and backhand strokes with the hand or an implement using effective learning cues and is unable to apply the skills successfully in small-sided net/wall games.
	Does not consistently perform volleys with the hand or an implement using effective learning cues and is unable to apply the skill successfully in small-sided net/wall games.



ANALYTIC RUBRIC (EXAMPLE) TEMPLATE: Example below to be structured to match the skill to be taught.
	
	Serving
	Striking/Forehand/Backhand
	Volley

	Task
Examples
	- Small-sided game
- 1v1 or 2v2 serve-and-play game
- Serve to start each rally to a target zone
	- Small-sided game
- 1v1 or 2v2 rally game using forehand and backhand returns
- Cross-court or down-the-line target rally
	- Small-sided game
- Keep-it-up rally with a partner or small team
- Front-court volley exchange over a low net or against a wall

	
	- Practice Tasks
- Underhand or overhand serve to target areas
- Serve progression from short distance to regulation distance
	- Practice Tasks
- Self-toss forehand and backhand to targets
- Partner feed or wall rally using forehand and backhand alternation
	- Practice Tasks
- Partner toss to volley target
- Consecutive volleys with hand, paddle or racquet

	Critical Elements
	- Ready position and balanced stance
- Controlled toss or drop and contact at appropriate point
- Weight transfer and follow through toward target
- Adjust force, direction and trajectory to place the serve
	- Ready position with eyes on object
- Side orientation and move to the path of the object
- Contact with open or angled face as needed
- Weight transfer, recover and follow through to target space
	- Ready position with hands or implement up
- Move feet to get behind or beside the object
- Short controlled contact with angle to target
- Recover quickly for the next play





	OAHPERD Physical Education Assessments

	Standard
1
	Develops a variety of motor skills.

	Benchmark
B
	Demonstrates specialized manipulative skills in a variety of ways. 

	Grade Band: 6-8



	1.8.11
	Demonstrates sending and receiving, dribbling, and shooting skills with the hand, foot, or an implement in a variety of practice tasks or small-sided invasion games.



	Level
	Average Rating

	Advanced
	Average score 3

	Proficient
	Average score 2

	Limited
	Average score 1



Assessment for Invasion Games:
Task:	This evaluation focuses on the development of specialized manipulative skills needed to be successful in an invasion game setting. Students will send and receive, dribble, and shoot with the hand, foot, or an implement while demonstrating effective learning cues in a variety of practice tasks and small-sided invasion games. The teacher will observe performance in each of these settings to make a determination of the student’s score. It may be necessary to observe a student more than once in a particular setting.






INVASION GAME SCORING GUIDE:
	Level
	Criteria

	Advanced
3
	Essential sending and receiving, dribbling, and shooting skills are performed consistently with effective learning cues during both practice tasks and small-sided invasion game situations; successful game-related outcomes are achieved 70% of the time.

	Proficient
2
	Essential sending and receiving, dribbling, and shooting skills are performed using effective learning cues in practice settings, at least 50% success is achieved in applying the skills in small-sided invasion game situations.

	Limited
1
	Essential sending and receiving, dribbling, and shooting skills are performed inconsistently or incorrectly in practice settings, and performers are unable to apply the skills effectively in small-sided invasion game situations.



Directions:	Identify the invasion game used for assessment. Identify the critical elements for each of the specific skills listed in the rubric. Then, identify the tasks (small-sided, modified tasks/game play and simple drills/tasks) where you will observe these skills. Teachers may adapt the size of the playing area, type of object, use of implement, number of defenders, or scoring targets while keeping the same performance criteria.

ANALYTIC RUBRIC (EXAMPLE) TEMPLATE:
	Level
	Send and Receive
	Dribbling
	Shooting

	Advanced
3
	Sends accurately to a moving or stationary teammate and receives with control using effective learning cues with the hand, foot, or an implement in both practice tasks and small-sided invasion games at least 70% of opportunities.
	Dribbles with control, changes speed or direction as needed, and protects or advances the object with the hand, foot, or an implement in both practice tasks and small-sided invasion games at least 70% of opportunities.
	Shoots with appropriate force, direction, and control toward goal or target using the hand, foot, or an implement and demonstrates successful application in both practice tasks and small-sided invasion games at 70% of opportunities.

	Proficient
2
	Sends accurately and receives with control using effective learning cues in practice tasks at least 50% of opportunities, with less consistent application in small-sided invasion games.
	Dribbles with control using effective learning cues in practice tasks at least 50% of opportunities, but is less consistent when changing speed, direction, or working against pressure in small-sided invasion games.
	Demonstrates the critical elements of shooting from varied distances or angles in practice tasks, with 50% success in small-sided invasion games.

	Limited
1
	Struggles to send accurately or receive with control using effective learning cues in practice tasks and is unable to apply the skill successfully in small-sided invasion games.
	Dribbles with limited control or incorrect form and is unable to apply the skill effectively in small-sided invasion games.
	Demonstrates the critical elements of shooting inconsistently or incorrectly and is unable to apply the skill successfully beyond simple task environments.



ANALYTIC RUBRIC (EXAMPLE) TEMPLATE:
	
	Sending and Receiving
	Dribbling
	Shooting

	Task
Examples
	- Small-sided game
- 3v3 or 4v4 keep-away with gates or end zones
- Pass to move into scoring space
- Give-and-go or support play game
	- Small-sided game
- 1v1 or 2v2 advance-and-escape game
- Dribble through gates or into attacking space
- Maintain possession under light pressure
	- Small-sided game
- 3v3 or 4v4 game to small goals or targets
- Shoot after a pass or dribble entry
- Finish in a scoring zone under pressure

	
	- Practice Tasks
- Partner passing and receiving at varied distances
- Moving to open space and receiving on the move
- Target passing with hand, foot, or implement
	- Practice Tasks
- Dribble through cone pathways with speed changes
- Dribble and evade a passive defender
- Hand, foot, or implement control stations
	- Practice Tasks
- Shoot at targets from varied distances and angles
- Catch/receive then shoot progression
- Dribble then shoot progression
- One-touch or quick-release finish tasks

	Critical Elements
	- Ready position and eyes up
- Send with appropriate force, direction, and timing
- Move to open space and present a target
- Receive with control and transition to next action
	- Maintain close control while moving
- Use eyes up to scan space and defenders
- Change speed, direction, or pathway under control
	- Balanced body position to the goal or target
- Contact the object with appropriate part of hand, foot, or implement
- Follow through toward target with controlled force





	OAHPERD Physical Education Assessments

	Standard
1
	Develops a variety of motor skills.

	Benchmark
B
	Demonstrates specialized manipulative skills in a variety of ways. 

	Grade Band: 6-8



	1.8.12
	Performs water safety skills. If a pool facility is available, performs water safety and basic swimming skills.



Basic Swimming Skills: Floating/treading water, front crawl and elementary back stroke, and scissors kick, breast stroke.
Water Safety Skills: Walk on deck, reach, throw, go for help, and never swim alone.
Task: Students will perform basic swimming skills and safety skills. If no pool, use mats and scooters (front crawl and elementary back stroke, breaststroke, and scissors on a scooter) and (floating on a mat). Example: volleyball court is the pool, the deck surrounding it, for reaching and throwing to help. Jump with two feet to demonstrate entering water, swimming with a partner/buddy. The teacher will observe performance for each of the skills to make a determination of the student’s score. It may be necessary to observe a student more than once in a particular skill.

Scoring Rubric: Basic swimming skills and safety skills
	Advanced 3
	Proficient 2
	Limited 1

	Performing all swimming skills with effective learning cues, and control in skills at least 70% of opportunities.
	Performing all swimming skills with effective learning cues, and control in tasks at least 50% of opportunities.
	Does not perform or struggles to perform the swimming skills with effective learning cues, 
and has no control in skills.

	Performing all safety skills with effective learning cues, and control in skills at least 70% of opportunities.
	Performing all safety skills with effective learning cues, and control in skills at least 50% of opportunities.
	Does not perform or struggles to perform the safety skills with effective learning cues, and has no control in skills.




	Level
	Average Rating

	Advanced
	Average score 6-5

	Proficient
	Average score 4-3

	Limited
	Average score 2-0






	OAHPERD Physical Education Assessments

	Standard 
2
	Applies knowledge related to movement and fitness concepts.

	Benchmark
B
	Demonstrates knowledge by explaining critical elements and biomechanical principles of specialized skills in fitness, sport/games, individual performance activities, and movement forms.

	Grade Band: 6-8




	2.8.5
	Identifies movement principles using knowledge of critical elements of specialized skills in in in fitness, sport/games, individual performance activities, and movement forms.

	2.8.6
	Analyzes movement using knowledge of critical elements for specialized skills across individual performance activities and movement forms.

	2.8.7
	Identifies and compares the components of health-related and skill-related fitness. 

	2.8.8
	Selects and monitors physical activity goals based on a self-selected health-related 
fitness assessment.

	2.8.9
	Implements the principles of exercise (FITT, progression, overload, and specificity) for 
various types of physical activity.

	2.8.10
	Applies principles of skill-related fitness in various types of school, home, and 
community physical activity opportunities to meet recommended activity guidelines 
(e.g., 60 minutes daily).

	2.8.11
	Explains how heart rate, aerobic fitness, and RPE Scale relate to physical activity 
effort.

	2.8.12
	Develops a plan that applies the principles of dynamic and static stretching during 
warm-up and cool-down to improve flexibility.

	2.8.13
	Identifies both moderate and vigorous physical activity opportunities at school, home, 
or in the community.

	2.8.14
	Examines how rest impacts the body’s response to physical activity and well-being.

	2.8.15
	Analyzes skill performance by identifying critical elements for specialized skills in fitness, sport/games, individual performance activities. or movement forms.

	2.8.16
	Evaluates the usefulness of technology tools to support physical activity and fitness 
goals.

	2.8.17
	Identifies and analyzes the relationships between nutrition, physical activity, and 
health factors.

	2.8.18
	Identifies the safety protocols in outdoor activities.

	2.8.19
	Describes water safety and basic swimming skills.




Task 1: Students can choose to identify and analyze movement principles using the critical elements of specialized skills as identified in the benchmark. Students must choose at least one sport/games, or individual performance activity, or movement form (dance or gymnastics). Meeting learning indicators 5,6,13, and 15.

Task 2: For Fitness:
· Students will identify the critical elements for their fitness by analyzing 3 health-related and skill-related fitness they perform correctly and developing a practice plan (can use F.I.T.T , progressive overload principles, etc). 
· Students will identify the critical elements for specialized fitness skills and analyze 3 skills they need to improve (may use Fitnessgram) to develop a fitness activity plan. 
· This plan must include the guidelines for meeting the recommended 60 min. daily at home, school, and community by identifying both moderate and vigorous physical activity opportunities. 
· This plan could include explain heart rate, RPE, aerobic fitness, applying dynamic and statice stretching during warm-up and cool down for flexibility, and how rest impacts the body’s response to physical activity.
· The plan should include identifying the relationship between nutrition, physical activity, and health factors.
· The plan should include identifying useful technology tools.

This information can be completed by a paper, video, or oral presentation.  
[bookmark: _9am99bx4gvum]Example for Projects should include the following components:
[bookmark: _nfkg2g4nbrk6]1. Skill Observation
[bookmark: _nfjo3ob4pfy5]Choose a skill from one of the following:
· Sport/Game
· Individual Performance Activity
· Movement Form
AND 
Fitness Activities
Skill Identification Sheet:
List the Skills (3): __________________________________
Example: basketball shot, soccer pass, volleyball serve, sprint start, yoga pose, jump rope, etc.
[bookmark: _ma2d652dxn3l]2. Identify the Critical Elements of each Skill
List 3–4 important technique points needed to perform the skill correctly.
	Critical Element
	Why It Is Important


[bookmark: _4l7o1841ax16]3. Movement Principles
Identify the movement principles used in the skill.
Examples:
· balance
· force production
· coordination
· timing
· body positioning
	Movement Principle
	How It Helps the Skill



[bookmark: _q5ndp23mygwm]4. Movement Analysis
· Watch a partner or think about your own performance.
· Describe what was done correctly and what could be improved.
[bookmark: _s9y39x111j43]5. Improvement Plan
· Choose one skill to improve.
· What will you focus on next time you practice this skill?
[bookmark: _kik07e9p8tl7]PE Skill Analysis Rubric:
	Skill Component
	Advanced (3)
	Proficient (2)
	Limited (1)

	Critical Elements Identification (2.8.5)
	Accurately identifies 3–4 critical elements of the skill and explains why each is important.
	Identifies 2–3 critical elements with basic explanation of importance.
	Identifies 1 or no critical elements or explanations are unclear/inaccurate.

	Movement Principles (2.8.5/2.8.6)
	Correctly identifies 5 or more movement principles (balance, coordination, force, timing, etc.) and clearly explains how each helps the skill.
	Identifies 3 or more movement principles and partially explains how they relate to the skill.
	Movement principles missing or incorrectly identified; little or no explanation.

	Skill Performance Observation (2.8.6)
	Provides detailed observations of what was done well and what needs improvement; uses accurate terminology.
	Provides basic observations of strengths and areas to improve; terminology mostly correct.
	Observations are minimal, unclear, or terminology is inaccurate.

	Movement Analysis (2.8.6 / 2.8.15)
	Explains clearly how the critical elements affect performance and suggests specific improvements.
	Explains how some critical elements affect performance with basic improvement ideas.
	Limited or unclear explanation of how critical elements affect performance; improvements not addressed.

	Improvement Plan (2.8.15)
	Develops a specific, actionable plan to improve one or more critical elements.
	Suggests a general plan for improvement.
	Plan is vague, incomplete, or missing.

	2.8.7 Identifying & Comparing Components
	Correctly identifies all health- and skill-related components and explains how they are different and related.
	Identifies most components and provides partial explanation.
	Identifies few components or explanation is unclear.

	2.8.10 Applying Skill-Related Fitness
	Provides detailed examples of activities for school, home, and community that apply skill-related fitness to meet daily activity guidelines.
	Provides examples for some settings or partial connection to skill-related fitness.
	Limited or unclear examples; minimal connection to skill-related fitness or activity guidelines.

	2.8.8 Goal Setting & Monitoring Fitness
	Develops clear SMART fitness goals based on assessment results and consistently monitors progress with detailed reflection.
	Develops appropriate fitness goals based on assessment results and tracks progress with some reflection.
	Goals are unclear or not connected to assessment results; little or no progress monitoring.

	2.8.9 Exercise Principles (FITT, Progression, Overload, Specificity)
	Creates a detailed fitness plan correctly applying all FITT components and clearly explains progression, overload, and specificity.
	Creates a fitness plan using most FITT components and demonstrates basic understanding of progression, overload, or specificity.
	Fitness plan is incomplete or shows limited understanding of FITT and exercise principles.

	2.8.11 Heart Rate, Aerobic Fitness, and RPE
	Clearly explains the relationship between heart rate, aerobic fitness, and RPE and accurately applies them to measure exercise effort.
	Describes how heart rate and RPE relate to exercise effort with basic understanding of aerobic fitness.
	Shows limited understanding of how heart rate, RPE, and aerobic fitness relate to exercise effort.

	2.8.12 Warm-Up & Cool-Down Stretching Plan
	Develops a well-organized plan including appropriate dynamic stretches for warm-up and static stretches for cool-down with clear explanations.
	Creates a warm-up and cool-down plan with mostly appropriate dynamic and static stretches.
	Plan is incomplete or shows limited understanding of when to use dynamic or static stretching.

	2.8.13 Activity Opportunities
	Lists multiple moderate and vigorous activities for all three settings with clear examples.
	Lists some activities for at least 2 settings.
	Lists few or unclear activities, missing multiple settings.

	2.8.14 Rest & Recovery
	Clearly explains how rest affects performance and well-being with detailed examples.
	Gives basic explanation of rest and recovery.
	Minimal or unclear explanation.

	2.8.16 Technology Tools
	Evaluates one or more tools with clear explanation of benefits and limitations.
	Evaluates tools with some explanation of usefulness.
	Tool evaluation is incomplete or unclear.

	2.8.17 Nutrition & Physical Activity
	Correctly identifies multiple connections between nutrition, activity, and health with detailed examples.
	Identifies some connections with partial explanation.
	Limited or unclear understanding of the relationships.



[bookmark: _i9sp0wsuspr0]Score Rating:
	Advanced
	40 - 45

	Proficient
	30-39

	Limited
	29 - below


[bookmark: _o2galqic7j3l]

	2.8.18
	Identifies the safety protocols in outdoor activities.

	2.8.19
	Describes water safety and basic swimming skills.



Optional Task 3:Students can communicate this information via a written paper, video or orally to the teacher. 
[bookmark: _udssvka1a8h3]Projects should include the following components:
Students will demonstrate their understanding of outdoor safety and water safety by creating a project in ONE of the following formats:
[bookmark: _2tejuulk8zvu]Project Choices: 
Create one of the following:
· Poster
· Brochure
· Infographic
· Slideshow
Must include:
· An explanation or written paragraph on at least 4 outdoor safety rules
· An explanation or written paragraph on at least 4 water safety rules
· An description or written paragraph on at least 2 basic swimming skills
· Pictures or illustrations
· Clear, labeled information
[bookmark: _c6kxx510pzi7]



Grading Rubric:

	Criteria
	3 – Advanced
	2 – Proficient
	1 – Limited

	Outdoor Safety (2.8.18)
	Clearly explains 4+ safety rules with strong detail and examples
	Identifies at least 4 safety rules
	Identifies few or unclear safety rules

	Water Safety (2.8.19)
	Clearly explains 4+ water safety rules with detail
	Identifies at least 4 water safety rules
	Identifies few or incorrect rules

	Swimming Skills (2.8.19)
	Describes 2+ skills clearly (e.g., floating, treading) with explanation
	Describes at least 2 skills
	Describes 1 or no skills





Score Rating:
	Advanced
	8–9

	Proficient
	5-7

	Limited
	1-4






















	OAHPERD Physical Education Assessments


	 Standard 4
	Develops personal skills, identifies personal benefits of movement and chooses to engage in physical activity. 


	Benchmark A
	Makes a connection between participation in physical activity and physical, emotional and intellectual health 


	
	Grade Band 6-8



	4.8.1
	Describes how self-expression, choice, and personal interests impact individual engagement in physical activity.

	4.8.2
	Examines opportunities and barriers to participating in physical activity outside of Physical Education class.

	4.8.3
	Recognizes and implements individual safety behaviors (e.g., spacing, understanding rules, use of equipment, hydration, injury prevention, sun protection) during physical activities.



Standard 4, Learning Indicator 1 & 2 
Assessment task: Students will connect participation in physical activity to physical, emotional, and intellectual health by explaining how self‑expression, choice, and personal interests influence engagement (4.8.1) and by examining opportunities and barriers to being active outside of PE class (4.8.2). Evidence will come from a short written/recorded reflection, a brief activity plan, or teacher observation during a class discussion or small‑group task.
Printable Rubric
	Criteria
	Advanced (3)
	Proficient (2)
	Limited (1)

	4.8.1 Self‑expression Choice and Interests
	Identifies 3 or more ways self‑expression, choice, and interests drive engagement and gives specific personal examples.
	Describes at least two ways self‑expression or interests affect participation with one clear example.
	Names a preference but gives little or no explanation of its impact on engagement.

	4.8.2 Opportunities and Barriers Outside PE
	Analyzes 2 or more opportunities and 1 barriers outside class and proposes realistic strategies to increase participation.
	Identifies at least 2 common opportunities and 1 barriers outside class and suggests one practical solution.
	Lists barriers or opportunities superficially and offers no practical solutions.


Optional scoring: Advanced = 3, Proficient = 2, Limited = 1 in each category. Total possible = 12 points.
Safety Practices and Implementation 
Standard 4, Learning Indicator 3
[bookmark: _heading=h.x28b9lipn9x6]Assessment Task: Observation, Discussion or written activity of each of the criteria
	Criteria
	Advanced (3)
	Proficient (2)
	Limited (1)

	Spacing & awareness
	Consistently maintains safe spacing; anticipates and avoids collisions; communicates path/intent.
	Sometimes maintains spacing; occasional reminders to adjust; basic awareness of others.
	Often crowds others or creates unsafe proximity; limited awareness of surroundings.

	Understanding & following rules
	Explains key safety rules and their purpose; follows without reminders; reinforces safety with peers.
	Follows rules with 0–1 reminder per activity; can state basic rules when asked.
	Requires repeated reminders; shows unsafe shortcuts or misunderstanding of rules.

	Use of equipment
	Selects appropriate equipment; inspects for safety; uses correct technique; transports/returns safely.
	Uses equipment appropriately with occasional cues; generally safe handling.
	Misuses equipment or ignores handling protocols; creates unsafe situations.

	Hydration habits
	Brings/uses water; hydrates before, during, after activity; recognizes signs of dehydration/overheating and responds.
	Hydrates during breaks when prompted; recognizes need when cued.
	Rarely hydrates even when available; does not recognize or respond to signs of dehydration.

	Injury prevention
	Completes warm-up/cool-down correctly; adjusts intensity for discomfort; reports hazards; uses protective gear when appropriate.
	Completes warm-up; responds to teacher cues to adjust or report issues.
	Skips warm-up/cool-down; plays through pain; ignores hazards or safety gear.

	Sun/heat protection (outdoors)
	Uses sun/heat strategies (hat/sunscreen, shade, pacing) independently; monitors personal comfort.
	Uses some protection or seeks shade when prompted; basic pacing with cues.
	No sun/heat strategies; chooses unshaded rest; shows overheating signs without self-management.


Optional scoring: Advanced = 3, Proficient = 2, Limited = 1 in each category. Total possible = 18 points.
Teacher Scoring Record
	Teacher
Scoring Record
	
	
	

	Student Name
	__________________________
	Class/Period
	

	Scores
	Criteria 1 ___  Criteria 2 ___  Criteria 3 ___  Criteria 4 ___

Criteria 5___  Criteria 6 _____

	Total
	____ / 18


	Comments
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