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Workshop:  Strategies for Developing and Encouraging Sportsmanship 

Presenter:  Amanda Amtmanis, Middletown (CT) Public Schools, amtmanisa@mpsct.org 

Workshop objectives: 

- Participants will identify a variety strategies to encourage the development of sportsmanship 
Participants will explore some activities exemplifying these strategies that they may be able 
to use with their students. 

 
Strategies that may be helpful: 

Identify a target behavior and reward displays of that behavior (Change the targeted 
behavior daily or weekly)  

Example – Pop and Catch:  (target behavior – encouragement) Students work in pairs with 
poppers (noodle bits) and attempt to simultaneously pop their poppers to each other and catch 
their partners popper.  Because this is a challenging (yet novel and fun) activity, it provides a 
good opportunity for students to practice encouragement (“almost!”… “keep trying” … high 
fives when you are successful, etc.) 

Overtly teach what good sportsmanship looks like (Provide discussion and examples of what 
fair play entails) 

Example – Lizard’s Home:  Share the story Lizard’s Home .  Promote active listening by 
challenging children to assume animal themed yoga poses each time an animal is named in the 
story.  Then play out the confrontation over who gets the rock by introducing Home and Away 
partners.  Give each pair of children a poly spot (the rock).  Have them shoot rock, paper, 
scissors to see who gets to be the Home partner and stand on the rock.  This child also gets two 
different colored items to represent the pebbles in the story.  The Away partner runs a lap and 
returns to the rock and has to pick a hand.  The Home partner reveals which item the Away 
partner chose.  Depending on the color, they switch places or remain in their roles and continue 
play. 

Games with multiple levels (When a team is successful, instead of just declaring them the 
winners give them another challenge to shoot for)  

Example - Level 1:  Knock over all of the other team’s pins or cones 

Level 2:  Score a ball in the other team’s basket or bucket 



Level 3:  Land a ball/Frisbee/bean bag into each of the other team’s hoops 

Level 4:  Collect those hoops and build a hula hut 

Level 5:  Have every member of your team crawl through the hula hut without 
knocking it over 

Games with multiple teams: (It is easier lose gracefully when you are among company)  

Example – Clear the Hoops:  Place 4 cones each near a corner of the playing area.  Place a hoop 
in front of each cone.  Place the 5th hoop in the center of the playing area.  Place 4-6 bean bags 
into each of the 4 corner hoops.  Divide children into teams and have a team line up behind each 
of the 4 cones.  Upon the signal to go, the first child in each line picks up one beanbag from their 
hoop and races to place the beanbag into one of the other corner hoops or into the hoop in the 
center.  Only when the child returns to their team can the next team mate go.  The object of the 
game is to try to get rid of all of your team’s beanbags first.  (Caution children to be aware of 
other players to avoid collisions.  Also, beanbags must be placed into hoops – no tossing!  Be 
aware of which player goes before you and make sure they are back before you go, or else other 
players will rightly accuse you of cheating!)  When a player returns to their team after depositing 
their last beanbag into another hoop (and no one has gifted them with another beanbag in the 
meantime), the team sits.  Once a team is sitting, it is too late to give them a beanbag – they have 
won the game. 

Games that are not only competitive but also cooperative (Players must work together in 
order to be successful)  

Example – Building a Bridge:  Materials needed:  play money, cones or lines on the floor to 
designate distance, assorted items, for example - poly spots, newspaper, chairs, scooters, rope, 
etc. that teams can use to build their bridge.  Set Up:  Divide the group into 2 or more teams. 
Designate a distance to be traveled using the cones or lines.  Lay out all of the assorted items.  To 
Play:  Explain to the teams that their challenge will be to build a bridge that will allow every 
member of their team to travel from point A to point B without making contact with the floor. 
Give each team an equal amount of “cash” to use to purchase items to construct their bridge. 
Then conduct an auction to distribute the items.  The auction continues until the items and/or the 
money is gone.  After the conclusion of the auction, allow the teams to ask any final questions 
before giving the signal to begin building.  As teams build their bridges and attempt to transport 
their team, any team member that touches the floor must return and try again.  The first team to 
successfully transport all members safely across to point B wins the challenge. 

 

Games that allow for creativity (Players feel ownership of their ideas and winning is not the 



only objective anymore)  

Example – The passing game:  Players must pass an item from one hoop/bucket to another but 
must follow a set of rules (No taking steps with the item, every player must have a turn).  At the 
end of each round add a new rule.  After a few rounds, have teams come up with their own new 
rules. 

Small sided games (Maximizes opportunities to play and minimizes the times when individuals 
will be “on display” and the focus of everyone else’s attention. Allows for intentional grouping – 
separate children that don’t do well together.)  

Example – Triangle kickball:  In this scaled-down version, there are three bases and a hula hoop 
behind home base.  Stack 4 balls in a pyramid in front of home.  Players take turns being “up”. 
After a player kicks the balls, he runs around the bases trying to earn as many runs as he can 
before the fielding players can retrieve the balls place them in the hoops.  When all 4 balls are in 
the hoop, the kicker’s turn is over.  Restack the balls in front of home base and the next player is 
up.  The player who earns the most runs at the end of the game wins.  

 

Games that have an additional/ulterior motive (Instead of just scoring points, having children 
earn something other than simple points takes the focus away from the singular goal of winning)  

Example - My Plate Soccer: Small sided game where teams attempt to collect food cards to fill 
all of the spaces on My Plate.  This game also provides more active opportunities for less skilled 
players than the traditional version.  Divide players into teams of 2-4 (3 is ideal).  Each team has 
a goal (generally 2 cones), a ball, a stack of cards from one of the food groups and a model of 
My Plate.  The goals are spaced apart around the perimeter of the playing area.  There are three 
jobs in this game – offense, defense, and scorekeeper.  When on offense, it is the player’s job to 
try to score goals with the limitation of one consecutive attempt per team, i.e. one shot in a row 
per goal and then move on.  When on defense, it is the player’s job to block shots on their goal. 
When scorekeeping, it is the player’s responsibility to determine if a goal has been scored (ball 
passes on the ground between the two cones without hitting either cone) and to hand a food card 
out to players who have scored.  There should be 3 periods of play so that each player will have a 
chance to play each role.  Teams attempt to score goals on a variety of teams to score a variety of 
food cards to fill their plate and make a complete meal.  If a team fills their plate, you can give 
them another plate and they can attempt to create another meal.  
 
Games that require students to “shift gears” and delay a final score:  (This strategy works 
particularly well when covering concepts for cognitive understanding.  Instead of points, players 
earn tokens that are potential points.  At the end of play, potential points turn into actual points 



by correctly answering review questions.  Shifting focus from the high energy of game play to 
mental concentration allows players time to calm down before the scoring is settled.)  
 
Example – Square Ball:  Played on half a basketball court with 4 teams – one on the base line, 
one on the half court line, and one each on each of the sidelines.  Place a large ball (stability ball, 
omnikin, etc) in the center of the square.  Students throw foam balls at the big ball to try to get it 
to go out of the square on one of the other team’s sides and to prevent it from going out on their 
side.  When the ball goes out of the square or touches a player, the other 3 teams get a card. 
After 4 or 5 rounds of play, pull out the review questions.  The team that has the ace gets first 
crack at question 1.  If they can give a correct answer (as a team – heads together, 1 answer), 
they get to turn the card over and it is their point.  If they are incorrect or unable to answer, the 
team next to them (in a clockwise direction) gets a chance to steal the card by giving a correct 
answer.  If they are also incorrect, the next team tries to steal, etc.  Once the card has been 
earned, the team that has the 2 card gets first crack at question 2 and so on.  This works really 
well not only as a strategy for helping students to show good sportsmanship, but also as a 
strategy for checking for cognitive understanding of concepts.  All students must pay attention to 
the discussions and answers since there is always a chance to steal.  In addition, students discuss 
and teach one another what they know.  Finally, as the teacher, I can hear their team huddle 
discussions and can understand where their thinking and understanding may be faulty or 
incomplete. 

 

 


