
This document will guide you through backward design using basketball dribbling as an example. In backward design, teachers should start by creating Task 2 and its progressions-this is the end goal or performance outcome. Then, work backward to identify Task 1, the base skill, and its progressions that build toward the final task.
Quick note: Movement concepts are listed as one type of task progression (there are 10 total from the lecture). These concepts-like spatial awareness or movement intent-are often embedded within other progressions. If that sounds confusing, don’t worry-it's not the main focus here, so no need to get too deep into the weeds.
Keep the task progression wheel in mind, especially when working with younger students. At early stages, building strong foundational skills with movement concepts is is key. For example, if you're teaching a pickleball forehand, focusing on cues like stance, weight shift, and sweep along with hitting the ball high, medium, and low (movement concepts) is important. These are not the only the type of task progressions one can use. Keep in mind the big 10. There are actually more than 10, but these are some of the most common ones. Its kind of like the Big 10 in college football- very misleading.
As students get older and more skilled,  by high school, those basics should be hopefully mastered. That’s when you can introduce more advanced strategies, such as the dink, drive, and drop shot. Again, keep task progressions in mind. Eventually in high school, we want them to be play/participate in full versions of activities with advanced understandings of concepts.
Steps for Backwards Design
Step 1- Determine Your Task 2 Game. 
To get started, check out the list of excellent websites provided (Control + Click the game link). These resources are helpful across all grade levels. That said, for middle and high school, you may prefer to create a modified version of the actual sport. In these cases, the exact activity may not be listed on the websites, so you'll need to think critically about how to highlight and reinforce the target skill in different game-like scenarios. 
Side note: Once students have learned the fundamental skills in middle school, you can begin incorporating small-sided games. In high school, students are typically ready for full gameplay. However, for our purposes, the lessons you're developing should focus on introducing specific skills rather than full game implementation. In elementary school they are games that resemble the activity/sport itself. However, the focus is on the movement concepts and other items learned. Students do not have the capacity at lower elementary to play full games.
Example: Task 2 Game
Elementary-builders and bulldozers
Middle school-Noodle basketball- lays ups only to start-max 24 people 7 dribblers and 5 taggers.
High school-small sided game that emphasizes dribbling- Students will play four on four. Prior to shooting each team must complete three tasks.
 1. Cross over dribble 
2. Penetrate the lane w/ dribble and pass 
3. Dribble around a pick

Step 2-Design Task Progressions for Task 2-
This process helps increase game complexity and break up monotony. In elementary school, this often means incorporating previously learned skills or integrating movement concepts and task progressions discussed in the lecture. In middle school, students are typically ready for small-sided or modified games that combine multiple skills. By high school, task progressions usually involve playing the full version of the game.
During the early stages of progression, it's important to positively reinforce the skills being applied within the game context. As students advance, especially in high school, be sure to include more advanced tactics that align with a deeper understanding of the sport or unit.
Example – Basketball:
A deeper understanding at the high school level might involve recognizing when to use a pick-and-roll based on defensive positioning, or understanding how spacing affects passing lanes and shot opportunities.
Example – Weightlifting:
For weightlifting, a deeper understanding could involve knowing how to structure a lifting program (e.g., sets, reps, rest intervals), understanding proper progression to avoid injury, or how different lifts target muscle groups to support athletic performance goals.
Task 2 Task Progressions
TP- Elementary-builders and bulldozers- 
1. Switch builders and bulldozers 
2. Use nondominant hand 
3. Form an alliance with a buddy (one ball) and move around as a team. Each time you knock down a cone pass the ball.
TP-Middle school-Noodle basketball-  
1. Non dominant hand
2. Incorporate two concepts: cross over dribble and picks. 
3. Small sided game where students have to dribble around a pick before they shoot.
TP- High school-
[bookmark: _Hlk176424492]1.students will use non dominant hand to complete all three tasks 
2. Students will play a full game and will get an extra point added to each basket if they (a) penetrate the lane with the dribble and pass OR (b) dribble around a pick and score 
Step 3- Design Task 1-Base Skill
Now that you've identified your game and mapped out the task progressions, it's time to determine the base skill. In this example, the focus is on dribbling, so you’ll want to consider how to introduce this skill in a way that’s appropriate for the students’ age and ability level. For instance, having high school students dribble on a polyspot would be far too basic. It's important to choose a starting point that aligns with both the complexity of your game and the students’ skill level.
· Elementary: Students will practice dribbling on a polyspot using both their dominant and non-dominant hands.
· Middle School: Students will dribble while moving through general space, using both hands and at different speeds.
· High School: Students will work in pairs, taking turns dribbling while their partner applies light defensive pressure to simulate a game-like situation.
Step 4- Design Task 1 Progression- Concepts and Tactics Needed for Game
Now that the base skill has been practiced, it's time to consider the concepts, strategies, and tactics needed for gameplay. These form the task progressions for Task 1 and help build toward more advanced performance. These should be applicable to you game selection.
Elementary:
1. The teacher will introduce movement concepts such as up/down, narrow/wide, and clockwise/counterclockwise-all relevant to a game like Builders and Bulldozers.
2. Students will move through general space using these movements, avoiding cones placed on the floor to reinforce spatial awareness.
3. Music will be played, and students will move to the rhythm. When the word “around” is heard, the teacher will cue students to move clockwise. 
4. Students will repeat the activity using their non-dominant hand and reverse direction (counterclockwise) when “around” is heard again. Teacher can use other terms from task progression 1.
Middle School:
1. As students dribble through general space, the teacher will give cues to change speed (faster/slower) and path patterns (zig-zag, curved, straight).
2. Emphasis will be placed on using the non-dominant hand while moving.
3. The crossover dribble will be introduced and practiced, helping students prepare for quick changes in direction.
High School:
1. In pairs, students will dribble through space and incorporate crossover moves, simulating defensive pressure from their partner.
2. Students will then form groups of four at a basket. One pair will practice a penetrate-and-pass strategy while the other plays light defense. (No shooting yet.)
3. At a demo hoop, the teacher will explain how to use a dribble to go around a pick. Students will then practice this and finish with a jump shot or lay-up, switching roles between offense and defense afterward.
Putting It All Together
Now that you've established Task 1, its progressions, and defined Task 2, everything should align to create a natural and developmentally appropriate learning progression. Below is an example for elementary, middle, and high school students:

Elementary School
· Task 1:
Students will dribble on a polyspot using both their dominant and non-dominant hands.
· Task 1 Progression:
1. Introduce movement concepts (e.g., up/down, narrow/wide, clockwise/counterclockwise) relevant to the upcoming game (Builders and Bulldozers).
2. Students move through general space, avoiding cones while practicing these movement concepts.
3. Play music to guide movement. When the word “around” is heard, students move clockwise.
4. Students switch to their non-dominant hand and move counterclockwise when “around” is played again. Other movement concept will be added.
· Task 2:
Play Builders and Bulldozers, focusing on dribbling while completing the game’s objective.
· Task 2 Progression:
1. Switch roles between builders and bulldozers.
2. Use non-dominant hand during gameplay.
3. Pair up with a buddy to form teams for strategy and support. Incorporate previous lesson of passing.

Middle School
· Task 1:
Students dribble through general space using both their dominant and non-dominant hands.
· Task 1 Progression:
1. Vary movement patterns: faster/slower, zig-zag, curved, and straight paths.
2. Emphasize dribbling with the non-dominant hand.
3. Introduce and practice the crossover dribble to change direction quickly.
· Task 2:
Play Noodle Basketball (layups only to start) with a maximum of 24 students (7 dribblers, 5 taggers).
· Task 2 Progression:
1. Use non-dominant hand while dribbling.
2. Incorporate two concepts: cross over dribble and picks.
3. Small sided game where students have to dribble around a pick before they shoot.

High School
· Task 1:
Students take turns dribbling against light defensive pressure from a partner.
· Task 1 Progression:
1. Students incorporate a crossover dribble while moving through general space.
2. Students form groups of four (two pairs). One pair practices penetrate-and-pass, while the other plays light defense (no shooting).
3. At a demo hoop, the teacher explains how to use a dribble to navigate around a pick. Students then perform the move and take either a lay-up or jump shot, switching offense and defense roles.
· Task 2:
Play a 4-on-4 small-sided game focused on dribbling. Before attempting a shot, each team must complete three required tasks.
. Required Tasks:
1. Perform a crossover dribble
1. Penetrate the lane and pass
1. Dribble around a pick
· Task 2 Progression:
1. Complete all three tasks using the non-dominant hand.
2. Transition to a full game setting. Award bonus points for:
2. (a) Successfully penetrating the lane and passing
2. (b) Dribbling around a pick and scoring

