
 
Marathon 
 

Vol XI • Nr. 2 • 2019  123 

ACTIVE PLAY - TEACHING METHOD IN PHYSICAL 
EDUCATION IN HIGHER EDUCATION 

 
 

Victor Marian ZAMFIR 
 
 

Abstract 
Once puberty is completed, the adolescent becomes a young man who, both in terms 

of morpho functional development and effort capacity and mental characteristics, is getting 
closer to adulthood. Students get into the first year of college, at least theoretically, with 12 
years of physical education experience. It is assumed that the basic elements of the school of 
running, jumping, catching and passing the ball are known and strengthened. However, it 
has been observed numerous times that they have difficulties performing exercises in the 
running school. Another type of student is the one protected by parents, with medical 
exemptions during high school for physical education. In their case, the teaching objective 
is to integrate them and motivate them to participate actively in the lessons and physical 
activities.  
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Introduction 
 
The game is a great way to get students to actively participate in the learning 

process. The children always played. In groups or alone, with or without toys or 
objects, they invented games, sang, ran, laughed, cried and took it all over again. 
They got tired, they got angry, they got reconciled and they wanted to play a little. 
Childhood without story and game does not exist. Nowadays times have changed: 
video games and socializing on the smartphone have appeared, friendships are 
virtual, and life happens on the screen. Relationships between children are now 
happening at distances of thousands of kilometers, through online games. Strategies 
are built, alliances are created, communicated via chat or Skype. Today's children 
play differently than their parents did. That's why I found it useful for the physical 
education specialists to present preparatory games for sports games. 
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A Brief History 
The Wallachian Games was the first written testimony of the duties of the 

little ones on Romanian territories and dates from 1718, when Antonio del Chiaro 
told the story. In "Children's Games of the Wallachians" he talked about the ball, 
sling, whirligig, tip cat, buttons / pips, dumb bump, rattlesnake, rider. Among the 
objects used by children in their games were sticks, pebbles, or ropes. They used a 
pebble in the carton they called "straw". The village variant of thieves and guardians 
was "De-a Puia Gaia". There is also a ritual of the games, some being preferred 
during the holidays. In the Palm Sunday, the children made penny trumpets from the 
bark of willow branches, horn from the willow bark, mosses and harmonica from 
onion leaves.  

The specialists in physical education field recommend, for this level of 
training, the active learning strategies constructed through games. Learning in our 
field is called, in general, motor learning understood as the formation of behaviors 
and capacities according to certain requirements related to a sport. 

 
The concept 'I learn!'  
• “I can learn what my body can do” (movement awareness); through 

games, students find that they can execute: 
- locomotion movements (locomotor skills): walking, running, jumping; 
- actions from static positions (stability skills): stretching, twisting, 

pulling, pushing; 
- handling actions (handling skills) of different objects;  
Cognitive goals: 
- developing logical knowledge; 
- development of the qualities of attention, memory, imagination.  
Motivational-affective-social objectives: 
- emotional balance; 
- education of attitudes, moral feelings; 
- socialization and integration; 
- mastery and self-regulation of behavior; 
- creating emulation, fun and managing funny situations.  

 
The content of the games is determined by the totality of the movement 

actions, through which the students realize the subject of the game: these are the 
motor skills, basic (walking, running, jumping, jumping-catching), utility-
applicative (climbing, dragging, pushing, pulling, climbing, manipulation of objects) 
and specific (sports branches), through which students manifest themselves. 

The forms under which the games take place are: the poles, the application 
paths and the actual games (with roles). 

RELAY RACE is the most effective form of effort engagement: it can be 
organized with: 

- individual participation, in pairs, in teams; 
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- by solving a certain motor task, within a certain spatial or temporal 
range.  

The participants are asked to perform different motive acts, under conditions 
of speed, difficulty and technical correctness, against the background of moral-
volitional participation, which supports the dynamism of the game.  

The correct, complete execution of the motor task, the observance of the 
established rules implies motor skills, as well as moral-responsible aspects of the 
participants in the movement game. 

Obstacle race alternate dynamic elements with those of balance, spatial-
temporal orientation, simple acrobatic elements (rolls), with changes of directions, 
on support surfaces with different heights. The difficulty degree may be increased 
by contain, an increased number of tasks, more complex motor requirements. 

Games with specific motor tasks by playing roles:   
 - identical: butterflies, bees, frogs, rabbits etc.;  
  - opposites: ducks / hunters, sheep / wolves, hawks / pigeons, etc.  
The imitative game activates in different ways the behavior of the students 

turns quite quickly into an evolved game, respectively into the creative game; this is 
the most interesting game of childhood, through fantasy and symbolism: the child is 
in dialogue with an imaginary partner or character, it is explained by the child's desire 
to find solutions to problems. 

 
The crouching legs 
Hall or field, unlimited number of students. One follower is chosen from the 

students. Students run freely on the space set for play, avoiding being trapped by 
squatting. The pursuer is not allowed to catch the crouching student. The student 
reached, becomes a follower. 

 Students are not allowed to remain squatting longer than 1 "- 2" (seconds). 
The teacher will make sure that the students do prolong the safe position. More 
printers can be set if the number of students is large. 

 Variants: * "With a pinch", * The stick with ribbon, each player has a ribbon 
that the follower seeks to take. * "Getting caught with help", to escape the pursuit, 
the players try to catch each other in pairs. 

 
The snake catches its tail 
Hall or field, unlimited number of students, groups of 8-10 students 
The students aim to grip each other one by one. The first player is the head 

and the last is the tail of the snake. The head will try to catch the tail of the snake by 
constantly changing the direction of the run. 

If the tail is caught, the students at the head and tail change. 
Students should hold tightly to each other without letting go of their hands. 
The move will be in the running 
If is sufficient space and the class is large, several rows will be formed. 
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Fisherman and net  
Hall or field, unlimited number of students Among the students, a fisherman 

is chosen, who runs trying to reach the students. Students run freely on the space set 
for play, avoiding being touched. The affected students hold hands with the 
fisherman, forming a net and thus run after the other students. The student who 
remains last is declared the winner and becomes a fisherman in the next game. 
Students who exceed the playing space enter the net. The net should not be broken 
at the time of touching (students should be holding hands). The size of the play space 
is chosen according to the number of students. 

 
Game with rules  
The main organizational element in this type of game is the 'explicit rule', 

which guides the behavior of the group of children. Although practiced for pleasure, 
fun, games with rules arouse competition, challenge first. Practiced by students but 
also by students, these games bring order to their work, stimulate the spirit of 
competition and produce great satisfaction. 

 
Rope pulling  
Hall or field, unlimited number of students, a long rope of 10-12 m  
The students, divided into two teams of 6-10, sit side by side, facing each 

other. 
On the ground a line is drawn that will separate the two teams. Each team 

will catch one end of the rope, the students being zigzagged (on both sides of the 
rope) grab each rope at the beginning signal of the game. In the middle of the rope a 
scarf is tied and from this, on one side of the rope another sign is established at  
1-1.5 m from which the first player of the team sits. 

At the "get ready" command, each student grabs the rope with both hands, 
raises it to the hip and holds it tight for pulling. At the "pull" sign, students try to 
draw the opposing team beyond the center line. 

The two command times will be respected; the last student is not allowed to 
wrap the end of the rope around the trunk or fix it with his feet.  

The most powerful students will be placed in front; the number of students 
in teams depends on the length of the rope. When the number of students does not 
allow their engagement in the game, the series will be formed, and a final 
competition will be held. 

 
Social game 
This is the game that involves interactions with partners of the same level; it 

has been developing since pre-school years; a variant of this type of game is also the 
one developed in the "playground" specially arranged in kindergartens, schools, 
public gardens, special places in the neighborhoods. Here are some "movement 
patterns", determined by the play facilities. This type of game contributes 
particularly to the socialization of children. 
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Racing in sacks 
Hall or field, unlimited number of students. Bags according to the number 

of teams. Arranging teams as a relay, in rows (with equal number) behind a starting 
line and at 10-20 steps from the return line. In front of each team is a bag that, at the 
signal, the first student pulls it to the belt, entering with his feet in it, then moves to 
the point of return and returns to the team, leaves the bag down and passes the queue. 
The game is repeated by all the students and ends when the last student returns to the 
place. The team that finishes first wins.  

The fallen student gets up and continues the race without being helped. 
The distance back and forth should not exceed 15-20 m. 
 
The basketball player's pole 
Indoor or outdoor basketball court, unlimited number of students, 2 

basketballs. 
The students are divided into two equal teams and are placed in rows at 

opposite corners of the basketball court behind a line. The first student from each 
team has a ball.  

At the signal, the students with the ball start each to the field in front of him 
in dribbling, reaching near the basket, throw in the basket, pick up the ball, return in 
dribbling to the center line from where he passes to the next student in his team, who 
continues the game, and goes to the end of the row.  It wins the team whose last 
student gets first in his place. Running with the ball in the hand is not allowed. 
Teacher can mark a line near the basket where the throw to the basket is mandatory. 

 
Construction game  
The game creates a product or elaborates a solution for a problem. Students 

acquire their thinking and learning skills, finding the solution of some problematic 
situations. Creativity, socialization and moralizing of the personality are stimulated 
also. Game sample: the castle. 

 
Castle  
Room with basketball court (or outdoor basketball court), number 10 

students, 1 basketball. 
1. Place 9 conical steps on top of each other, to form a "castle" of stone. 
2. The players are divided into 2 teams. Team 1 will play the role of 

defender of the castle, and team 2 will play the role of attacker of the 
castle. 

3. There will be 9 steps from the stone castle and a line will be drawn. 
From here team 2 will try to destroy the castle with the help of the ball. 

4. If, after all the members of team 2 throw the ball and the castle is still 
standing, the teams will change the role and team 1 will try to tear down 
the castle with the ball.  
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5. The demolition of the castle is made only with the ball, which can be 
thrown by hand or foot in the direction of the castle. 

6. After the castle is demolished, the defense team at that time will have 
to retrieve the ball and hunt the other team members, trying to get them 
out of the game (like ducks and hunters). 

7. At the same time, the members of the team that managed to tear down 
the castle will have to rebuild the castle to win the game. They will have 
to do this without being hit with the ball by the opposing team. 

8. Win the game: The defending team - if he manages to get out of the 
game (touch the ball) all the members of the other team, before they 
rebuild the castle. The team that demolished the castle - if it manages to 
rebuild the stone castle before the other team takes all the components 
out of the game. 

9. The winning team will start your next game in the attacking position. 
Rules: 
1. The defenders of the castle can only defend the castle with the help of 

the ball. They are not allowed to hold or block those who rebuild the 
castle. 

2. Defenders must let the ball hit the castle. 
3. A player touched with the ball will exit the game and leave the 

milestone / milestones he has in his hand, where he was hit with the 
ball. 

MOVEMENT GAME seems to sum up all other types of games, being a role 
playing, creative, respecting rules, construction, social playing activities.  

 
Conclusions 
 
The games presented in this article can be scheduled at the beginning of the 

lesson, after the warmup and have the role of preparing the students for the learning 
tasks in sports games. The venue is usually a gym or a space where games can be 
organized safely for participants. In addition to the physical effect, the games 
stimulate the interest and enthusiastic participation of the students in fulfilling the 
PE lesson tasks. If students cooperate and compete in preparatory task games, it will 
be useful in team sport games and in sport competitions as well. 

 
REFERENCES 

 
1. Didactica educatiei fizice si psihomotorii (invatamantului primar si prescolar) 

- Victor Marian Zamfir- Editura Universitaria (Craiova)  
2. Comunicarea în baschetul de performanţă-juniori Victor Marian Zamfir- 

Bucureşti: Pro Universitaria, 2015 
3. Mijloace de comunicare in baschet Victor Marian Zamfir- Bucureşti:Pro 

Universitaria, 2015 



 
Marathon 
 

Vol XI • Nr. 2 • 2019  129 

4. Optimizarea comunicarii in sporturile de echipa- Cristiana Lucretia Pop - 
Victor Marian Zamfir, Bucureşti: Pro Universitaria, 2015   

5. https://www.cotidianul.ro/jocurile-copilariei-de-a-lungul-timpului/ 
 

https://www.cotidianul.ro/jocurile-copilariei-de-a-lungul-timpului/

