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QTY NAME CODE 
 

24 Pickleball Paddles 1450225 Link to e-Store	

24 Pickleballs 1384886 Link to e-Store	

12 Large Jump Ropes 1343700 Link to e-Store	

6 Pickleball Nets 2002183 Link to e-Store	

24 Low-Profile Cones 1255690 Link to e-Store 

6 Pinnies (2 colors) 1262711 Link to e-Store	

6 Large Cones 1245875 Link to e-Store 

6 Task Tents 1389878 Link to e-Store 

	 	 	
 

 Academic Language Posters  OPENPhysEd.org	

 Various Drill Cards & Play Cards  OPENPhysEd.org	

 Station Cards  OPENPhysEd.org	

 Student Assessments  OPENPhysEd.org	
	

https://www.usgames.com/diller-paddle
https://www.usgames.com/pickleballs
https://www.usgames.com/selecta-speed-ropes
https://www.usgames.com/quickstart-mini-and-maxi-net-systems
https://www.usgames.com/low-profile-cones
https://www.usgames.com/reversible-scrimmage-vests
https://www.usgames.com/game-cones
https://www.usgames.com/us-games-task-tents-6-pack
https://openphysed.org/curriculum_resources/ms-pickleball
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https://music.apple.com/us/artist/s2s-music/336840775
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• Standard 1 [M14.6&7]: Demonstrates the mature form of the forehand and 
backhand strokes with a short-handled implement in net games such as 
paddle ball, pickleball, or short-handled racket tennis (6); Demonstrates the 
mature form of forehand and backhand strokes with a short or long-handled 
implement with power and accuracy in net games such as pickleball, tennis, 
badminton, or paddle ball (7). 

• Standard 5 [M6.6-8]: Demonstrates respect for self and others in activities 
and games by following the rules, encouraging others, and playing within the 
spirit of the game or activity (6); Demonstrates the importance of social 
interaction by helping and encouraging others, avoiding trash talk, and 
providing support to classmates (7); Demonstrates respect for self by asking 
for help and helping others in various physical activities (8). 

• Skill: I will perform the skill cues for volley and lob shots. 
• Cognitive: I will implement specific feedback to improve my pickleball 

performance. 
• Fitness: I will actively participate, with a focus on developing my skill-related 

fitness. 
• Personal & Social Responsibility: I will demonstrate respect for others by 

following the rules and etiquette of each activity.	

• Grip 
• Growth Mindset 
• Pickleball 
• Responsible 
• Skill-Related Fitness 

• DOK Questions 
• Self-Assessment 
	



	

	 38 

	
	

Students enter the activity area 
and begin with RPS Victory 
Lap. Cones and task tents are 
set up with academic language 
cards. Students jog victory laps 
around the cones and read the 
academic language cards as 
they jog. 
	

Students are instructed to pick 
up a paddle and pickleball and 
then find personal space facing 
the teacher. 

Pair students. Pairs can use 2 
pickleballs during this drill. 
Display Toss Drill Play Card 
using computer and projector. 

Complete the self-assessment. Then, using a white board, continue the 
conversation from Level 1 Toss Drills debrief with the following DOK 4 question: 
Identify 2 areas in your pickleball game that need improvement. Let’s create a 
plan to improve those areas over the next 2 weeks. What can you do in class? 
What can you do outside of class?  
	

RPS Victory 
Lap 

Pancake 
Flipper 

Level 1 
Toss Drills 

DOK 1: How can you 
recognize an activity that 
helps to improve your 
fitness? 
 
DOK 2: How does your 
favorite physical activity 
affect your skill-related 
fitness? 

 

DOK 1: What are the 
components of skill-
related fitness? 
DOK 2: What skill-
related fitness 
components are most 
important for pickleball 
success? 
DOK 3: How could you 
modify this activity to 
develop your skill-related 
fitness? 

 

DOK 1: How would you 
describe the term 
“specific feedback”? 
DOK 2: How would you 
apply specific feedback 
to help you improve 
pickleball performance? 
DOK 3: How is growth 
mindset related to 
accepting and applying 
specific feedback? 
 



	

	

 
 
 
 
 
Universal Design for Learning (UDL) is a strategy for eliminating instructional and 
environmental barriers for every member of a learning community in order to meet the needs of 
all students across the continuum of physical, intellectual, and emotional abilities. Although we 
acknowledge that it would be impossible to build one curriculum to meet the needs of every single 
child, we strongly believe that striving to maximize the active and meaningful participation for all 
students is a core responsibility of every educator. 
 

OPEN has embraced this responsibility by working to create suggested Universal Design 
Adaptations that serve to act as baseline recommendations for modifying learning activities. The 
text Strategies for Inclusion: A Handbook for Physical Educators by Lauren J. Lieberman and 
Cathy Houston-Wilson provides the foundation for our work in this area. 
 

All OPEN Pickleball activities include a short Universal Design Adaptation to serve as a practical 
example of how UDL can be applied in therapeutic and enrichment adaptations. The table below 
offers additional adaptations in an effort to move closer to the ideal of Universal Design. 
	

Potential Universal Design Adaptations for Pickleball 
 

Equipment Rules Environment Instruction 
 
Equipment 
Adaptations 

• Bright colored 
pickleballs  

• Beeper ball  
• Larger paddle 

head 
• Suspend 

pickleball on a 
string or place 
on a tee 

Net Adaptations  
• Bright colored 

tape on top of 
the net 

• Remove net 
and use lines 
on gym floor 

 
• Allow multiple 

bounces 
• Allow 3 faults on 

serve 
• Play for time 

instead of score 
• Modify boundary 

lines (use more 
open space. 
Ignore mid and 
service lines)  

• Play without 
keeping score  

• No smash  

 
• Use bright lines 

to mark the court 
• Use tactile lines 

for court 
boundaries 

• Cones on corners 
of the court 

• Auditory cues 
near target 

• Play on a smaller 
(or larger) court 
as needed  

• Use a shorter net 

 
• Provide ongoing 

verbal cues 
• Use a variety of 

demonstrations 
• Provide physical 

assistance  
• Provide peer 

tutors/mentors 
• Use videos, 

pictures, and 
graphics as visual 
examples  

• Provide 
individualized (one-
to-one) instruction 
and feedback 
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ACCURACY 
(noun) 

 

 
 

The quality of being correct, precise, 
 or on target. 

 

 
 

 
Jill has excellent accuracy when striking the ball.



	

ACTIVELY ENGAGE 
(verb) 

 

 
To participate in an activity while showing 

genuine interest and a desire for excellence. 
 

 
 
 

Because Laura was actively engaged in physical 
education class, she learned how to strike the ball with 

good technique.



	

BACKHAND 
(noun) 

 

 
A stroke made from the side of the body 

opposite of that of the hand holding the racket. 
 
 
 
 

Jamie returned the ball to Kyle using a backhand.



	

BALANCE 
(noun) 

 

 
The ability to adjust the distribution of weight in 

order to remain upright and steady. 
 

 
 
 

Kendra kept her balance perfecty as she delivered a 
smooth and accurate backhand.



	

BASELINE 
(noun) 

 

 
The line at either end of the court from which a 

player serves. 
 

 
 
 

Vanessa lost the serve because she stepped  
on the baseline.



	

CENTERLINE 
(noun) 

 

 
The line down the center of the court that 

divides the right service area from the 
 left service area. 

 

 
 

Jacob’s serve was illegal because it did not  
cross the centerline.



	

COMPARE 
(verb) 

 

 
 

To note the similarities between two or 
 more things. 

 

 
 
 

The class worked to compare health- and  
skill-related fitness.



	

CONFLICT RESOLUTION 
(noun) 

 

 
The act of finding a peaceful solution 

 to a disagreement. 
 

 
 
 

Finn and Orion were able to use Rock, Paper, Scissors 
as a successful conflict resolution strategy.



	

CONTINUOUS 
(adjective) 

 

 
Without stopping. 

 

 
 
 

The continuous rally was so impressive because the 
students worked cooperatively to keep the  

pickleball in play.



	

CONTRAST 
(verb) 

 

 
To note the differences between two  

or more things. 
 

 
 
 

It’s easy to contrast good sportsmanship with  
poor sportsmanship.



	

CONTROL 
(verb) 

 

 
To manage or regulate the movement or actions 

of something. 
 

 
 
 

It’s important to control your movement and effort in 
order to ensure safety in physical education class.



	

COOPERATE 
(verb) 

 

 
To act with others toward the same end  

or purpose. 
 

 
 
 

Janice and Marcelle learned how to cooperate during 
their game of Doubles Rally Tally.



	

COOPERATION 
(noun) 

 

 
The process of working together for a common 

goal or outcome. 
 

 
 

Andi and Caleb were able to drastically improve their 
serving skills because of their outstanding cooperation 

and growth mindset during practice.



	

DEFENSE 
(noun) 

 
 

The team or players in a game or sport who are 
trying to steal away possession of the ball and 

stop their opponent from scoring a  
goal or point. 

 

 
Kelsey and Brad spaced themselves evenly across the 

court while playing defense so that they could maximize 
their chances of returning the serve.



	

DIRECTION 
(noun) 

 

 
 

The course along which something moves. 
 

 
 
 

It is important to be able to quickly change directions in 
the fast-paced game of pickleball.



	

DOUBLES 
(noun) 

 

 
A match or game that is played with teams of 

two — most frequently associated with  
net games. 

 

 
 

Jess and Joey played doubles against  
Tucker and Jordan.



	

DROP-SHOT 
(noun) 

 

 
A soft shot, hit off of a bounce from deep in the 
court, with the intention of landing the ball close 

to the net in the opponent’s non-volley zone. 
 

 
 

Cynthia had been hitting hard at her opponents all 
game, so she decided to switch it up by  

hitting a drop-shot.



	

ENCOURAGE 
(verb) 

 

 
 

To offer support, confidence, or hope to 
someone else. 

 

 
 
 

I want to encourage my classmates to try their best  
and to never give up.



	

ENCOURAGEMENT 
(verb) 

 

 
To support, display confidence, or offer hope to 

someone else. 
 

 
 

Louis provided encouragement to Jeremy to finish the 
game strong, even though they were  

both feeling exhausted.



	

ENJOYMENT 
(noun) 

 

 
A positive feeling caused by doing or 

experienceing something you like. 
 

 
 
 

Ms. L found a lot of enjoyment in helping her students 
develop the confidence to play pickleball successfully.



	

ETIQUETTE 
(noun) 

 

 
The set of customary or acceptable behaviors 

among members of a group or in a  
specific setting. 

 

 
 

Chandler demonstrated proper etiquette for pickleball 
by staying quiet during his opponent’s serve.



	

FAIR PLAY 
(noun) 

 

 
Honest and honorable treatment, action, or 

conduct while playing a game or sport. 
 

 
 
 

The entire class focused on fair play by following the 
spirit of the game and using positive language.



	

FAULT 
(noun) 

 

 
An action that stops play because of a  

rule violation. 
 

 
 
 

Alecia was able to serve 7 times before her team 
committed a fault.



	

FEEDBACK 
(noun) 

 

 
Information about a performance or piece of 

work, with a focus on improvement or critique. 
 

 
 
 

Sonya used the corrective feedback she received from 
the teacher to improve her pickleball performance.



	

FOCUS 
(verb) 

 

 
To pay close attention to someone or something 

over a sustained period of time. 
 

 
 
 

Kandice was able to focus on the serving practice drill 
for an entire 15 minutes.



	

FOLLOW THROUGH 
(verb) 

 

 
To continue moving after an object has been 

kicked, struck, or thrown. 
 

 
 
 

Anna followed through perfectly, which gave her 
incredible power and accuracy.



	

FOOTWORK 
(noun) 

 

 
The position and movement of feet during the 

performance of a skill or movement. 
 

 
 

Jayson was able to improve his backhand stroke by 
focusing on the cues for his footwork.



	

FORCE 
(noun) 

 

 
Strength or energy as an attribute of physical 

action or movement. 
 

 
 
 

Joe used enough force to return the pickleball  
over the net.



	

FOREHAND 
(noun) 

 

 
The stroke used to return a ball that’s been hit 
to the right side of a right-handed player or to 

the left side of a left-handed player. 
 

 
 

Luke is right-handed, so he returned a shot on his 
 right side by using a forehand.



	

GRIP 
(verb) 

 

 
 

To hold something in a specific way. 
 

 
 
 

Learning how to grip the pickleball paddle is the first 
step in learning how to strike a pickleball.



	

GROWTH MINDSET 
(noun) 

 

Defined by psychologist Carol Dweck as a belief 
that abilities can be developed through 

dedication and hard work; raw talent and 
common knowledge are just starting points. 

 

 
 

Porsche had never played pickleball before, but 
because she demonstrated a growth mindset, she was 

able to improve her skills and enjoy match play.



	

HEALTH-RELATED FITNESS 
(noun) 

 

 
A group of 5 physical characteristics that contribute 
to a person’s overall well-being. The 5 components 
of Health-Related Fitness include Cardiovascular 

Endurance, Muscular Strength, Muscular 
Endurance, Flexibility, and Body Composition.  

 

 
 

Katie understood the importance of each component of 
health-related fitness and made every effort to be 

active for 60 minutes a day.



	

IMPROVE 
(verb) 

 

 
 

To achieve a higher standard or quality; to make 
or become better. 

 

 
 

I was able to improve my lob during today’s  
practice lesson.



	

KITCHEN 
(noun) 

 

 
 

The 7-foot non-volley zone in front of the 
 net in pickleball. 

 

 
 

Kelly realized she was standing in the kitchen, so she 
waited for the ball to bounce before she returned it.



	

LEFT SERVICE AREA 
(noun) 

 

The box on the left side of the court when a player is 
facing the net. It is marked by the centerline, baseline, 
left sideline, and non-volley line. If a player is serving 

from their left service area, they must serve diagonally 
into the opponent’s left service area. 

 

 
 

Because Scott is left-handed, he decided to start the 
game in the left service area.



	

LET 
(noun) 

 

 
A service error in which the ball hits the top of 

the net but still lands in the proper service 
court, resulting in a replay. 

 

 
 

Tina was allowed a second service attempt because her 
first serve was a let.



	

LOB 
(noun) 

 

 
A shot intended to go high over the opponent’s 

head and into the back of the court. 
 

 
 
 

Shea saw that her opponents were both standing close 
to the net, she she hit a lob far over their heads.



	

OFFENSE 
(noun) 

 

 
The team or players in a game or sport who are 
attempting to score or move the ball forward. 

 

 
 
 

Natalie and Nicole were very agressive when they were 
playing offense.



	

PATTERN 
(noun) 

 

 
A set of movements or actions that occurs in a 

predicable and often repeating manner. 
 

 
 
 

The students maintained the correct hitting pattern 
during the forehand and backhand drills.



	

PICKLEBALL 
(noun) 

 

 
A paddle sport that combines elements of ping-

ping, tennis, and badminton. 
 

 
 
 

Pickleball is a lifetime activity that can be enjoyed  
by people of all ages.



	

PLACEMENT 
(noun) 

 

 
 

Location. 
 

 
 
 

The placement of your serve on the court is  
very important.



	

POSITIVE LANGUAGE 
(noun) 

 

 
A method of verbal communication that uses an 
optimistic tone and focuses on what is good or 
can be improved in a given situation, task, or 

environment. 
 

 
Jorge uses positive language with his partner because 

he appreciates it when others use positive language 
with him.



	

POSTURE 
(noun) 

 

 
 

The position in which the body is held. 
 

 
 
 

Maintaining a strong and upright posture will allow you 
to react quickly during your pickleball match.



	

POWER 
(noun) 

 

 
 

The ability to produce maximum force in the 
shortest time. 

 

 
 

Farrah hit the ball with so much power that her 
opponents were not able to return it.



	

PRACTICE 
(verb) 

 

 
To perform an activity or exercise repeatedly 

and/or regularly in order to improve or  
maintain skill. 

 

 
 

Leo knew that he would only improve his skill if he 
continued to practice with purpose.



	

RALLY 
(noun) 

 

 
The act of hitting of a ball back and forth 
between players before a point is scored. 

 

 
 
 

The rally went on for so long that by the end, both 
teams were exhausted.



	

READY POSITION 
(noun) 

 
 

A body position in which the feet are shoulder-
width apart, the knees are bent, and the hands 

are up and out. This allows an athlete to react to 
anything that happens next. 

 

 
Tasha and Sierra maintained a ready position while on 
defense; they wanted to be ready to react to the serve.



	

RESPECT 
(noun) 

 
 
 

A feeling of deep admiration for someone or 
something due to their abilities, qualities, or 

achievements. 
 
 

 
Jonah had immense respect for the way Harris played 

the game.



	

RESPONSIBLE 
(adjective) 

 

 
The state of working toward or fulfilling a duty 

or obligation. 
 

 
 
 

Trina was a responsible student who stayed actively 
engaged throughout each lesson.



	

RETURN 
(verb) 

 

 
 

To send something back to a person or place.  
 

 
 
 

Gary dove to return the ball to his opponent’s side  
of the court.



	

RIGHT SERVICE AREA 
(noun) 

 

The box on the right side of the court when a player is 
facing the net. It is marked by the centerline, baseline, 

right sideline, and non-volley line. If a player is 
serving from their right service area, they must serve 

diagonally into the opponent’s right service area. 
 
 
 

Because Leonard is right-handed, he decided to start 
the game in the right service area.



	

RULES 
(noun) 

 

 
A set of understood laws or commands that 

keep a space or activity under control. 
 

 
 
 

We learned the rules to the game before we played.



	

SAFE 
(adjective) 

 

 
Protected against physical, social, and 

emotional harm. 
 

 
 
 

Using positive langauge helps us create a safe and 
respectful classroom.



	

SELF-OFFICIATE 
(verb) 

 

 
To play by the rules and score by being honest, 
and doing so as oneself or a group. A referee is 

not needed.  
 

 
 

Honesty and integrity are important when self-
officiating a game of pickleball.



	

SERVE 
(noun) 

 

 
The act of hitting or sending a ball into play to 

start game play. 
 

 

 
Sam and Jordan remained focused and in a ready 

position while they waited for the serve to come from 
their opponent.



	

SINGLES 
(noun) 

 

 
A match or game that is played 1v1 — most 

frequently associated with net games. 
 

 

 
 

Jess played Jordan in singles.



	

SKILL CUE 
(noun) 

 

 
Individual elements of a skill performance that 

are important to successful execution. 
 

 
 
 

Jo understood why each skill cue helped her improve 
the accuracy of her serve.



	

SKILL-RELATED FITNESS 
(noun) 

 

 
A group of 6 psychomotor characteristics that 

contribute to a person’s ability to successfully complete 
a physical performance. The 6 components of Skill-

Related Fitness include Agility, Balance, Coordination, 
Power, Reaction Time, and Speed.  

 

 
All six components of skill-related fitness can be 

improved by practicing pickleball regularly.



	

SMASH 
(noun) 

 

 
An overhand shot intended to hit the ball 

downward, hard into the opponent’s court. 
 

 
 
 

The ball bounced high in front of Yvonne, so she got 
ready, reached high, and hit an overhead smash hard 

into her opponent’s court.



	

SPIRIT OF THE GAME 
(noun) 

 

 
An overarching concept that places the 

responsibility of fair play on each player. 
Respect, adherence to rules, and the joy of play 

are valued over competition. 
 

 
Players will need to demonstrate proper etiquette and 

respect in order to uphold the spirit of the game.



	

STRATEGY 
(noun) 

 

 
 

A plan of action for achieving a goal.  
 

 
 
 

Chris and Rob sat down to develop a strategy to defeat 
Corey and Alondra, their toughtest opponents yet.



	

STRIKE 
(verb) 

 

 
 

To hit forcibly and deliberately. 
 

 
 
 

Rafael and Stephanie practiced every day to be able to 
strike the ball with both power and accuracy.



	

TIMING 
(noun) 

 

 
The moment or sequence of moments in which 

some action or movement occurs.  
 

 
 
 

As soon as Kai was able to find the correct timing for 
his serve, his pickleball play improved quickly.



	

UNDERHAND 
(adjective) 

 

 
A skill executed with the arm or hand below 

shoulder level. All serves in pickleball must be 
underhand serves. 

 

 
 
 

Jayden worked hard to perfect his underhand serve.



	

VOLLEY 
(verb) 

 

 
To hit a ball or object up into the air repeatedly 

without catching it.  
 

 
 
 

Candace and Shelly could volley the ball over the net 
30 times without letting it drop.



	

WEIGHT TRANSFER 
(noun) 

 

 
A change in the center of gravity beyond its 

base of support in order to create movement or 
generate force. 

 

 
 

Maintaining an athletic stance or ready position while 
awaiting a serve will allow you to perform a weight 

transfer in any direction.
 



	

LEVEL 1 TOSS DRILLS 
 

TOSS DRILL 1 
Partner A tosses the ball to Partner B. Partner B hits the ball back 
to Partner A so that A catches the ball. Complete 10 forehand 
strikes then switch. Repeat with backhand strikes. 
 

TOSS DRILL 2 
Partner A tosses the ball to Partner B. Partner B hits a lob back to 
Partner A so that A catches the ball. Complete 10 forehand lobs 
then switch. 
 

TOSS DRILL 3 
Partner A drop hits a ball to the forehand of Partner B. Partner B 
returns the ball to Partner A. Then continue volleying while trying 
to move your partner back to front, or side to side. How many 
consecutive hits can you make? 



	
 
 
 
 
  

Partner A Name: ________________________________  Partner C Name: ________________________________ 
 

Partner B Name: ________________________________  Partner D Name: ________________________________ 
 

 Score A Score B Score C Score D Team Total 
Drill 1: Serving Only. Player A serves 3 balls from right court diagonally 
across to player D. Then player C serves 3 balls from left court 
diagonally across to player B. Then players B and D collect all balls and 
take turns serving back diagonally across. 
 

1 point for every accurate serve. 
 

     

Drill 2: Serve & Lob. Serve with the same pattern as above. However, 
on each serve, the receiving player will send a lob back across the net. 
Collect all balls and take turns. 
 

1 point for every accurate serve + 1 point for an accurate lob. 
 

     

Drill 3: Serve & Return Team Challenge. It’s time for a team 
challenge. Serve in the same pattern as above. The receiving player can 
return the ball with any type of legal hit. Score 1 point for every legal 
serve and 1 point for every legal return. Don’t continue a rally; stop each 
series after a serve and return. Server calls out the score. 
 

1 point for every accurate serve + 1 point for every legal return. 
 

     

 
COURT POSITIONING 

 

PLAYER C 

NET 

PLAYER D 

PLAYER A PLAYER B 
 



	

 
 

Singles Basics 
 
 
On the Serve: 
• Hit the ball hard, deep, and down the middle. 
• Get in Ready Position as soon as you hit the serve. 
 
Return the Serve: 
• Return the ball hard and deep. 
• Aim for the deep corners – keep your opponent on the 

move. 
 
Overall Strategy: 
• Power and speed will beat slow and steady. 
• Keep your opponent on the move (side to side). 
• Hit the gaps (find open court). 
 
Approach the Net: 
• Wait for your opponent to hit a weak shot. 
• When you move – be aggressive and be ready. 
 
Passing Shot: 
• When your opponent approaches the net, hit a driving 

shot past down the open sideline. 
• Look to use a hard, passing shot on your 3rd hit. 
 
  



	

 
 

Doubles Basics 
 
 
On the Serve: 
• Hit the ball accurately, deep, and down the middle. 
• Focus on hitting a legal serve every time. 
• Get in Ready Position as soon as you hit the serve. 
 
Return the Serve: 
• Return the ball to the middle of the service area. 
• Return the ball deep into the backcourt. 
 
Overall Strategy: 
• Play smart and communicate with your partner. 
• Cover the court evenly and don’t leave gaps. 
• Look to find and hit the gaps in your opponent’s court. 
 
Approach the Net: 
• As soon as you can, approach the net with your partner. 
• The team at the net has an advantage – keep your 

opponent in the back of their court. 
 
How to Communicate: 
• Use the terms: Mine, Yours, No (if the ball is going out 

of bounds). 
• Talk with clear and loud words. 
 



PARTNER RALLY DRILLS PLAY CARD 

DRILL 1: PARTNER RALLY. Face your partner across the net. 
Partner 1 begins with a drop-hit to partner 2. Partner 2 volleys the 
ball back without allowing a bounce. Continue volleying with no 
bounces, counting your consecutive hits. Use both forehand and 
backhand hits. After 5 rally attempts, move on to drill 2. 

DRILL 2: 1-BOUNCE AND VOLLEY. Partner 1 begins with a drop-
hit to partner 2. Partner 2 will hit the ball off of 1 bounce. Partner 2 
will return with a volley, not allowing the ball to bounce. Continue 
this pattern. After 5 rally attempts, move on to drill 3. 

DRILL 3: 1 BOUNCE AND LOB. Part 1 begins with a drop-hit to 
partner 2. Partner 2 will return with a lob. Partner 1 returns off of 1 
bounce. Partner 2 hit another lob. Continue this pattern. After 5 rally 
attempts, move back to drill 1 and repeat. 



DOWN THE LINE / CROSSCOURT DIAGRAM 



	

LEVEL 2 TOSS DRILLS 
 

TOSS DRILL 1 
Partner A tosses the ball to Partner B. Partner B hits the ball back 
to Partner A so that A must move side to side to catch the ball. 
Complete 10 forehands, then switch. Repeat with backhands. 
 

TOSS DRILL 2 
Partner A tosses the ball to Partner B. Partner B hits a lob back to 
Partner A. Partner A hits a smash back that bounces in front of 
Partner B’s feet. Complete 10, then switch. 
 

TOSS DRILL 3 
Partner A drop-hits a ball to the backhand of Partner B. Partner B 
returns the ball to Partner A. Then continue volleying while trying 
to move your partner back to front, or side to side. How many 
consecutive hits can you make? 

 



	

 

 
FOREHAND GROUND STROKE 

 

 
 
   Critical Elements 

• Ready Position 
• Non-paddle Shoulder Forward 
• Begin Forehand Backswing and Step 

Opposite Foot Forward 
• Contact Ball Low to High 
• Shift Weight Forward and Follow Through 

Up 
 

 
 
 

Coaching Words 
• Non-paddle Shoulder Forward 
• Opposite Foot Forward 
• Paddle Top Down 
• Sweep Up Follow Through 

 



	

 

 
BACKHAND GROUND STROKE 

 

 
 
   Critical Elements 

• Ready Position 
• Paddle Shoulder Forward 
• Begin Backhand Backswing and Step Front 

Foot Forward 
• Contact Ball Low to High 
• Shift Weight Forward and Follow Through 

Up 
 

 
 
 

Coaching Words 
• Paddle Shoulder Forward 
• Same Foot Forward 
• Paddle Top Down 
• Sweep Up Follow Through 

 



	

 

 
UNDERHAND SERVE 

 

 
   Critical Elements 

• Non-Paddle Leg Forward 
• Face Opponent 
• Backswing 
• Keep Paddle Head Top Down and Below 

Wrist 
• Drop Ball 
• Contact Ball Below Waist 

(Before It Hits the Ground) 
• Follow Through Up and Forward 

 

 
 

Coaching Words 
• Non-Paddle Leg Forward 
• Paddle Head Top-down, Below Wrist 
• Drop Ball, Contact After Drop 
• Follow Through Up and Forward 

 



	

 
 

FOREHAND /BACKHAND VOLLEY 
(PING PONG VOLLEY) 

 

 
 
   Critical Elements 

• Ready Position 
• Move to Ball 
• Open Stance with Feet Planted 
• Short Backswing 

(Forehand or Backhand) 
• Paddle Push and Contact Ball 
• Short Follow Through Forward 

 

 
 
 

Coaching Words 
• Plant Your Feet 
• Eyes on the Ball 
• Push with Paddle’s Open Face 

 



	

 
 

LOB 
 

 
 
   Critical Elements 

• Ready Position 
• Move to Ball 
• Get Low 
• Contact Ball Low to High 
• Strong Follow Through Up 

 

 
 
 
   Coaching Words 

• Contact Low 
• Follow Through Strong and High 

 



	

 
 

OVERHEAD SMASH 
 

 
 
   Critical Elements 

• Ready Position 
• Paddle in Back Scratch Position 
• Fully Extend Arm 
• Contact Ball High 
• Shift Weight Forward 
• Follow Through Down 

 

 
 
 

Coaching Words 
• Back Scratch Position 
• Extend Arm 
• Contact High 
• Follow Through Forward and Down 

 



 

Source: https://www.usapa.org/basics-rules-summary/ 

 
 

PICKLEBALL SINGLES RULES 
 

• Games are played to 11 points (win by 2). Points can only be scored by the server. 
• If a fault is committed by the receiver, the server gets a point. If a fault is committed by the server, the server loses the 

serve. 
• The server begins the game from his/her right side of the court. If the server scores a point, they switch sides and 

serve from the left side of the court. In that way, when the server’s score is even, the server will serve from the right 
side of the court.  When the server’s score is odd, the server will serve from the left side of the court. 

• The serve must be an underhand serve in which the ball is contacted below the server’s naval. The serve must be 
struck with both feet behind the baseline.  Neither foot may touch the baseline or the court until after the serve is 
struck. 

• The serve must be hit into the opponent’s diagonally opposite service area. If the serve contacts any part of the non-
volley line it is considered “short” and is a fault. 

• The serve must bounce before the opponent can return it and the return must bounce before the server can return it 
(double-bounce rule).  Subsequent hits may be struck before or after the ball has bounced. 

• The server may only have 1 service attempt, except in the case of a let (the ball hits the top of the net, but still lands 
in the proper service court). 

• Players standing in the non-volley zone or on the non-volley line may not strike a ball before it bounces. 
• If the ball contacts any part of the sideline or baseline, it is considered “in.” 
• If the ball is hit into the net or out of bounds, it is a fault. If the ball bounces twice before being hit by the receiver, it is 

a fault for the receiver. 
• If a player, player’s clothing or paddle touches the net while the ball is in play, it is a fault. 
• If the ball hits a player or player’s clothing, it is a fault. If the ball hits the ceiling, wall, or any other permanent object 

before landing in the opponent’s court, it is a fault. 	

https://www.usapa.org/basics-rules-summary/


Source: https://www.usapa.org/basics-rules-summary/ 

PICKLEBALL DOUBLES RULES 

• Games are played to 11 points (win by 2) and points can only be scored by the serving team.
• The server begins the game from his/her right side of the court.
• If a fault is committed by the receiving team, the serving team gets a point.
• The first server continues to serve until the serving team commits a fault; then the serve passes to the second server

on the team. When the second server loses the serve, the serve goes to the other team and the player on the right
serves first. That pattern continues throughout the game.

• To start the game, only 1 player on the first serving team will have a service turn before the serve is turned over to the
opponents. Thereafter, both team members will have a service turn before the serve is turned over to the opponents.

• When a point is scored, the server and their partner switch sides of the court.  The receiving team never switches
sides.

• When the serving team’s score is even, the server will serve from the right side of the court.  When the serving team’s
score is odd, the server will serve from the left side of the court.

• The serve must be an underhand serve in which the ball is contacted below the server’s naval. The serve must be
struck with both feet behind the baseline.  Neither foot may touch the baseline or the court until after the serve is
struck.

• The serve must be hit into the opponent’s diagonally opposite service area.
• The serve must bounce before the opponent can return it and the return must bounce before the server can return it

(double bounce rule).  Subsequent hits may be struck before or after the ball has bounced.
• The server may only have 1 service attempt, except in the case of a let (the ball hits the top of the net, but still lands

in the proper service court).
• No player may strike the ball before it bounces when standing in the non-volley zone.
• If the ball contacts any part of the sideline or baseline, it is considered “in.” If the ball is hit into the net or out of

bounds, it is a fault. If the ball bounces twice before being hit, it is a fault for the receiver.
• If a player, player’s clothing, or player’s paddle touches the net while the ball is in play, it is a fault.
• If the ball hits a player or player’s clothing, it is a fault.
• If the ball hits the ceiling, wall, or other permanent object before landing in the court, it is a fault.

https://www.usapa.org/basics-rules-summary/


PICKLEBALL COURT DIAGRAM



	
	
	 	

PICKLEBALL TAG 
Set-Up 
• Scatter throughout the activity area. 
• Give 2 pinnies of 1 color to 2 taggers. 
• Give 2 pinnies of another color to 2 

relievers. 

Equipment 
• 1 paddle and ball per player 
• 4 pinnies (2 of 1 color & 2 of another) 
How to play 
1. On the start signal, begin moving 

through the activity area with your 
pickleball balanced on your paddle, 
trying to avoid being tagged by one of 
the taggers. If you drop your ball, you 
are automatically tagged. 

2. If you are tagged, freeze and stand 
still while balancing your pickleball. 
You become unfrozen when a reliver 
comes and tags you. Then, re-enter 
the game. 

3. Taggers and relievers must also 
balance a ball. They cannot tag or 
relieve if their ball is not balanced. 



	
	
	 	

TOSS DRILLS 
Set-up 
• Students in pairs. 
• All pairs organized to hit in the same 

direction. 
 

How to play 
1. Work with your partner to complete 

each of the Toss Drills. 
2. Start with Level 1 drills and then 

work your way through Level 2 if 
there’s time. 

3. Focus on accuracy and control by 
using skill cues. 

Equipment 
• 1 paddle per player, 1 ball per pair 
• Level 1 & 2 Toss Drills Play Cards 



	
	
	 	PARTNER RALLY DRILLS 

Equipment 
• 1 paddle per player, 1 ball per pair 
• 1 jump rope per pair (as a net) 
• Partner Rally Drills Play Card 

Set-Up 
• 1 pair per court (using ropes as a net) 
 

How to play 
1. Work with your partner to complete 

each of the Partner Rally Drills. 
2. Work to complete 5 consecutive hits 

(JV) or 10 consecutive hits (Varsity) 
3. When you’ve reached JV or Varsity, 

move on to the next drill. 
4. If you attempt 5 rallies without reaching 

JV or Varsity, move on to the next drill. 
5. If you make it through all 3 drills, go 

back to drill 1 and try and beat your 
best score. 



	
	 	

PARTNER RALLY TALLY 
Equipment 
• 1 paddle per player, 1 ball per 

pair 
• 1 jump rope per pair (as a net) Set-Up 

• 1 pair per court (using ropes as a net) 
 

How to play 
1. This is Partner Rally Tally. The object of this 

game is to work with your partner to score 
the highest number of consecutive volleys as 
possible. 

2. Play for the entire station interval. 
3. Remember your team’s personal best rally 

score. Try to beat your personal best the 
next time you visit this station. 



	
	 	

SERVE DRILLS 
Set-Up 
• 1 court per group of 4 students.  
• Each group of 4 at a net with paddles 

and a ball. 

Equipment 
• 1 paddle per player 
• 3 balls per group of 4 
• 1 net per group of 4 
How to play 
4. Drill 1: Serving Only. Player A serves 

3 balls from right court diagonally 
across to player D. Then player C 
serves 3 from left court diagonally 
across to player B. Then players B 
and D collect all balls and take turns 
serving back diagonally across. 

5. Drill 2: Serve & Return Team 
Challenge. Serve in the same pattern 
as above. The receiving player can 
return the ball with any type of legal 
hit. Score 1 point for every legal serve. 
1 point for every legal return. 



	
	 	

FRONTON SINGLES 
Set-up 
• Set up 1 court per group of 4 to 6 

students. Place cones just behind the 
baseline on both sides of the court. 

• Arrange each court’s players into 2 
lines, 1 behind each cone. The 1st 
player in line begins on court, and the 
others wait to rotate on. 

 

How to play 
4. Begin with 2 players from opposite 

teams on the court, facing off. 1 
player serves. If you win the point, 
you stay and play again. If you lose, 
go to the end of your line. 

5. If a player wins 3 consecutive points, 
they cycle off, moving to the end of 
the line. The winning team restarts 
play with a fair serve. 

Equipment 
• 1 paddle per player 
• 1 ball per group of 4 to 6 players 
• 1 net per group 
• 2 cones per group 



	
	
	 	FRONTON DOUBLES 

Equipment 
• 1 paddle per player 
• 1 ball per group of 8 players 
• 1 net per group 
• 2 cones per group 

Set-up 
• Set up 1 court per group of 8 players. 

Place cones just behind the baseline 
on both sides of the court. 

• Arrange each court’s players into 2 
lines, 1 behind each cone. The 1st two 
players in line begins on court, and the 
others wait to rotate on. 

 

How to play 
1. Begin with 4 players from opposite 

teams on the court, facing off. 1 team 
serves. If you win the point, you stay 
and play again. If you lose, go to the 
end of your line. 

2. If a team wins 3 consecutive points, 
they cycle off, moving to the end of the 
line. The winning line restarts play with 
a fair serve.  



	
	

DOUBLES RALLY TALLY 
Equipment 
• 1 paddle per player 
• 1 ball per group of 4 
• 1 jump rope per group (as a net) 

Set-Up 
• 4 players per court (using ropes as a net) 
 

How to play 
4. This is Doubles Rally Tally. The object of this 

game is to work with all players on the court 
to score the highest number of consecutive 
volleys as possible. 

5. Play for the entire station interval. 
6. Remember your team’s personal best rally 

score. Try to beat your personal best the 
next time you visit this station. 



	
	

	
Level 1: 

I’m in the Minor Leagues.  
I wish I could do this better. 
And so I will keep trying my 

best to improve. 

Level 2: 
I’m in the Major Leagues. 

Practice is helping and I will 
keep trying my best to 

improve. 	

Level 3: 
I’m an All Star. 

I can do this well. Practice 
worked, and now I want to 

keep learning more!	
	

Choose the level that describes your current skills and color that number of stars in 
the space provided for your assessment. If this is your pre-assessment, choose 

another level in the “Goal” column to show how much you’d like to improve your skills 
after some practice and hard work. 

 
Look at these faces to help you decide what to draw. 

SKILL PRE GOAL POST 

Backhand 

   

Forehand 

   

Serve 

   

Safety 

   

Growth 
Mindset 

   

	



	
	
	

 Skill Personal & Social 
Responsibility (PSR) 

Proficient 
4	

Consistently performs all shots with control and accuracy, 
using critical cues. Executes all skills in dynamic match-play 
environments. Demonstrates knowledge of pickleball strategy 
in singles and doubles play. Is aware of court markings and 
understands how each marking impacts game play.	

Conducts themself with 
consideration of others. 
Consistently demonstrates a 
growth mindset.	

Competent 
3	

Performs 1 or more shots with occasional errors. Can 
participate in dynamic match-play with confidence and 
competence. Makes an effort to apply game strategy. Is aware 
of court markings and participates without repetitive rule 
reminders.	

Demonstrates a growth 
mindset. Demonstrates safe 
behaviors.	

Lacks 
Competence 

2	
Performs shots with frequent errors in form and outcome. Has 
difficulty participating in game-play environments.	

Occasionally creates unsafe 
situations. Does not 
demonstrate consideration for 
others.	

Well Below 
Competence 

1	
Displays unsatisfactory effort toward skill development and 
knowledge acquisition.	

Often breaks safety rules and 
disrupts the learning 
environment.	

	 Student Name  Skill PSR Comments 
1.  	 	 	
2. 	 	 	
3. 	 	 	
4. 	 	 	
5. 	 	 	
6. 	 	 	
7. 	 	 	
8. 	 	 	
9. 	 	 	
10. 	 	 	
11. 	 	 	
12. 	 	 	
13. 	 	 	
14. 	 	 	
15. 	 	 	
16. 	 	 	
17. 	 	 	
18. 	 	 	
19. 	 	 	
20. 	 	 	
21. 	 	 	
22. 	 	 	
23. 	 	 	
24.	 	 	 	
	



	
	
	
	
	
	
	
	

	

Proficient 
4	

Consistently performs all shots with control and accuracy, using critical cues. 
Executes all skills in dynamic match-play environments. Demonstrates knowledge of 
pickleball strategy in singles and doubles play. Is aware of court markings and 
understands how each marking impacts game play. Conducts themself with 
consideration of others. Consistently demonstrates a growth mindset.	

Competent 
3	

Performs 1 or more shots with occasional errors. Can participate in dynamic match-
play with confidence and competence. Makes an effort to apply game strategy. Is 
aware of court markings and participates without repetitive rule reminders. 
Demonstrates a growth mindset. Demonstrates safe behaviors.	

Lacks 
Competence 

2	

Performs shots with frequent errors in form and outcome. Has difficulty participating 
in game-play environments. Occasionally creates unsafe situations. Does not 
demonstrate consideration for others.	

Well Below 
Competence 

1	
Displays unsatisfactory effort toward skill development and knowledge acquisition. 
Often breaks safety rules and disrupts learning for others.	

	  Score Comments 
1.   
2.   
3.   
4.   
5.   
6.   
7.   
8.   
9.   
10.   
11.   
12.   
13.   
14.   
15.   
16.   
17.   
18.   
19.   
20.   
21.   
22.   
23.   
24.   

 



	
	
	
	

	
	
	

6 
	

1 
	

2 
	

The line at either end of the court 
from which a player serves. 

 
a. Centerline 
b. Kitchen Line 
c. Fault Line 
d. Baseline 

 

a. Centerline 
b. Kitchen Line 
c. Fault Line 
d. Baseline 

3 
	

An action that stops play because 
of a rule violation. 

 a. Point 
b. Fault 
c. Technical Foul 
d. Cheater Actions 

 

4 
	

A shot intended to go high over the 
opponent’s head and into the back 
of the court. 

a. Short 
b. Smash 
c. Lob 
d. Drive 

 

5
1 

The act of hitting of a ball back 
and forth between players 
before a point is scored. 

a. Rally 
b. Tally 
c. Marathon 
d. Hitting Spree 

 

The act of hitting or sending a ball 
into play to start game play. 

a. Toss Hit 
b. Drop Hit 
c. Underhand 
d. Serve 

 

7 
	

An overhand shot intended to hit 
the ball downward, hard into the 
opponent’s court. 

a. Drive 
b. Smash 
c. Trap 
d. Rush 

 

8 
	

A stroke made from the side of the 
body opposite of that of the hand 
holding the racket. 

a. Forehand 
b. Smash 
c. Lob 
d. Backhand 

 

The line down the center of the 
court that divides the right service 
area from the left service area. 



	

 

 

 

Partner Rally Tally 
 

Name of Partner 1: ______________________________________________________ 

 

Name of Partner 2: ______________________________________________________ 

 

Rally Round Rally Score Partner Feedback 

Round 1 

 Partner 1 Feedback: 

Partner 2 Feedback: 

Round 2 

 Partner 1 Feedback: 

Partner 2 Feedback: 

Round 3 

 Partner 1 Feedback: 

Partner 2 Feedback: 

 

Feedback Focus: 
• Grip. How is your partner gripping the paddle? What’s good? What could be improved? 

• Balance and Control. Is your partner’s body balanced and controlled when striking the 

ball? Can they improve their footwork or stance? 

• Focus on Focus. Is their eye on the ball when tracking and striking? Are they distracted? 

• Count the Cues. Are they using the cues for the shot they are taking? Is their paddle face 

open? Are they pushing toward their target? What adjustments can they make? 

 

Feedback Tips: 
• Start with something good. Tell your partner what they’re doing well. 

• Stay focused on skill cues. Look at the skill cues. Help your partner find missing cues. 

• End with encouragement. Use positive language is kind and encouraging.  

 

Feedback Example: 
Footwork is really good. Keep your eye on the ball. 
Be sure your paddle face is open. Great job! 



	
 
 
 
 

Doubles Rally Tally 
 

Names of Team 1: ______________________________________________________ 
 

Names of Team 2: ______________________________________________________ 
 

Rally Round Rally Score Partner Feedback 

Round 1 

 Team 1 Feedback: 

Team 2 Feedback: 

Round 2 

 Team 1 Feedback: 

Team 2 Feedback: 

Round 3 

 Team 1 Feedback: 

Team 2 Feedback: 

 

Feedback Focus: 
• Balance and Control. Is your partner’s body balanced and controlled when striking the ball? Can 

they improve their footwork or stance? 
• Count the Cues. Are they using the cues for the shot they are taking? Is their paddle face open? 

Are they pushing toward their target? What adjustments can they make? 
• Court Spacing. Are players covering their area of the court? Are they aware of their teammate 

when striking? How can each teammate improve their court spacing? 
 

Feedback Tips: 
• Start with something good. Tell your partner what they’re doing well. 
• Stay focused on skill cues. Look at the skill cues. Help your partner find missing cues. 
• End with encouragement. Use positive language is kind and encouraging.  
 

Feedback Example: 
Great job using all of the skill cues when striking. 
Return to the center of your area after each hit. 
I’m having fun being your teammate! 



	

 
 
 

 
 

 
This certificate is awarded to  

 
Player’s Name: __________________________________________ 

who demonstrated all of the following SOTG attributes: 
• Respect for Self and Others 
• Joy of Play 
• Adherence to Rules 
• Appreciation for Opponents and Teammates 
• Value and Provide Encouragement to Teammates and 

Opponents 
                   
                          Date of Award: _____________ 
 





	
	 	 	 	 	 	 	 	 	 	 	
	
	
	
	
	
	

	
	

Teaching Dates of Module:  School Year: 

General Comments / Notes for Planning Next Year’s Module 
ü Comment 1 
ü Comment 2 
ü Comment 3… 

 

Self-Reflection Across Danielson’s Four Domains of Teaching 
Domain 1: Planning & Preparation 

1a:  Demonstrating Knowledge of Content/  
       Pedagogy 

1d:  Demonstrating Knowledge of Resources	

1b:  Demonstrating Knowledge of Students 1e:  Designing Coherent Instruction 
1c:  Selecting Instructional Outcomes 1f:   Designing Student Assessments 

ü Reflection 1 
ü Reflection 2 
ü Reflection 3… 

 

Domain 2: Classroom Environment 
2a:  Evidence of Respect and Rapport 2d:  Managing Student Behavior 
2b:  Establishing a Culture for Learning 2e:  Organizing Physical Space 
2c:  Managing Classroom Procedures  

ü Reflection 1 
ü Reflection 2 
ü Reflection 3… 

 

Domain 3: Instruction 
3a:  Communicating with Students  3d:  Using Assessment in Instruction 
3b:  Using Questioning and Discussion  
       Techniques 

3e:  Demonstrating Flexibility and Responsiveness 

3c:  Engaging Students in Learning  

ü Reflection 1 
ü Reflection 2 
ü Reflection 3… 

 

Domain 4: Professional Responsibilities 
4a:  Reflecting on Teaching 4d:  Participating in a Professional Community 
4b:  Maintaining Accurate Records 4e:  Growing and Developing Professionally 
4c:  Communicating with Families 4f:   Showing Professionalism 

ü Reflection 1 
ü Reflection 2 
ü Reflection 3… 

 

Self-Rating with Rationale 
Choose One: 

Innovative (4); Proficient (3); Basic (2); Unsatisfactory (1) 
Provide rationale: 

ü Evidence 1 
ü Evidence 2 
ü Evidence 3 
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