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Lesson Plan: Introduction to the Games "Kwadrant" and "Palant"
The lesson is intended for 6th-grade students
Duration: 45 minutes

I. Introduction (5 minutes)
•	Welcome students.
•	Introduction of the lesson topic: the games "Kwadrant" and "Palant".

II. Theoretical Introduction to the Games "Kwadrant" and "Palant" (10 minutes)
•	Description of the games: rules, similarities, and differences.
•	Presentation of track and field skills that can be developed through these games.
•	Discussion on how the rules of the games impact the development of various skills such as speed, strength, and agility.
•	Explanation of the rules for modifying the games for different skill levels and safety regulations.
•	Emphasis on the role of strategic thinking and quick decision-making.

III. Equipment and Field Preparation (5 minutes)
•	Presentation of the equipment for playing "Kwadrant" and "Palant".
•	Preparation of the field, discussion on the importance of proper field preparation.

IV. Practical Introduction to the Games (15 minutes)
•	Demonstration of playing "Kwadrant" and "Palant", with a focus on the correct positioning of players.
•	Discussion of the objective and course of the gameplay.
•	Explanation of the rules for changing fields and tagging players.

V. Discussion on the History and Origin of the Games (5 minutes)
•	Brief discussion of the history and origin of "Kwadrant" and "Palant".
•	Introduction of cultural and historical elements related to these games.

VI. Conclusion of the Lesson (5 minutes)
•	Summary of the discussed rules and benefits of the game.
•	Discussion on the skills developed through these games.
•	Reminder of safety during gameplay.
•	Farewell to the students.

Lesson Progress:

I. Introduction

In today's lesson:
1.	We will familiarize ourselves with the rules of the games "Kwadrant" and "Palant", as well as their similarities and differences.
2.	We will discuss the basic track and field skills developed through these games.
3.	We will see how the rules of these games impact the development of various skills, such as speed, strength, and agility.
4.	We will learn how to modify these games to adapt them to different skill levels and apply safety rules.
5.	We will understand how strategic thinking and quick decision-making are crucial in these games.
6.	We will learn about the history and origin of "Kwadrant" and "Palant".
7.	We will examine the equipment needed for the game and how to prepare the field.
8.	We will focus on the proper positioning of players on the field.
9.	We will discuss the objectives and course of the gameplay in "Kwadrant" and "Palant".
10.	We will learn the rules for changing fields and tagging players.
11.	Finally, we will discuss the benefits and skills developed through these games.

The games "Kwadrant" and "Palant" are slightly different variations of the same game. This game develops basic track and field skills such as running and throwing. It thus exercises speed, strength, and the agility needed to catch the ball in flight. The game can always be modified and applied in a more or less simplified version while adhering to safety rules.

Palant, like Kwadrant, is a traditional Polish team game. Although both games have some similarities, they also have unique rules. The game of Palant is played on a similar field to Kwadrant, except the field is longer and narrower. The field is rectangular, divided into two parts – the "battlefield" and the "knockout field" or "base".
The rules of Palant are as follows:

•	Like in Kwadrant, one player taps the ball and then runs to the next base, attempting to score points for their team.
•	The player taps the ball in such a way that it falls as far as possible from the base, giving them more time to reach the next base.
•	The objective of the game is to score as many points as possible, which are earned by reaching the base.
•	Like in Kwadrant, players on the "battlefield" can "knock out" players from the opposing team by hitting the ball back to the base before they can reach it.
•	The game continues until all players from the knocking-out team are "knocked out" or until a certain number of points is reached.

Similarities between Kwadrant and Palant:

Both in Palant and Kwadrant, players must tap the ball and run to the next base, attempting to score points.
•	In both games, players on the "battlefield" can "knock out" players from the opposing team.
•	Both games use similar equipment: a ball and a palant (bat).
•	Strategic thinking, quick decision-making, and motor coordination are key in both games.

Differences between Kwadrant and Palant:
•	Kwadrant is played on a square-shaped field, whereas Palant is played on a rectangular one.
•	In Kwadrant, players run around the field, while in Palant, they run from one base to another.
•	In Kwadrant, a player can score a point only by completing a full lap around the field, whereas in Palant, a point is scored for each reaching of the base.
•	In Kwadrant, the ball must be hit in a way that it falls on or outside the battlefield, while in Palant, the ball must be hit as far away from the base as possible.

Kwadrant originates from a team game involving sticks. It is a game known in Europe and Poland since medieval times.

The rules of Kwadrant were developed almost 100 years ago (in 1930), although its traditions date back over 400 years. It originates from the game "Palant," which was played at the court of Sigismund Augustus. Palant was even considered the most popular game in Poland in the 18th and 19th centuries. Interestingly, one of the theories, put forward by Prof. Norman Davis in the book "Boże Igrzysko," suggests that American baseball originated from the Polish "Palant." According to him, the American governor John Smith recruited Polish specialists from various fields for his expedition to America in 1608. They were supposed to promote Palant in one of the first colonies in North America.


Introduction

Kwadrant is a traditional Polish motor game with simple rules that has gained popularity among children and adults across Poland. The game is suitable for different age groups, starting from 7 years old, with no upper age limit. Kwadrant is played by two teams, and the ideal number of players is from 10 to 20 people, provided it is even. The game is played on a square field with a side length of 10 to 15 steps, which is divided into two parts: the "knockout field" called the 'nest' and the catching field called the 'battlefield'. The field is marked by four corners, one of which is based on a straight line dividing the field.


 
1.	Setting up - one team lines up inside the field on the "battlefield," while the other, of equal size, lines up in a row on the left side of the "nest," facing the "battlefield."
2.	Game objective - each player in the "nest" should throw the ball in such a way that after throwing it, they have as much time as possible to run around the "battlefield" on the outer side of the stakes called bases, thus scoring a point for their team.

3.	Game time - 2 x 10 min. The first half starts with team A, and the second half starts with team B.


SLIDE 2 - Game Rules

The rules of Kwadrant are simple, making it an excellent game for groups of varying skill levels. Players are divided into two teams. One team is in the 'nest,' which is the knockout field, while the other team is on the 'battlefield.' The aim of the game is to score as many points as possible by tapping the ball and running around the square. Each team's task is to score as many points as possible by performing these actions, but at the same time, the opposing team's task is to tag players.



SLIDE 3 - Game Equipment
To play Kwadrant, we need a few simple items. The first is a palant ball, which has a mass of at least 80g and a circumference of 20 to 22cm. The second is a palant, which is a round stick with a diameter of 4.5cm at one end and up to 3cm at the other end, with a length of 70cm. We also use flags in the game, which are set up at three corners of the square and are 1.5m high.
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SLIDE 4 - Player Setup
At the beginning of the game, players are appropriately positioned on the field. One team, consisting of the same number of players as the other, lines up inside the square on the battlefield. The second team lines up in a row to the left of the nest, facing the battlefield. Each player in this team is designated with a consecutive number. The palant and the ball are placed in the circle.


SLIDE 5 - Game Objective
The aim of the game in Kwadrant is to score as many points as possible. Each player in the nest is tasked with tapping the ball in a way that allows them the most time to run around the square, thus scoring one point for their team. However, at the same time, each player on the battlefield should contribute as much as possible to capturing the nest for their team.

SLIDE 6 - Gameplay
The first player of the team in the nest enters the semicircle and taps the ball in a way that it falls on the battlefield or outside its boundaries. Once successful, they leave the palant in the semicircle, and run to the first flag on the right side of the field, and if they estimate they can make it before the catcher throws the ball back to the nest, they continue to the second flag. After a strong hit, they can run around the entire field. If the hit is weaker, they run to the first or highest flag where they stand. After the next player taps the ball, they have the opportunity to finish the run and score a point.
Players standing on the battlefield try to catch the ball in any way they can. If they throw it back to the nest so that it crosses the boundary while the player who tapped it is between the flags, they are "knocked out" and move to a spot next to the semicircle, on its right side. The player running around the flags can also be directly "knocked out" with the ball. If a player manages to run around the field and return to the nest, they score one point for their team. The team with the most points within the specified time wins.

SLIDE 7 - Rules of Field Switching and Player Knockout
"The rules for changing fields in Kwadrant are clear: a change occurs when any player of the team on the battlefield catches the ball with their right or left hand, which we call 'kampą'. A change also occurs when all players of the tapping team are 'knocked out'. A knockout can occur if the ball is not tapped with the palant, or if, after tapping, the palant is outside the semicircle.

Advantages of Kwadrant:
1. Development of motor coordination: Kwadrant requires a good understanding and control of one's body. You need to be able to move quickly, smoothly, and accurately, which helps improve your overall motor coordination.
2. Improvement of strategic thinking skills: The game requires quick decision-making. You need to decide when to risk running to the next flag and when to stop and wait for the next move. This trains strategic thinking and decision-making skills.
3. Strengthening team spirit: Kwadrant is a team game where cooperation and communication are key to success. Strengthening team spirit is an important aspect of this game.
4. Improvement of endurance and physical fitness: Running around the field, tapping the ball, and intercepting it require a lot of endurance and good physical fitness.
5. Learning fair play: Kwadrant, like any team game, teaches the principles of fair play. Players must respect each other, the referees, and the rules of the game.
6. Attachment to tradition: Playing Kwadrant is a way to understand and appreciate Polish tradition and culture.
7. Integration and building bonds: Playing Kwadrant is a great way to integrate a group, make new friends, and build social bonds.
8. Universality: Kwadrant can be played almost anywhere - on a field, in a park, or on the beach, making it a very accessible form of physical activity.
9. Friendly to different age groups: Kwadrant is a game that can be played by both children and adults. The rules can be adapted to the age and skill level of the players, making this game friendly to everyone.

Tips and Notes for the Teacher:

"During Kwadrant gameplay, it's important to follow the rules and ensure safety. The palant should be round, but for players with less strength, a flat and wider palant can be used. The rules of the game can be simplified and adjusted to the needs and abilities of the players. Kwadrant is a unique game, played only in Poland, so it's worth dedicating some time and attention to it.

Questions and Answers:

"After familiarizing yourself with the rules of Kwadrant, do you have any questions? Are there any elements that require further explanation? Are there any aspects of the game that seem unclear? This is a good time to ask these questions so that we can make sure everyone understands the rules and is ready to play."

Teacher: It's time to introduce the game "Palant".

Instructional Video: https://www.youtube.com/watch?v=ZXIBVt8b0dY

Rules of Palant Game in Brief:

Equipment Needed for the Game: "Similar equipment to Kwadrant is needed for playing Palant - a palant (bat) and a ball. The palant is a round stick used for tapping the ball. The ball should be hard, with a minimum weight of 80 grams and a circumference of 20-22 cm, filled with hair or straw and covered with leather.

Game Field: "The field for Palant has a rectangular shape and is divided into two parts - the 'battlefield' and the 'knockout field', or 'base'. The base is where the player taps the ball and starts their run.

[bookmark: _GoBack]Game Rules: "The aim of the game is to score as many points as possible for the team. Points are scored by running from one base to another after successfully tapping the ball. Players on the battlefield can 'knock out' players from the opposing team by hitting the ball back to the base before they reach it.

Game Strategy: "The key to success in Palant is strategic thinking and quick reaction. Players must anticipate opponents' moves and make quick decisions about whether to attempt to score a point or protect themselves from being 'knocked out'.
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For the Teacher
Summary:

Summary of the discussed rules and benefits of the game

• "Kwadrant" Rules
o Understanding player rotation and exchange.
o Learning the rules of knocking out.
• "Palant" Rules
o Explanation of throwing and scoring rules.
o Discussion of role exchange rule.
• Benefits of both games
o Improvement of motor coordination.
o Increase in reaction speed and strength.
o Development of dexterity and strategic thinking skills.
o Promotion of healthy competition and teamwork skills.
________________________________________
Discussion of skills developed through these games
• Motor Skills
o Development of strength, dexterity, and motor coordination.
o Improvement of speed and precision.
• Social Skills
o Cooperation and communication within the team.
o Development of competitive skills.
• Strategic Skills
o Development of quick decision-making skills.
o Ability to plan and anticipate opponent moves.
________________________________________
Reminder about safety during the game
• It is important to follow the rules of the game to avoid injuries.
• Proper player positioning and maintaining adequate playing space are important.
• Pay attention to the limitations of your body and do not overexert yourself.
• Using appropriate equipment ensures safety – in this case, suitable balls for "Kwadrant" and "Palant".
• The safety of other players on the field is equally important as yours.
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"strengthening the health awareness of primary school students with the use of modern forms of education" benefits from funding
‘worth EUR 240,000.00 received from Iceland, Liechtenstein and Norway under the EEA Funds. The aim of the project is to increase
knowledge and develop habits regarding proper patterns of a healthy lifestyle among students of grades IV-VI.




