Drums Alive!

Learning Intentions:

Practice various drumming patterns and movement to music “Whole Mind — Whole
Body”

Experience music from a variety of sources

Improve our fitness level

Increase left and right brain function and connections

Have fun!

Never intentionally hit another person with sticks or other body parts (accidents
happen)

Don’t try to burst the balls, they are borrowed and you will be charged a replacement
fee

Adapt the moves to your own fitness level either up or down just keep moving!

Make sure the ball plug is down and the ball stays on the bin

Don’t come up to Mrs. Lehton when songs are on — Danger!

Ensure your sticks are free of splinters and use a Power Grip

Choosing a spot:

Choose a spot where the ball is about up to your tummy
Make a good choice for your learning needs

Music progression:

1 song warm-up

1 multi-cultural song

2-4 cardio songs

1 song wellness beats/cool down
1 song stretch

Notes about the class:

Song choices are harder than you think: they must be clean and classic — suitable for all
audiences, between 120bpm to 180bpm, and make you want to move!

Ways we can all have a fun class:

Bring a positive attitude and just enjoy the opportunity and experience
Bring water and wear suitable clothing

Encourage others as we all learn at our own pace

Be creative and make up your own moves or routine ©



Drums Alive DRUMTASTIC® Program for Educators
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Drums Alive DRUMTASTIC® is an evidence-based program that applies fitness,
drumming, music, and educational concepts designed to improve the health of children
and pre-teens by disseminating evidence-based physical education, after school, early
childhood, coordinated school health and music education programs to teachers,
recreation leaders and coaches serving pre-kindergarten through middle school
students.

Teachers learn how to integrate kinesthetic awareness, neuro-muscular skills,
cardiovascular conditioning, flexibility, strength, and wellness activities by using a
coordinated package of curriculum materials which include:

Comprehensive Teacher Manual

Contains over 150 Lesson Plans and more than 100 Teacher Cue Cards Teacher,
“Inclusion Strategies” and “Assessment Sheets;” Music Educational Concepts and
Activities; and Brain Beats/Core Curriculum Learning Games and Activities!

Teacher Resource Box
A colossal repository which contains over 300 Activity Skill Cards, including:

« BRAIN BEATS — Curriculum Based Learning Cards
 Music & Rhythm, Drumming, Locomotor Skills, Shape, Traffic, Cool Down, and
Formation Cards

» Expectation Cards . ,
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Music Assessment — Drums Alive Name: Class:

Competency: Thinking Big Idea: The mind and body work together when creating works of art

Pencil = student Pen = Mrs. Lehton
Drums Alive — Learning Approaching Meeting Exceeding
intentions: practice drumming Expectations — 1 am | Expectations —1 am | Expectations — | am
patterns and movement to learning to recognize | focused and follow | enthusiastic and
music “Whole Mind-Whole and change my the instructions to | engaged in my
Body”, experience music from a | behaviours to be the best of my learning. | set a
variety of sources, increase left | meeting ability at all times. | positive example for
and right brain connections expectations others to follow
Safety

e Use power grip
e Keep body and
equipment to myself

Personal Responsibility
o Make good choices
where to stand
e Have all my equipment
without reminders
e Focused in class
e Have a positive attitude

Participation/Activity Level
e Be active!
e Follow along
e Listen to the teacher
e Move your feet

Reflection...

Mrs. Lehton’s Comments:



Drum moves

SB single beats — one hand L/R (1)

SBA single beats alternating (1)

DB double beats on middle of ball (1)

X cross over — left or right hand crosses over middle stick (2)

AW around the world — DB front side back side (4)

BW" brain wave up — DB side middle click overhead and middle (4)

BW =) brain wave across — DB right middle left middle right middle left middle or
to the left and same pattern (8)

SC Side clicks - side of the ball click overhead (2) also CS click overhead to side ball
DB LR double beats left and right between two balls L or R side (8)

B " bucket up — DB bucket, side, middle, click overhead

R Rumble — play SBA quickly

Around - side step around the ball (8) left or right

DBE double beats extended right or left — extend right hand out to ball on right
and left stays on own ball (2), DB middle (2) extend left hand to left ball with right
on own ball(2) DB middle (2)

Around 2 around the circle — side step around the big circle usually 16 beats each
direction back to own ball (32)

Travel — sticks on shoulders and travel to another ball (4-16)
S to S —side to side — DB side to side on top of ball

DBF/B - DB front and back — hands alternate between front and back of ball 2
taps on each and switch (8)

SBF/B — SB front and back — as above but single tap and switch

Merengue - sticks 2DB side while stepping forward left right then 2DB middle
while stepping back (4)
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