“Dance, Dance Revolution”

I. What is DDR? 

a. “A PlayStation (ps, ps2), Xbox game that combines quick reflexes with timing; timing you can hear and see.”

b. “DDR” vs. “Dance, Dance Revolution” (I tend to stay away from the word “dance”)

c. New York State Learning Standard connection: Standard HPF3: Resource Management

Students will understand and be able to manage their personal and community resources.



Key Idea HPF3.alt.PE2: 

Students will be aware of and able to access opportunities available to them within their community to engage in physical activity.

(most students have PS2 at their homes or see it at the mall arcade)
II. Equipment and pricing (**required)
a. Console **

i. PlayStation2, PlayStation or XBox- $150.00

b. Pads **

i. Arcade style-$200.00

ii. Wireless $25.00

iii.  Foam $50.00

iv. Wired
$19.00

c. Software ** ($20.00-30.00 range)

i. Our titles: Dance, Dance Revolution Extreme

ii. DDR Max2 (my favorite)

iii. Eye Toy Play2

iv. Eye Toy Nicktoons Movin' Eye Toy
v. Eye Toy Kinetic

vi. Athens 2004

d. Eye toy-$30.00

i. With software $50.00

e. TV/VCR ** -available at your school

f. Or LCD projector-available for sign out usually part of a system called a COW (computer on wheels)

g. Cords-extension, speaker cables if necessary

h. See if there is tech. money available!!! All of the above fall into the tech category. We use our portion of computer software funds to purchase our equipment
III. Things to consider

a. Lighting-if projecting on a wall or using eye toy

b. Speakers-when instructing a whole class use external speakers (from sound system or boom box)

c. Pads-kindergarten might not be heavy enough for commercial style, use of poly spots

d. Electrical outlets

IV. Eye Toy

a. Eye Toy: a video camera that works with specific DDR software and/or by itself. The student’s image is projected on the screen. The software works with the camera and the student uses their body to trigger movement.  Student needs to stand 5-7 feet from eye toy

V. Student specifications


a. Ages 5-99-students do not necessarily need to know how to read to play these games. 

b. Students with special needs-in our experience many students with special needs have found success with this activity. Students with compulsive tendencies appear to be able to focus during this activity and do not display their typical behaviorisms.

VI. Teaching suggestions

a. First class introduction should be done as a whole class using a projection system. I demonstrate a game and then instruct all students using lesson mode having students rotate up to the pad. All other students are using polyspots to follow along

b. Subsequent classes are done in station format.

i. Use of pedometers, HR monitor, and timers can be used at the station to add cognitive benefits

VII. Misc.

a. No footwear on pad!

b. Do not move the PlayStation with software inside

c. Press select + start to return to main menu

d. Athens 2004-dance pad works in party mode, hand controller for other modes

e. Athens 2004-movie shows how to play the game

VIII. For more info

a. http://www.ddrfreak.com     tips, step charts and locations

b. http://www.ddrgame    pads and some games

c. http://www.pesoftware.com -games and pads

d. Northern Music and Video (where we purchased all of our equipment)

e. any questions regarding this presentation: Danielle Bartow Potsdam Central School  dbartow@potsdam.k12.ny.us

Lesson Plans

Day #1

I instruct all classes grades 1 and up with the same basic format. 

· Introduction: Introduce students to DDR- “A ps, ps2, Xbox game that combines quick reflexes with timing; timing you can hear and see.”

· Demonstration of a game (I like “Days go by”)

· Hand out poly spots and have students create their own game board (first grade might need this set up prior to their arrival)

· Discuss floor pad and step zone (I use posters)

· Lesson mode lesson #1/section 1 (2x’s)-on 2nd time I begin having students come up to pad

· Lesson mode lesson #1/section 2, 3 7

· With gr 4- and up I would conclude class with a game-only have skilled students on the pad or the game will fail

Kindergarten

· I use the floor pad and step zone posters to go over directionality. I point to an arrow and they step in that direction. I then show them lesson #1 section 1 and we follow the step zone. This is all I’ve done with them.

Day #2

2nd class is done in station format with 4-6 students per station

· Grades1 and 2 use lesson mode again with the goal of “crowning” out each level

· Grades 3 & 4 lesson format lesson level #2

· Grades 5 and up game mode with instructions on how to tell how fast a game will be, 2 player option

Day #3-or sometime else during the year..

In station format again

· Grade 1 &2 animal catch

· Grade 1 &2 eye toy bubble pop, Sponge Bob catch

· Grade 3 &4 Athens 2004-track 100m

· Grades 2-4 Eye Toy Play (baseball, table tennis)

· Grades 4 Kinetic Eye Toy

· Upper levels- dual pads with any level or game

· Utilize 30 sec. clock, HR monitors/ pulse sticks, Pedometers
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