Examples of how to stagger the complexity of tasks, allowing for choice so pupils work at their own level:

1. Target Games (Lowest Complexity)
Target games focus on accuracy in sending an object toward a specific target, often with little to no interference from opponents. 
· Key Skills: Accuracy, control, sending (throwing/rolling/striking).
· Interaction: Low/None. Players often take turns.
· Examples: Golf, archery, bowling, boccia, or aiming a beanbag into a hoop. 
2. Net/Wall Games (Moderate Complexity)
These games involve sending an object over a net or against a wall, making it difficult for the opponent to return it. This introduces the concept of placing the ball away from an opponent. 
· Key Skills: Accuracy under pressure, trajectory control, anticipation.
· Interaction: Moderate. Players must react to the opponent’s previous move.
· Examples: Tennis, volleyball, badminton, squash. 
3. Striking and Fielding Games (Moderate-High Complexity)
Players strike an object to move it away from defenders (fielders) to secure time to score runs. This bridges the gap between individual accuracy and team-based territory control. 
· Key Skills: Batting, fielding, base running, decision-making.
· Interaction: High (indirect). Team offence versus team defence.
· Examples: Cricket, rounders, softball. 
4. Invasion Games (Highest Complexity)
Invasion games require teams to invade an opponent’s territory to score points while simultaneously defending their own territory. 
· Key Skills: Passing, receiving, dodging, dribbling, marking, spatial awareness, and team communication.
· Interaction: Maximum. Continuous play with direct, immediate interaction between offence and defence.
· Examples: Football (soccer), basketball, rugby, netball, hockey.
