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Connect 4-Fun — 3-8
OBJECTIVE: 
Derived from the classic game of Connect Four (by 
Milton Bradley), the teamwork game of Connect 
4-Fun will get everyone active and hyped about 
whose team is going to demonstrate the best 
communication and strategy.

EQUIPMENT:
 � Hula Hoops (1 per team)

 � Noodle pieces/blocks (preferably 100-200 of 
two different colors, each stored in their own 
container)

 � Connect 4-Fun Template (1 per team; I highly 
recommend printing both templates, laminat-
ing and then taping both sections together; 
see Figures 1-2 and pages 21-22)

 � Bucket of wristbands (or anything to represent 
points)

 � Traffic cones to create a jogging loop

PROCEDURE: 
Before classes arrive, create a jogging loop with 
the traffic cones and randomly spread out the hula 
hoops within the jogging loop. Place one copy of 
the Connect 4-Fun Template inside each hula hoop. 
Place the containers of noodle pieces (blocks) and 
point bucket on one side of the gym, but outside 
the boundaries or jogging loop (See diagram and 
Figures 1 and 2). The object of the game is to out-
wit the opposing teams by winning as many Con-
nect 4-Fun rounds as possible.

To Begin: 
instruct students to partner up and then find an-
other partner group to compete against. Each 2 vs. 
2 team must then go to a hoop to sit down and 
await further instructions. The teacher will go to 
each hoop and choose a blue team and a yellow 
team, which means that team will collect and play 

Figure 1: print and cut out each template

Figure 3: Connect 4-Fun template inside hoop

Figure 2: laminate and tape template together

Figure 4: containers of noodle pieces
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with that color block. Note: the teacher should ex-
plain the rules of Connect 4 to make sure everyone is 
on the same page.

Connect 4 Rules: The objective of the game is to be 
the first team to form a horizontal, vertical, or diago-
nal line of four of one's own color blocks (See Figures 
3 and 4). The first player begins by placing one of his/
her blocks onto the Connect 4-Fun Template (The 
template has 7 columns by 6 rows). Each team will 
then alternate turns placing one of their blocks onto 
any unfilled column or spot until one team achieves 
four in a row  — either horizontally, vertically or di-
agonally. The team that achieves four in a row first 
wins the game. However, if the game board fills up 
before either team achieves four in a row, then the 
game is a draw.

How to Play Connect 4-Fun: one player from 
each team will play Rock, Paper, Scissors to deter-
mine whose team will go first and second for that 
game. Players must first earn their color blocks in 
order to begin play by jogging a lap. Each game be-
gins once all players have jogged a lap, collected a 

block and arrived at their hoop. For example, Yel-
low Player 1 begins play by placing his yellow block 
anywhere on the template. Blue Player 1 will go 
next, followed by Yellow Player 2 then Blue Player 2 
(See Figures 7 and 8). All players will then leave and 
jog another lap to earn one more block to repeat 
the process. Note: cutting in front of cones when 
jogging a lap is cheating and will result in losing a 
wristband. Each team will continue jogging to earn 
blocks and playing the Connect 4-Fun game until 
there is a win, lose or draw. Note: See Figures 9-11 
on various ways to win and remind students to pay 
attention to wins that can easily be hidden within the 
blocks). A win results in each player getting one 
wristband point. All players, regardless of a win, 
lose or draw must return all of the blocks to their 
containers before starting a new game. When the 
time has expired, calculate their wristbands to de-
termine the following award amounts: Note: men-
tioning levels/prizes is just for fun and obviously not 
real. Feel free to change, omit, and or alter the levels.

1 wristband = Elementary level Champions

2-3 wristbands = Middle School level Champions

Figure 5: ex. of 4 vertically and 4 horizontally placed

Figure 7: a yellow player's turn

Figure 6: example of 4 diagonally placed

Figure 8: a blue player's turn
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4-5 wristbands = High School level Champions

6-7 wristbands = College level Champions

8+ wristbands = Professional level Champions!!!!!

RULES AND SAFETY:
1. Players may only collect one block per lap. Cut-

ting in front of cones when jogging a lap is 
cheating and will result in losing a wristband.

2. Each team must wait on their opponent’s team 
to arrive to the hoop before making a game 
move with their team’s block.

3. Each team must take turns when placing blocks 
on the template. For example, two blue players 
would never take back to back turns.

4. A player cannot pick up and move a block to 
another spot once the player removes his or 
her hand from the block.

5. A win results in each player getting one wrist-
band point.

VARIATIONS:
1. Copy more templates, eliminate partners and 

play one on one rounds. After each round or 
best two out of three, find a new opponent.

2. Partner teams can play the best two out of 
three and then the teacher can match each 
team up against a new opponent.

3. Change the locomotor skill from jogging to 
skipping, galloping, slide-stepping, etc., every 
5-10 minutes for players to collect a block.

Figures 9-11: Pay attention to the game. 
Can you find the 3 different wins in each picture?
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Connect 4-Fun DIAGRAM
DIAGRAM:

= hoops = point bucket   = container of noodles        = jog around cones 
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