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PE2 the Max II

Objective:  Dicey Situation is a fast-paced and 
exciting fi tness game, requiring a little strategy, 
luck, and honesty; but ultimately perseverance will 
make the diff erence to be successful. Students will 
practice and reinforce number recognition, num-
ber comparisons, and be able to recognize the dif-
ferences between greater than, less than, more, 
less, high, low, and equal to through the game of 
Dicey Situation.

Equipment:  
 � Hula hoops (1 hoop for every 2 students; add 

one more hoop if there is an odd number of 
students). Hula hoops can be substituted with 
poly spots.

 � Foam dice (2 diff erent colored dice per hula 
hoop)

 � Buckets or pop up hampers (1 bucket for every 
4-6 hoops in the game)

 � Jumbo craft sticks or tongue depressor sticks 
(150+; divide equally into however many buck-
ets are in the game)

 � Container of wristbands, nylon juggling scarves 
or anything other than sticks (25+ wristband/
scarves)

 � Optional: 1 empty container placed beside the 
container of wristbands

Procedure:  Before classes arrive, place all hula 
hoops around the perimeter of the gym with 2 
dice inside each hoop. Next, place one bucket 
inside every fi fth or sixth hoop (every fourth if 
there are less than 20 hoops). Finally, place one 
container of wristbands in the center of the gym 
(see diagram for set up). The object of the game 
for each player is to win the most face-off s in or-
der to earn the most sticks. To Begin: instruct stu-
dents to get into a hoop, with a maximum of two 
students per hoop, and sit down to await further 

instructions. On the signal “go,” the two players at 
each hoop will have a face off  by rolling their die. 
A “face-off ” is when two players meet at a hoop 
to roll their die inside the hoop to determine 
who has the highest number. All players with the 
greater number will step away from the hoop and 
perform one knee bend (See Figure 17) before 
advancing counterclockwise one hoop. All play-
ers with the lower number will step away from 

the hoop and perform one push up (See Figure 
18) before going back clockwise one hoop. 

Note: any exercise can be implemented to replace 
the existing exercises. Players who face off  and roll 
the same number (equal to) perform a re-roll of 

Dicey Situation — K–5

Figure 17: Knee BendFigure 17: Knee Bend

Figure 18: Push UpFigure 18: Push Up
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Stepping up the “Game” in Physical Education

the dice until there is a winner. Note: make sure 
to leave the dice inside each hoop. Also, some 
hoops contain a bucket of sticks (See Figure 19). 
All players who win a face off  at these hoops are 
allowed to get one stick from the bucket to hold 
or place inside their pockets.

New players who arrive at an occupied hoop 
must wait until the occupying players have fi n-
ished their face off  before continuing play. Note: 
stop class and reposition two players per hoop if 
someone accidentally gets misplaced or consec-
utive hoops have nobody inside of them. Players 
who have earned at least 10 sticks have the op-
tion to cash in their sticks at the bank located in 
the center of the gym (See Figure 20). For exam-
ple, Player A goes to the bank after earning her 

tenth stick and cashes the 10 sticks in by retriev-
ing one wristband and placing it on her arm. The 
10 sticks can be placed on the fl oor or dropped in 
the (optional) empty container.

Players will continue this process the entire class 
until the time limit is up or there are no more 
sticks available. The player(s) who has earned the 
most sticks will be declared the Dicey Situation 
Champion(s). Clean up by performing a 10-sec-
ond count down while students return the sticks 
to the buckets before starting a new round. Note: 
the teacher may have to check the buckets and 
equally redistribute the sticks

Rules and Safety:

1. Players must clearly drop their die and may 
not touch or alter the number in anyway once 
it is rolled.

2. Players who face off  and roll the same number 
will result in re-rolling the dice until there is a 
winner.

3. All players with the greater number will step 
away from the hoop and perform one knee 
bend before advancing counterclockwise one 
hoop. 

4. All players with the lower number will step 
away from the hoop and perform one push up 
before going back clockwise one hoop.

5. New players who arrive at an occupied hoop 
must wait until the occupying players have 
fi nished their face off  before continuing play. 
There should never be more than two players 
at a time facing off  at a hoop.

6. Players may not skip hoops. Players may ad-
vance or go back one hoop at a time.

7. Dice may not be removed from a hoop.

8. Players who take more than one stick at a time 
or do not rotate correctly will lose one or more 
sticks for cheating.

Figure 20: Cashing in sticks for a wristbandFigure 20: Cashing in sticks for a wristband

Figure 19: A hoop with a bucket of sticksFigure 19: A hoop with a bucket of sticks
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Variations:

1. Allow players to cash in more or less sticks at 
the bank. For example, a player with fi ve sticks 
may cash them in at the bank for one wrist-
band. 

2. The teacher can recognize all players by an-
nouncing the following categories that each 
player may fall under based on the number of 
sticks they earned:

• 6+ points = Dicey Situation Champions
• 3 to 5 points = Marvelous
• 2 or less points = Super

Note: number requirement and achievement names 
can be altered in any way.

Dicey Situation • Diagram


