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Wet and Wild Field Day 
 

The idea behind Wet and Wild Field Day came about out of necessity to come up with and/or 
design activities that could be played in the parking lot due to the lack of grassy areas at my school. 

Water games seemed to be the best fit because the asphalt became very hot during the day, and the 
students loved participating in activities that they did not get to do during the regular physical education 
year. The stations shared below are wet activities that I've designed, tweaked and/or found over the 

years. Note: I’ve provided under each station the recommended equipment needs to create two groups or 
two lines.   

 

WHO WANTS TO BE A DOLLARNAIRE? 
The class will be divided into two teams with each line standing behind a traffic cone. The first person in 
each line will run down and reach into the wading pool and grab ONLY 1 coin out of the murky water 
(there will be lots of pennies, a few nickels and dimes, and maybe a quarter). Students will then run back 

to their line and place their coin inside of their hula hoop. Anyone caught cheating (taking more than 
one coin) will have all his or her teams money dumped back into the wading pool!!! The first team to 

earn a dollar or more is declared the winner. Return the coins and begin another game if time permits. 
 

 
 

EQUIPMENT:  

 2 small pools full of water 
 2 hula hoops 

 75¢ in pennies, 25¢ in nickels, 30¢ in dimes, and 1 quarter placed inside each wading pool  
 Coloring to darken the water so they can’t see the coins: I use Class IV Caramel Color 050 which 
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is a water soluble liquid, used to color food and beverage products. You can inquire about this 
product at www.ddwcolor.com or www.sethness.com. A 5-gallon bucket will last 10+ years. 

 

WHERE’S MY DRINK? 
The class will be divided into two teams with each line standing behind their wading pool. Each group 
will be given a container lid (tray) and a cup. The first student in each line will scoop water from their 

wading pool into their cup and place it on top of the tray. Students will then carry the tray like a 
waiter/waitress (or using both hands) to their team’s 2-liter bottle and take the cup off the tray to dump it 
in the designated plastic bottle approximately 10-15 yards away. The player returns to start and hands 

the tray off to the next teammate in line to continue the process. The race is finished when a team’s 2-
liter bottle overflows. 

  
                Where’s My Drink Example             Fireman Relay Example 
 

EQUIPMENT:  

 2 large pools full of water 

 2 container lids 
 2 cups 
 2 plastic 2-liter bottles 

 

FIREMAN RELAY 
The class will be divided into two teams with each line standing behind their wading pool. Each line will 
have one tricycle and one fireman’s helmet. The object of the relay is for the first person in the line to 
dip their helmet into the wading pool to fill it up with water. Each player will then get on the tricycle, 

helmet in lap, and pedal to their designated bucket. When they arrive at the bucket, they empty the 
helmet into the bucket. They then pedal back to their line. The next person will do the same and so on. 

The first line to completely fill their bucket or whichever team has the most water when the time is up 
will be declared the winner. Dump the water back into the pool and begin another game if time permits. 
Note: teammates are allowed to help the driver fill up the helmet to place it in the driver’s lap . The 

fireman helmets I purchase usually have holes in them to allow for a constant pour onto the driver while 
pedaling. 
 

 

http://www.ddwcolor.com/
http://www.sethness.com/
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EQUIPMENT:  

 2 large pools full of water 

 2 tricycles 
 2 plastic fireman hats 

 two 5-gallon buckets    
 

OVERFLOW 
The class will be divided into two teams with each line standing behind their wading pool. The first 
player in each group will go and lie on their backs on a designated spot about 20 feet away and place a 

plastic bottle on their forehead (or belly). On “GO”, the next player in line from each group will fill their 
cup up with water and run down to pour it into the container (WITHOUT TOUCHING THE 

CONTAINER!!!). When the student is finished pouring, the two students trade places (student on the 
ground trades places with the student who just poured the water) and the cup is returned to the next 
person in line from their team. The first team to OVERFLOW their 2-liter bottle is declared the winner. 

Dump the water back into the pool and begin another game if time permits. 
 

EQUIPMENT:  

 2 large pools full of water 
 2 cups 

 2 plastic 2-liter bottles 
 

  
                         Overflow Example                     Golf Ball Plunge Example 

 

GOLF BALL PLUNGE 
The class will be divided into two teams with each line standing behind their wading pool. The first 
person from each line will run down to the trashcan and reach down into the trashcan to retrieve the golf 

ball. Upon finding the ball, the player will run back to their starting line and hand (NOT THROW) the 
golf ball to their next teammate in line. The next player will take the golf ball will run down to the 
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trashcan and place (NOT DROP) the ball on the bottom of the trashcan before returning back to the line 
to start the process over. A team will be declared the winner when the last player in line finishes before 

the last player in the other team’s line. Get back in line and begin another game if time permits. Note: do 

not throw the golf ball! 

 

EQUIPMENT:  

 2 heavy-duty trashcans full of water 

 2 golf balls 
 Coloring to darken the water so they can’t see the coins: I use Class IV Caramel Color 050 which 

is a water soluble liquid, used to color food and beverage products. You can inquire about this 
product at www.ddwcolor.com or www.sethness.com. A 5-gallon bucket will last 10+ years. 

 

FIRE DRILL 
The class will be divided into two teams with each line standing between the pool and 5-gallon bucket. 

Your campfire has gotten out of control!!! All you have is one bucket to put out the flames. The first 
person in each line will dip the bucket in the pool and fill the bucket. The group will then begin passing 

the bucket down the line while holding it over their heads  trying to not let any water spill. The last 
person in each line will empty the bucket into their 5-gallon bucket before running to the pool at the 
beginning of the line for a refill to start the process over again. The team to fill their 5-gallon first wins. 

Dump the water back into the pool and begin another game if time permits. 
 

EQUIPMENT:  

 2 large pools full of water 
 1 sand pail per team with 1-2 holes in them 
 two 5-gallon buckets  

   

TOILET PLUNGER RELAY 
The class will be divided into two teams with each line standing behind their wading pool. To begin, the 
first player in each line will pick up the toilet plunger. While holding the plunger, the player (or 

teammate) will reach into the pool and get a cup of water to pour into the plunger. Once full, each player 
will hold the plunger above his or her head and run down to pour it into his or her team’s 5-gallon 
bucket. When the student is finished pouring, the plunger is returned to the next person in line from their 

team to continue the process. The first group to overflow their team’s bucket or have the most water in 
their bucket when time is up will be declared the winner. Dump the water back into the pool and begin 

another game if time permits. 
 

EQUIPMENT:  

 2 large pools full of water 
 2 toilet plungers 
 2 cups 

 two 5-gallon buckets 

 

TEACHER OVERFLOW 
The class will be divided into two teams with each line standing behind their wading pool. THE 

TEACHER WILL SIT IN THE CHAIR (approximately 20 feet away) AND HOLD ONE PLASTIC 
BOTTLE IN HER LAP. Note: you may replace them with a student if the teacher is a party pooper. The 

http://www.ddwcolor.com/
http://www.sethness.com/
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first player in each group will fill their cup up with water and run down to pour it into his or her team’s 
container (WITHOUT TOUCHING THE CONTAINER!!!). When the student is finished pouring, 

the cup is returned to the next person in line from their team. The first group to OVERFLOW THEIR 

BOTTLE INTO THE TEACHER’S LAP is declared the winner. Dump the water back into the pool 

and begin another game if time permits. 
 

EQUIPMENT:  

 2 large pools full of water 
 2 cups 

 2 plastic 2-liter bottles 

 2 chairs 

 

WRING THE DISHCLOTH 
The class will be divided into two teams with each line standing behind their wading pool. The student 

at the beginning of each line will dunk their sponge, place it on their head, and run to the 5-gallon 
bucket 20-30 yards away where they will “wring it” into the bucket. This will continue until one team 

fills up their bucket first causing the ping pong ball to fall out. Begin another game if time permits. 
Dump the water back into the pool and begin another game if time permits. 
 

EQUIPMENT:  

 2 large pools full of water 
 2 sponges 

 two 5-gallon buckets 
 2 ping pong balls 
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WATER SPLASH WHIRLWIND  
Each child will get one cup and dip the cup in the pool for ONE fill up. Note: No refills allowed, 
especially if kids are pouring water on each other. Each player will then get in one line behind the cone. 
Two people (preferably adults) will turn the long rope and each jumper will enter the rope and jump one 

time (holding cup of water in hand) and then exit the rope and return to the end of the line. The 
OBJECT of the game is to be the player to have the most water in his or her cup when the game ends to 

be declared the winner. Note: 4th and 5th grades can elect to play “Whirlwind Style”.  
How to play Whirlwind: The rope turners start turning the rope. The first person in line runs in and 
jumps, the next person has to run in and quickly jump before the rope hits the ground for the first time. 

This process produces a “whirlwind” effect because someone is always inside the rope jumping with 
every turn. Again, when the rope passes in front of someone and hits the ground with no one inside that 

person is out. Every time a successful jump is made, students go to the end of the line to wait the next 
turn and catch their breath. As children are eliminated, the line gets shorter. The short line eventually 
causes a circle to form because children are running and jumping rapidly. This whirlwind effect is quite 

an awesome sight to see! When the game gets down to three participants, slow the rope turn down to 
give each person a chance to make it back around. 
 

EQUIPMENT:  

 1 large pool full of water 

 2 long ropes 
 30 cups 
 1 traffic cone per group 

 

HELPFUL RULES AND HINTS 
1. Remind students to bring a towel and an extra shirt, pair of shorts, socks, and shoes. THEY WILL 

GET WET!! I recommend that students wear water shoes or tennis shoes instead of flip flops on the 
pavement because many games involve lots of movement. 

2. Your class may stop and go for breaks at any time as you deem necessary. Please note that you will 
only have 15 minutes at each station. DO NOT ROTATE TO THE NEXT STATION UNTIL 

YOU HEAR THE WHISTLE OR AIR HORN. 
3. If a student is having trouble following directions or cooperating, have that student sit out of 1 or 2 

stations. Please send them to the PE Teacher if they continue to have problems. 

4. Students must wear shoes at all times and girls must wear dark T-shirts and shorts over their bathing 
suits. 

5. Please do not allow students to stand in the swimming pools or buckets so that we can keep the 
water as clean as possible and to avoid damaging the pools. 
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This is a Sample 3rd – 5th Grade Packet that I send to each teacher. I 
eliminate the before-lunch competitions for K-2 students and increase 

the amount of time to 15 minutes per station.   

 
It’s Time For 3rd, 4th, and 5th-

Grades’ Wet n’ Wild Field Day 
 
Dear Teachers, 
 Field day for 3-5 grades will be held on Tuesday, May 8th. The 

make-up rain date (if needed) will be on Thursday, May 10th. 
Attached is a map, directions, starting place, and times of rotation for 

your class. PLEASE read this packet carefully. If you have any 

questions or suggestions, do not hesitate to ask or let me know. 
  

 Please remind students to bring an extra change of clothes 
because they will get wet!!! I recommend that students where water 

shoes or tennis shoes instead of flip flops on the pavement because 

many games involve lots of movement. Drink and snack breaks are 
optional and up to you and your parents. We will be providing a Sno-

cone treat at one of the stations, but at the end of the day there will be 
a break if you want to provide an additional treat for your students. 

Please contact your classroom parents to provide this treat for your 

class. 
  

 It will be a fun day you won’t soon forget, so be sure to rest up 
Monday night!!! You might want to throw a change of clothes in 

your book bag, too……hint, hint! 

        Coach Hughes 
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3rd – 5th Field Day Schedule 
 Field day events will start promptly at 8:45 A.M. in the Gym. The following 

competitions will take place before lunch and the wet stations will begin after lunch.  
 

Volleyball Tournament:    (In the gym) 
 Each class will be placed in a double-elimination bracket. After rules have 

been discussed, two teams will be called to the volleyball court. On the teacher’s 

signal, teams will begin hitting the ball into the air trying to get it over the net. 

There will be no limit as to how many times the ball has to be contacted to get it 

over the net. The ball must be hit and may not be carried or thrown over the net. A 

point will be awarded if the ball hits the ground, lands outside of the coned off 

boundaries, or if the coach feels like a rule has been violated. Note: please think 

ahead to implement strategies on how to cover your side in the best possible way 

and to include everyone. The first team to five will be declared the winner for that 

round. ALL OTHER CLASSES SHOULD STAY OUTSIDE THE BOUNDARIES 

AND CHEER ON THEIR FRIENDS. Hint: try to observe some strategies that 

may or may not be working. Again, this is a double-elimination tournament so 

good luck….    
 

Tug of War Tournament:   (See Map) 
It’s back!!!! So teachers figure out the best strategy on how to bring your 

class together to be one tough, rope-pulling machine. We will determine a 3rd, 4th, 

and 5th Grade champion and an overall champ. Note: the competition will be set 

up in a single-elimination tournament bracket. You may borrow the tug of war 

rope to practice anytime before field day. SAFETY: DO NOT allow players inside 

the anchor loop located in the back of the rope or allow pullers to wrap the rope 

around their arms.      
 

Whirlwind Tournament: (See Map) NOTE: The 3rd Graders will report 

to the gym and play volleyball. A teacher or adult leader will facilitate the 3 rd 

Grade Double Elimination Tournament. 
There will be a 5 to 10-minute Whirlwind practice session. The 4th and 5th Grades 

will play whirlwind at 2 ropes simultaneously (A coach/parent will be one of the 

turners). The game will continue until there are 15 remaining players from each 

group. All players eliminated during their game may cheer on their friends or go 

find a rope (short or long) and jump for fun. The top 15 players from each grade 

(30 in all) will meet at one rope with Coach Hughes to determine the overall top 2 

champions.   
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SCHEDULE AFTER LUNCH: 
 

The station you are placed beside is where you will begin. So please 

report to your assigned station at 11:55 P.M. (and NO earlier!) so that we may 

promptly begin at 12:00. There will be 12 activity stations. Each class will 

rotate at the whistle or air horn to the next station approximately every 10 

minutes. Please rotate to the next station only after you hear the whistle or air 

horn. You will begin and rotate to each activity as scheduled: 

 

Teacher             Rotation Times 

  Station # 1  Launch It!    12:00-12:10 
 

  Station # 2     Who Wants To Be A Dollarnaire 12:10-12:20 
 

  Station # 3  Where’s My Drink?  12:20-12:30 
 

  Station # 4  Fireman Relay   12:30-12:40 
 

  Station # 5  Overflow    12:40-12:50  
 

  Station # 6  Golf Ball Plunge  12:50-1:00 
 

  Station # 7  Fire Drill    1:00-1:10 
 

  Station # 8  Teacher Overflow  1:10-1:20 
 

  Station # 9  Wring the Dishcloth  1:20-1:30 
 

  Station # 10 Sno-Cone Treat   1:30-1:40 
 

  Station # 11 Water Splash Whirlwind 1:40-1:50 
 

  Station # 12 Volleyball    1:50-2:00 

  

PLEASE GET YOUR STUDENTS TO PICK 

UP ALL TRASH IN YOUR AREA BEFORE 

GOING INSIDE – THANKS SO MUCH 
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STATION # 1: LAUNCH IT! (Located in the gym) 
 

Students will know how to play, but below is a quick overview of the game: 
Objective: Watch student teams “Launch It” in a cooperative game that will allow 

students the opportunity to explore various ways to develop and improve ball 
manipulation, and slingshot skills of trajectory, force, and accuracy. The game of Launch 

It is a great prerequisite to the games of Slingshots and Slingshot Golf. 
 

Procedure: Instruct students to form groups of 2- or 3-Player teams. Each 2- or 3-Player 
team may now get one ball and one slingshot from the teacher and then go sit down at the 

end line on one side of the gym. The object of the game is for each team to score more 
points than the opposing team by slingshotting and hitting more walls located on the 
opposite end of the gym than any other slingshot team. Note: teammates must always use 

caution when pulling back and releasing the slingshots to avoid hitting anyone with the 

therapy band or ball!!! 
The goal for each team is to slingshot the ball, attempting to hit the wall on the opposite 
side of the gym. After the first shot and each shot thereafter, teams must retrieve the ball 

from where it came to a rest and shoot if from “that” spot. The process of launching balls 
will continue until the ball physically hits the wall. Note: A score is considered successful 

if the ball hits the wall in the air. The captain or one player from each team is allowed to 
go and get one stick from the bucket after each score against a wall. After the stick is 

collected, each team will start the process of launching the ball from behind the end line 
of the wall that was just scored against. The point values at the end of the game will be as 

follows: 
1-10 sticks = your team is alright! 

11-20 sticks = your team is cool! 
21-30 sticks = your team is awesome! 

Rules and Safety: 
1. Players may not slingshot a ball if another team is in their “line of fire” or shooting 

pathway. Encourage teams to wait for the other team to move or to slide to the left or 

right before shooting.  
2. Encourage players to use an upward trajectory when slingshotting a ball. Using an 

upward trajectory typically slingshots the ball further and avoids hitting others in the 
line of fire. 

3. Teams may not advance towards a wall once the ball has been picked up. The next 
shot has to be taken from where their team’s ball came to rest. 

4. One player from each team is allowed to go and collect one stick from the bucket 
upon hitting a wall. 10 sticks must be traded in to earn one wristband. 

5. Once a wall is hit, teams turn around and begin at the new end line and slingshot at the 
wall on the opposite end of the gym. 
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STATION # 2: WHO WANTS TO BE A DOLLARNAIRE 
 

The class will be divided into two teams with each line standing behind a cone. The first 
person in each line will run down get into the wading pool and grab ONLY 1 coin out of 

the murky water (there will be lots of pennies, a few nickels and dimes, and maybe a 
quarter). Students will then run back to their line and place their coin in their hula-hoop. 
Anyone caught cheating will have all his or her teams money dumped back into the 

wading pool!!! The first team to earn a dollar is declared the winner. Begin another game 
if time permits. 

 
STATION # 3: WHERE’S MY DRINK? 

 

The class will be divided into two teams. Each group will be given a container lid (tray) 
and cup. The first student in each line will scoop water from the bucket into their cup and 

place it on top of the tray. Students will then carry the cup (as quickly as possible) like a 
waiter/waitress on their tray (No holding the cup!) and take the cup off the tray to dump it 

in the designated plastic bottle approximately 10-15 yards away. If the cup drops, the 
player returns to start and hands it off to the next teammate in line. The race is finished 

when a team’s bottle overflows. 
 

STATION # 4: FIREMAN RELAY 
 

The class will be divided into two teams with each line standing behind a cone. Each line 

will have one tricycle and one fireman’s helmet. The object of the relay is for the first 
person in the line to dip their helmet into the wading pool to fill it up with water. Each 

player will then get on the tricycle, helmet in lap, and pedal to their designated bucket. 
When they arrive at the bucket, they empty the helmet into the bucket. They then pedal 

back to their line. The next person will do the same and so on. The first line to completely 
fill their bucket or whichever team has the most water when the time is up will be 
declared the winner. 

 
STATION # 5: OVERFLOW 

 

The class will be divided into two teams with each line standing behind a cone. The first 
player in each group will go and lie on their backs on a designated spot about 20 feet 

away and place a plastic bottle on their forehead (or belly). On “GO” the next player in 
line from each group will fill their cup up with water and run down to pour it into the 

container (WITHOUT TOUCHING THE CONTAINER!!!). When the student is 
finished pouring, the 2 students trade places (student on the ground trades places with the 

student who just poured the water) and the cup is returned to the next person in line from 
their team. The first group to OVERFLOW their plastic bottle is declared the winner. 

Dump the water back into the pool and begin another game if time permits. 
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STATION # 6: GOLF BALL PLUNGE 
 

The class will be divided into two teams with each line standing behind a cone. The first 
person from each line will run down to the trashcan and reach down into the trashcan to 

retrieve the golf ball. Upon finding the ball, the player will run back to their starting line 
and hand (NOT THROW) the golf ball to their next teammate in line. The next player 
will take the golf ball will run down to the trashcan and place (NOT DROP) the ball on 

the bottom of the trashcan before returning back to the line to start the process over. A 
team will be declared the winner when the last player in line finishes before the last 

player in the other team’s line. Get back in line and begin another game if time permits. 
NOTE: do not throw the golf ball! 

 
STATION # 7: FIRE DRILL 

 

The class will be divided into two teams with each line standing between the pool and 5-
gallon bucket. Your campfire has gotten out of control!!! All you have is one bucket to 

put out the flames. The first person in each line will dip the bucket in the pool and fill the 
bucket. The group will then begin passing the bucket down while holding it over their 

heads trying to not let any water spill. The last person in each line will empty the bucket 
into their 5-gallon bucket before running to the pool at the beginning of the line for a 

refill to start the process over again. The team to fill their 5-gallon first wins. 
   

STATION # 8: TEACHER OVERFLOW 
 

The class will be divided into two teams with each line standing behind a cone. Each 

team will line up with the bucket of water being at the front of the line. THE TEACHER 
WILL SIT IN THE CHAIR (approximately 20 feet away) AND HOLD ONE PLASTIC 

BOTTLE IN HER LAP (You may pick a student if you are a party pooper). The first 
player in each group will fill their cup up with water and run down to pour it into his or 
her team’s container (WITHOUT TOUCHING THE CONTAINER!!!). When the 

student is finished pouring, the cup is returned to the next person in line from their team. 
The first group to OVERFLOW THEIR BOTTLE INTO THE TEACHER’S LAP is 

declared the winner. Dump the water back into the pool and begin another game if time 
permits. 

 
STATION # 9: WRING THE DISHCLOTH 

 

The class will be divided into two teams with each line standing behind a cone. The 
student at the beginning of each line will dunk their sponge, place it on their head, and 

run to a Folgers coffee can 30 yards away where they will “wring it” in the can. This will 
continue until one team fills up their can first causing the ping pong ball to fall out. Begin 

another game if time permits. Dump the water back into the pool and begin another game 
if time permits. 
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STATION # 10: SNO-CONE MACHINE 
 

One Sno-Cone per person. Please throw away all trash into the garbage can!!! 
 

STATION # 11: WATER SPLASH WHIRLWIND  
 

Each child will get one cup and dip the cup in the pool for ONE fill up. Note: No refills 

allowed, especially if kids are throwing it on each other.  
Each player will then get in one line behind the cone. Two people (preferably adults) will 

turn the long rope and each jumper will enter the rope and jump one time (holding cup of 
water in hand) and then exit the rope and return to the end of the line. The OBJECT of 
the game is to be the player to have the most water in his or her cup when the game ends  

to be declared the winner. Note: 4th and 5th grades can elect to play “Whirlwind Style”.  
 

 STATION # 12: VOLLEYBALL 
 

Students will form two separate teams. Each team will be given 2 beach balls. On the 

teacher’s signal, the students’ will begin hitting the balls into the air trying to get them 
over the net. If a ball hits the ground, quickly pick it up and serve it back over the net. 

Both teams should work together to try to keep the beach balls from hitting the ground.    
 

 
HELPFUL RULES AND HINTS 

 
1. IMPORTANT LUNCH PROCEDURES ON FIELD DAY: 

We are trying something new this year. Please see the “May 8th Field Day Lunch 
Schedule” for your new lunch time. If parents want lunches, please fill out their 

information on the lunch count. Lunch will be from 10:45 – 11:55 on your own 
anywhere on school grounds EXCEPT FOR THE CAFETERIA. Each class will 
also be provided with a garbage bag. Please pick up and dispose of all garbage in the 

dumpster. 
 

2. Remind students to bring a towel and an extra shirt, pair of shorts, socks, and shoes. 
THEY WILL GET WET!! I recommend that students where water shoes or tennis 

shoes instead of flip flops on the pavement because many games involve lots of 
movement. Students will be wet during the lunch break and may want to change. 

Remind them that if they change at lunch that they will get wet again once your class 
starts back up again after lunch.  

 
3. Your class may stop and go for breaks at anytime as you deem necessary. Please note 

that you will only have 10 minutes at each station. DO NOT ROTATE TO THE 
NEXT STATION UNTIL YOU HEAR THE WHISTLE OR AIR HORN. 
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4. If a student is having trouble following directions or cooperating, have that student sit 

out of 1 or 2 stations. Please send them to the Coach if they continue to have 
problems. 

 
5. We will be providing a Sno-cone treat at one of the stations, but at the end of the day 

there will be a break if you want to provide an additional treat for your students.  
Please contact your classroom parents to provide this treat for your class . 

 
6. Also, send notes home for parent volunteers. Please make sure at least 2 dependable 

parents will be present to rotate with you and help you at each station. There may or 
may not be helpers running each station. 

 
7. Students must wear shoes at all times and girls must wear T-shirts and shorts over 

their bathing suits. 
 
8. Please do not allow students to stand in the swimming pools or buckets so that we can 

keep the water as clean as possible and to avoid damaging the pools. 
 


