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Guess Who? Fitness— 2-8
OBJECTIVE: 
Derived from the classic Hasbro game of Guess 
Who? (www.hasbro.com), the high energy, game 
of Guess Who Fitness will have your students ac-
tively moving and strategizing to see who can 
guess the opponents mystery athlete the quickest. 

EQUIPMENT: 
 � Traffic cones to designate the jogging/walk-

ing/locomotor skill lane

 � One copy of the “top half” gameboard of the 
Guess Who Characters sheet per team of two 
to four (sheets can be downloaded and lami-
nated from https://www.hasbro.com/en-us/
guesswho/guess-who-characters; There are a 
few options available for download. I chose the 
“Sports” characters. See Figure 1).

 � 3-4 copies of the “bottom half” of the Guess 
Who Athletes; I recommend cutting each char-
acter out and laminating them (See Figures 
1-3). 

 � Bucket of wristbands (or anything to represent 
points)

PROCEDURE: 
Create a jogging lane/lap with the traffic cones. 

Randomly spread out the Guess Who Athletes face 
down on the floor in the center area of the gym 
(See Figure 4). The object of the game is to earn 
the most points by guessing the most mystery 
athletes. To Begin: instruct students to partner 
up and go sit down anywhere within the jogging 
lane to await further instructions. Note: play two 
against one if one student does not have a partner. 
The teacher will give each partner group one copy 
of the gameboard. The gameboard includes a pic-
ture of all 24 athletes. Note: partner groups can 
place their gameboard anywhere in the gym to refer 
to if they do not want to carry it with them. On the 
go signal, both players must go to center and each 
will collect one athlete. Hint: make sure you do not 
let your opponent see which athlete you choose. Each 
partner group will then determine who gets to ask 
the first question by playing Rock, Paper, Scissors 

Figure 1: Top and bottom of the Guess Who Athletes sheet

Figure 2: Cut out each athlete from the bottom half

Figure 3: Laminate the top gameboard and bottom half of the 
characters to improve durability (optional)
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(RPS). Note: RPS is played one time to establish who 
will go first the entire game. Before any questions 
can be asked, each partner group must go to any 
cone and jog one lap TOGETHER until passing the 
beginning cone (See Figure 5).

ON YOUR TURN: You may either ask a question or 
guess who the mystery athlete is, but do not use 
your turn to guess the mystery athlete until you 
are ready! 

ASKING QUESTIONS: Until you are ready to guess 
the mystery athlete, ask your opponent one “very 
specific” question per turn. Each question must 
have either a “yes” or “no” answer. For example, you 
may ask: “Is your athlete a boy?” Your opponent 
must then answer either “yes” or “no.” After your op-
ponent answers, you will be able to eliminate one 
or more athletes on the gameboard (See Figure 
6). After you ask a question, your turn is over. New 
questions cannot be asked until each partner group 
goes to a cone and jogs another lap TOGETHER. 

GUESSING THE MYSTERY ATHLETE: When you are 
ready to guess who the mystery athlete is, make a 
guess instead of asking a question. For example, 
say, “the mystery athlete is Dennis the tennis play-
er.” Your opponent must then show you the athlete 
to reveal if your guess is correct. If your guess is 
correct, you win two wristbands, BUT if your guess 
is incorrect, your opponent wins one wristband. As 
soon as a guess is made, the opponent, regardless 

of whether she is ready to guess or not, must then 
make a guess. If correct, she gets two wristbands, 
but if incorrect, the opponent DOES NOT get one 
wristband because the second player should not 
get punished since the opponent was the one who 
initiated the guessing process.

As soon as guesses have been made, both oppo-
nents will go to center to drop off their old athlete 
and collect a new athlete to start another round. 
This process of jogging laps, asking questions and 
earning points will continue the entire class for as 
many rounds as possible. When the time has ex-
pired, calculate their wristbands to determine the 
following award amounts: Note: mentioning levels/
prizes is just for fun and obviously not real. Feel free to 
change, omit, and or alter the levels. 

1-3 points = Elementary level Champions

4-5 points = Middle School level Champions

6-7 points = High School level Champions

8-9 points = College level Champions

10+ points = Professional Guess Who Champi-
ons!!!!!

Figure 4: Guess Who Athletes face down in middle

Figure 5: go to a cone to start your jog

Figure 6: “Is the athlete a girl?”
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RULES AND SAFETY:
1. Before any questions can be asked, each part-

ner group must go to any cone and jog one 
lap TOGETHER until passing the beginning 
cone. 

2. You can ask your opponent one question per 
turn. Each question must have either a “yes” or 
“no” answer.

3. You can make a guess instead of asking a ques-
tion. Your opponent must then show you the 
athlete to reveal if your guess is correct. If your 
guess is correct, you win two wristbands, BUT 
if your guess is incorrect, your opponent wins 
one wristband. 

4. As soon as a guess is made, the opponent, re-
gardless of whether she is ready to guess or 
not, must then make a guess. If correct, she 
gets two wristbands, but if incorrect, the op-
ponent DOES NOT get one wristband.

VARIATIONS:
1. Change jogging laps to any other fitness skill 

in each round. Randomly change the fitness 
skill throughout the game.

2. Large classes? Play the game the same, but 
partner up, work in groups of two, and strat-
egize as a team to compete against another 
partner group.

3. If the gameboard is laminated, allow students 
to use a dry erase marker to mark on the game-
board to help identify or eliminate potential 
athletes.

4. After a few rounds OR after each round, al-
low players to find new partners to compete 
against.

It's Going to Blow!— K-6
OBJECTIVE: 
It’s Going to Blow is a great lead up game for life-
time games such as Cornhole, KanJam, and Kid’s 
Cup Pong. Students will develop and refine Frisbee, 
bean bag and ball throwing/tossing, and bounc-
ing skills for accuracy, learning to demonstrate and 
execute hitting targets at various distances.  

EQUIPMENT: 
 � Super 70 Gator Skin balls (50+; the more the 

better)

 � Bean bags or indoor Frisbees (50+; the more 
the better; I recommend the 3”-6” Spec-
trum vinyl bean bags from www.ssww.com;  
SKU #s W9765003- W9765006)

 � Poly Spots (30; add more if you want more targets)

 � 5-gallon buckets or any size bucket/contain-
er available (same number as poly spots; if 
enough buckets are not available per spot 
then randomly spread the buckets out that 

you have and leave some spots empty; See 
Figure 1 for examples of buckets)

 � Floor tape 

 � Countdown clock, timer or watch

 � Traffic cones

SCENARIO: 
The evil and sinister Clive Crazington has infiltrat-
ed our school and armed enough explosives that 
will release the zombie virus if all of the explosives 
are not disarmed in time. It’s up to the students of 
place your school name here to work as a team to 
disarm all of the explosives in order to save the en-
tire school from the zombie outbreak. 

PROCEDURE: (Class Edition)
Before students arrive, place all of the Super 70 
balls and bean bags in the center of the gym. 
Note: Frisbees can be substituted if bean bags are 

http://www.ssww.com

