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Hornswoggled  –  2-8

Objective:  Hornswoggled is a fun, fi tness option 

that emphasizes cardiovascular fi tness through jog-

ging laps, but with a cool purpose…..to earn tickets 

to board Captain Swag’s Pirate Ship for chances to 

win his precious treasure.

Equipment:  (Needs are based on a class of 48)

 � Hula Hoops (12)

 � Foam dice (24 or two per hoop) 

 � Bucket of jumbo craft  sticks or tongue depressor 

sticks (200±)

 � Bucket of wristbands (3 buckets with 30± wrist-

bands per bucket)

 � Empty containers, buckets, or pop up hampers 

(3; any size to hold sticks)

 � Optional: traffi  c cones (7)

 � Optional: pedometers to consider individual 

and group steps

Procedure:   Before students arrive, set up three 

entrances to the Pirate Ship. Each entrance should 

start with 1 empty bucket, followed by 4 consecu-

tive hula hoops spaced approximately 4’ to 6’ apart, 

and one bucket of wristbands. Place one traffi  c cone 

and bucket of sticks at the intersection of the mid-

line and sideline (see diagram for set up). Note: 

entrances can be added to the ship to accommodate 

larger classes, especially if a lot of students are stand-

ing around. Th e object of the game is to board the 

treasure ship and avoid getting “Hornswoggled” be-

fore winning Captain Swag’s Pirate Treasure. 

To Begin: All players must go to the traffi  c cone 

and jog one complete lap to earn one ticket (stick) 

from the bucket beside the traffi  c cone (See Figure 

1). Each player with a ticket may now go and en-

ter either three entrances of the Pirate Ship. Note: 

encourage students to enter areas that are the least 

congested. All players must drop their tickets into 

the empty bucket before “facing off ” at Row 1. A 

face off  occurs when two opponents meet at a hoop, 

each picking up a die and rolling the die inside the 

hoop to determine who has the highest number. 

For example, Player A rolls a 3 and Player B rolls a 

5. Player A will move back one row for having the 

lowest number and Player B will advance up one 

row for having the highest number. Note: all players 

who lose in Row 1 must “walk the plank” and exit the 

ship to jog another lap to earn a new ticket before re-

entering the Pirate Ship. 

 All players will continue this process through 

each of the four rows. Players that are standing in 

a hoop waiting for someone to face off  are allowed 

Figure 2: Playing at Row 4 to earn 

treasure

Figure 1: Cone and bucket of tickets 

(sticks)
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to change from one section to another as long as 

they stay within the same rows. For example, Player 

C is in Row 3 and Player D is also in Row 3, but in 

another section. Player C is allowed to leave his sec-

tion to go and face off  against Player D in her sec-

tion since they are both in Row 3. Note: all players 

must perform a re-roll of the dice if they roll the same 

numbers during a face off . Any player winning at 

Row 4 earns 100 pieces of gold (1 wristband) before 

exiting the ship to start over (See Figure 2). 

At the end of each round or at the end of class 

the teacher will perform a 10-second countdown 

and instruct players to get into personal space. Th e 

point values will be as follows:

0 wristbands = you must walk the plank

1 wristband = you collected 100 pieces of gold

2 wristbands = you collected 200 pieces of gold

3 wristbands = you collected 300 pieces of gold

4 wristbands = you collected 400 pieces of gold, 

and so on.

Note: modify the point system as deemed necessary.

Rules and Safety:
1. All players must go to the traffi  c cone and 

jog one complete lap to earn one ticket from 

the bucket before entering the Pirate Ship.

2. All players must drop their tickets into the 

empty bucket before “facing off ” at Row 1.

(continued on next page)

Diagram:  Hornswoggled
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3. It is an automatic loss if a player rolls the 

die out of the hula hoop. Th is will eliminate 

students throwing the dice or making crazy 

rolls that leads to misplaced dice.

4. All players must move back one row for roll-

ing the lowest number and all players must 

advance one row for rolling the highest 

number. 

5. All players who lose in Row 1 must “walk 

the plank” and exit the ship to jog another 

lap to earn a new ticket before re-entering 

the Pirate Ship.

6. Players may not remove dice from the hoops.

Variations:
1. Add four dice to each hoop, but two of one 

color and two of another. For example, Play-

er E will grab the two green dice and Player 

F will grab the two red dice. Th ese players 

will roll their dice, add both dice together, 

and compare totals to determine who has 

the highest score. 

2. Eliminate the dice and implement the game 

of “Rock, Paper, and Scissors.”

It’s Okay to be Odd  –  K-3

Objective:  Students will practice and reinforce 

number recognition, number comparisons, and be 

able to recognize the diff erences between odd and 

even numbers through the non-stop, moving game 

of It’s Okay to be Odd!

Equipment:  (Needs are based on a class of 60 

students)

 � Hula Hoops (20-30 or 10-15 hoops on each side 

of the gym or play area)

 � Th ree additional hula hoops (1 hoop per team 

and 1 hoop for the Coach)

 � Foam dice (20-30 dice or one die per hoop) 

 � Jumbo craft  sticks or tongue depressor sticks 

(300)

 � Optional: traffi  c cones (6-8 to divide the gym or 

play area in half)

 � Optional: dry erase or chalk board to help stu-

dents visualize and learn odd and even numbers

Procedure:  Before classes arrive, randomly place 

half of the hoops on one side of the gym and half 

of the hoops on the opposite side of the gym with 

one die inside each hoop. Next, place one hula hoop 

on the ground on each end of the gym along with a 

third hoop (Coach’s hoop) in the center of the gym. 

Place 100 sticks inside each of these three hoops 

(see diagram for setup). Optional: place 6-8 traffi  c 

cones on the midline to divide the gym or play area 

in half. Th e object of the game is to beat the Coach 

by having more sticks inside each team’s hoop. 

To Begin: Divide the class into two teams and 

send each team to opposite sides of the gym to sit 

down and await further instructions. Optional: be-

fore beginning the game, use the dry erase or chalk 

board to display and discuss all of the odd and even 

numbers on a die (See Figure 1). Draw these pic-

tures on the board and ask the students or explain 

to the students what number each die depicts and if 

it is odd or even and why.

 Figure 1


