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I’m SUPER-PUMPED to welcome you to HyPEd 
Up! Taking Physical Education Games to the 

Next Level! Being around children has taught me 
so many things over my 20+ years of teaching 
elementary physical education. I have embraced 
the notion that physical educators have a major 
impact on whether or not physically active chil-
dren grow up to become physically active adults. 
With that thought in mind, I have asked myself 
numerous times… “at the end of the day, the 
end of the year, the end of my students’ elemen-
tary physical education experience, what is the 
number one outcome I want each child to take 
away from their time with me?” There are MANY 
learning outcomes/targets that I establish within 
my physical education curriculum, but if I had to 
choose one outcome, it would have to be that all 
children would leave realizing that movement is 
FUN, that they want movement to be a part of 
their lives forever. Ultimately, my goal for each 
child is that they come to the conclusion that 
they will not be fully content in life unless they 
are actively pursuing lifelong fitness.  

I’m probably stepping on some toes here, but I 
believe a physically literate child does not auto-
matically result in a physically active adult. I’ve 
done some research and I have found that sports 
participation at a young age is a significant pre-
dictor of adult participation in sports, but that 
most sports have seen major drop-offs in partici-
pation over the past decade (Sports & Fitness In-
dustry Association, 2016). I was a very skilled child 
and went on to play some college baseball, but I 
could not tell you the last time I just went outside 
and used any of those sport-specific skills. Unfor-
tunately, I couldn’t find any solid information on-
line about the percentage of students in physical 
education who actually become physically active 
adults. “What I did find was staggering!” Child-
hood Obesity has more than doubled in children 
and quadrupled in adolescents in the past 30 
years and that more than one third of this group 
were overweight or obese (Journal of the Ameri-
can Medical Association, 2014). There is plenty of 
research that supports these findings and I will 

not bore you anymore. Go to www.fitness.gov, 
click on “Resource Center”, and then “Facts & Sta-
tistics” for some more alarming statistics on the 
state of our Nation’s health.

I think it is safe to say that a VERY HIGH percent-
age of our students’ leaving high school do not 
pursue lifetime fitness. As physical educators, we 
have to take some ownership to this dilemma 
because there is a disconnect somewhere during 
most student’s physical education experiences. 
Steve Jeffries (2016) states, “whatever works for 
you (the teacher) is fine if it means that Ameri-
ca’s youth are as a result choosing to become 
more physically active and are making healthier 
lifestyle choices.” The research and statistics do 
not lie! We are getting unhealthier every pass-
ing moment. So what is the solution? We need 
to be focused on the end result, the destination, 
not on how different teachers are getting there. 
I believe it’s our jobs as physical educators to ex-
pose students to as many physical and life skills, 
activities, games and strategies in as many ways 
and through as many avenues as possible until 
they feel successful and have ultimately had FUN. 
The F.I.T.T. Principle (Frequency, Intensity, Time, & 
Type) is a very important principle that everyone 
should apply to their daily lives and I venture to 
say that physical educators want students to “fre-
quently” get active as often as possible. To drive 
my opinion even further home to make my point 
is that if students can’t equate a “Type” or “Types” 
of activity as being FUN then they will NOT do 
them frequently. The word “fun” seems to have 
become taboo in the physical education world. 
But what makes video games, social media, or 
anything else kids love to do so appealing? THEY 
ENJOY DOING THEM AND THEY ARE FUN!  

It is my pleasure to present to you HyPEd Up! Tak-
ing Physical Education Games to the Next Level! 
A book of games and activities designed with 
play and fun with a PURPOSE. This book is a guide 
to enhancing any physical education program by 
giving the teacher suggestions of activities to be 
implemented as stand-alone activities or as fol-
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low up activities to reinforce a particular learning 
target(s). This resource provides invigorating and 
challenging activities for classes of all sizes, re-
sulting in minimal discipline problems and maxi-
mum participation. 

All games and activities are classroom-tested and 
have been used successfully with children ages 
4 to 13. They maximize participation and ensure 
that every child is provided with numerous op-
portunities for success while learning basic fit-
ness-, sport-, and academic-related skills. I have 
placed special emphasis on experiences that en-
courage and stimulate teamwork and improve 

self-esteem, initiative, decision making, and cre-
ative thinking. These values are instilled through 
motivation and challenging games and activities 
that will have all children wanting more.

These coeducational units and games provide 
flexibility that educators can easily combine with 
already-established units, and modify them to 
best meet program needs. The games contain 
easy-to-read illustrations and diagrams to aid 
in class setup. Let HyPEd Up! guide you toward 
greater success in your physical education pro-
gram and most importantly, students having lots 
of fun in the gym. Now let’s play!

Preface
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HyPEd Up! Taking Physical Education Games 
to the Next Level! contains innovative physi-

cal education games for elementary and middle 
school classes with as few as 16 students and as 
many as 80. This section will familiarize you with 
the organizational format of each game. 

Game Organization 
GRADE-LEVEL: Age group the game works best 
with. Please note that the game’s age-appropri-
ateness is at the discretion of the physical educa-
tion teacher.

OBJECTIVE: The game’s purpose and some or all 
of the skills it reinforces. 

EQUIPMENT: Equipment needed to meet the 
game’s objective. Please note that the amount 
of necessary equipment will vary according to 
class size. For example, the number of items list-
ed for each piece of equipment might be based 
on a class of 48 students with 6 players per team. 
For smaller or larger classes, simply provide the 
amount of equipment needed for the number of 
teams.

The equipment is only recommended. You might 
decide a game would benefit from adding, sub-
tracting, or completely eliminating some of the 
recommended equipment. Also, you can substi-
tute similar pieces of equipment. For example, 
instead of using 28-inch traffic cones as targets, 
markers, and dividers, you can use smaller cones, 
poly spots, or any other suitable item.

PROCEDURE: Recommended series of steps for 
game setup and preparation. Pay close attention 
to the object of the game, how to begin, and spe-
cial notes and options.

RULES AND SAFETY: Overview of rules that 
helps maintain a safe environment.

VARIATIONS: Possible modifications to enhance 
or alter each game’s outcome. The variations list-
ed are not exhaustive—make creative changes in 
order to meet your program’s needs.

INDIVIDUAL ACTIVITIES: Explains, as if speak-
ing to the students, ways to vary the activity for 

students, to work alone, with a partner, or in a 
group. Not all games contain these components.

DIAGRAMS AND FIGURES: Diagrams of the 
game’s setup illustrate approximately where to 
place equipment. Due to facility or space limita-
tions and safety, you may need to adapt the set-
up. Figures are included to help you visualize part 
of the activity.

Teaching Tips
Take advantage of opportunities to relate the 
game challenge to real-life situations students 
will encounter one day. The end of a game is of-
ten an ideal opportunity for such discussions.

Unless otherwise indicated, all games are de-
signed to be played in a gym or open space. 
You may modify any game or activity by varying 
equipment or play-area dimensions to meet your 
program’s goals.

The systems for equipment setup and dispersion, 
signals for starting and stopping games, and 
methods for dealing with behavior problems are 
necessary time-management components that 
help ensure the overall success of each game.

Consider the time of year, season, and weather 
conditions when determining game compatibil-
ity, especially when the gym is not the ideal place 
for the activity.

Try the following strategy for counting or tal-
lying points. This strategy is extremely helpful 
with time management, especially when the 
game involves groups or teams earning or col-
lecting lots of sticks/points:

• Choose one or two captains from each 
team. Captains play the game just like ev-
eryone else, but are allowed to go gather 
the sticks that have already been earned 
from their team’s bucket and bring them to 
the teacher in exchange for wristbands. For 
example, 20 sticks can equal one wristband. 
A wristband is given to a captain each time 
he or she drops off 20 sticks into the teach-
er’s bucket. The teacher, at the end of the 

How to Use This Book
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round or game, will multiply each team’s 
wristbands by 20 and add any remaining 
sticks to quickly calculate each team’s total.

Try the following grouping methods, which give 
students the responsibility of choosing and the 
accountability of maintaining groups: 

• Instruct students to go and put on a color 
jersey or wristband that has already been set 
out, and wait for further instructions. Note: 
before the classes arrive, set out a predeter-
mined number of each color based on the 
class size. Additional jerseys or wristbands 
will not be set out until all of the remaining 
colors have been chosen.

• Perform a 10-second countdown at the be-
ginning of class to quickly group students. 
For example, say “Groups of four” and be-
gin the 10-second countdown. During the 
countdown, students choose their own 
groups. After the countdown, they come to 
you so you can instruct them to go to a par-
ticular hoop or area of the gym. Also use the 
10-second countdown to allow students 
just enough time to find a piece of equip-
ment, to get into personal space, or to join 
their team that was instructed to sit down 
in a certain area. 

• At the beginning of the year, instruct stu-
dents to find a partner and play the game 
of Rock, Paper and Scissors (RPS). Note: I al-

low them to pick partners because students 
typically pair up with a friend and that friend 
is typically similar in athletic ability. Instruct 
the winning players to sit on one side of the 
gym and the losing players to sit on the op-
posing side of the gym. Implementing the 
game of RPS has now distributed the talent 
levels of the class. Once seated, assign each 
group a team name. For example, Team 1 
will be the Falcons and Team 2 will be the 
Bulldogs. Explain that for the remainder of 
the year, when a team against team game is 
played, students must go to there assigned 
team and sit down before the 10-second 
countdown expires. Note: from now on in 
future classes, the teacher will not have to 
remember who is on each team because 
students will hold each other accountable 
(or tattle) to who was assigned to the Fal-
cons or Bulldogs team. Anyone joining the 
wrong team or not being on their team’s 
side before the 10-second countdown will 
owe 2-5 minutes when the game begins. 

• If problems arise in a group, remind stu-
dents that they chose their group and are 
responsible for following class rules and 
working together.  

How to Use This Book
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Please check out my other books and DVDs 
by requesting an order form at pe2themax@bellsouth.net.

Excellent 
instructional 

videos!

Other Material by J.D. Hughes

Great
resources!
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OBJECTIVE:
Alpha-Bet You Can throw or roll a ball to knock 
over a bowling pin is a fun, fitness-based game 
that will allow students the opportunity to prac-
tice and develop ball manipulation and throw-
ing/rolling for accuracy. Alpha-Bet You Can also 
provides a great way to introduce alphabet let-
ter and money recognition and the practice of 
counting money.  

EQUIPMENT: 
Super 70 balls or foam tennis balls (50+. Super 
70 balls are 2.75” in diameter, approximately the 
size of a baseball, and are sold in sets of six dif-
ferent colors of red, blue, green, purple, orange, 
and yellow; see Figures 1 and 2). 

• 2 sets of Alphabet Poly Spots

• Bowling pins (26 pins; one for each letter of 
the alphabet)

• Play Money: (26 total bills: 10 - $100 bills; 
8 - $50 bills; 5 - $20 bills; 3 - $10 bills. 

 OPTIONAL: Double the alphabet poly 
spots, bowling pins and play money re-
quirements to increase the length of time 
to play the game.

• Traffic cones: enough to create a wall/pe-
rimeter around the bowling pin targets.

PROCEDURE: 
Set up the game by creating a large, coned 
off boundary with traffic cones. Dump all of 
the balls outside of the boundaries. Randomly 
spread out one set of the alphabet poly spots 
within the boundaries. Place one bowling pin 
on top of each alphabet poly spot (See Figure 
3 and Diagram for Set up). Somewhere outside 
the boundaries, (preferably on a stage or small 
area where the teams are not playing) randomly 
spread out the 26 bills on the ground while us-
ing the other set of alphabet poly spots to cover 
each bill (See Figures 4 and 5). 

The object of the game for each player is to throw 
or roll a ball, attempting to knock over the bowling 
pins in order to earn the spot under that bowling 
pin to determine what money prize will be award-
ed. To Begin: Each player, while standing behind 
the coned off boundaries, may begin throwing or 
rolling balls at different locations and distances to 
knock over the bowling pins (See Figure 6). Upon 
knocking over a bowling pin, that player must go 
and retrieve the poly spot from underneath the 
knocked down bowling pin. The player will imme-
diately go to the other set of alphabet poly spots 
located somewhere outside the boundaries and 

Alpha-Bet You Can      K-5

Figure 1: Super 70 Ball      Figure 2: Foam Tennis Ball
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find its matching letter to uncover the money he 
or she has won. Note: after picking up the money, 
place the letter spot on its matching letter. Before 
returning back to the game to begin throwing 
balls, the player must jog two laps around the 
boundaries. Note: remind joggers to avoid throw-
ers when jogging laps. 

The game will continue until all bowling pins 
have been destroyed or the time has expired. 
When the time has expired or all pins have 
been destroyed, give each player 1 minute to 
calculate his or her cash to determine the fol-
lowing award amounts: Note: mentioning levels/
prizes is just for fun and obviously not real. Feel free 
to change, omit, and or alter the prizes. I typically 
celebrate the earning of money and don’t mention 
levels with Kindergarten and First Grades.  

$0 – Elementary Throwers (but A+ for never 
quitting!!!!)

$10 - $20 = Middle School Throwers 

$21 - $50 = High School Throwers

$51 - $100 = College Throwers

$101+ = Professional Throwers!!!!!

RULES AND SAFETY:
1. Each player must clearly stand behind the 

traffic cones when throwing or rolling balls. 

2. Each player may retrieve up to 3 balls from the 
ground. Any ball located inside the boundar-
ies may be picked up, but players must get 
behind cones before throwing again.

3. Any bowling pin accidentally knocked over 
when retrieving balls must be returned to its 
upright position.

4. No defense, blocking or stopping another 

Figure 6: Stand behind cones  
to throw balls

Figure 3: Pin on alphabet spot   

Figure 4: Cover money with  
alphabet spot   

   Figure 5: Spots spread out-money 
underneath    
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player’s thrown/rolled ball when retrieving 
balls from inside the boundaries.

5. Sometimes players will arrive at a knocked 
over bowling pin, each thinking they 
knocked it over. To avoid arguments, all of 
these disputes must be settled by playing 
Rock, Paper, Scissors. 

VARIATIONS:
1. Optional, but highly recommended to add 

more excitement to the game. This idea will 
add four more bowling pins to the game. 
Use any four poly spots that have a matching 
poly spot. For example, use poly spots num-
bered 1-4. Spread the four additional spots 
out along with the 26 spots with a bowling 
pin on top. Print and laminate the shapes 
included in the lesson plan. Place one shape 
under one of the four matching numbers. 

• Find the STAR and earn a prize from the 
teacher at the end of class. Examples include 
stickers, charms, pencils, etc.

• Find the Smiley Face and you get to double 
your final total when the game is over.

• Find the Sun and each teammate gets a $20 
bill. Play money of course…..lol.

• Find the Triangle and you earn a $100 bill 
plus you get to walk over and knock down 
any bowling pin in the upright position to 
take its alphabet spot. 

Substitute/add alphabet poly spots with num-
bered poly spots. For example, use numbers 1-36. 
This will allow you to use 36 bowling pins on spots 
instead of 26 bowling pins.

DIAGRAM:     

= Bowling pin on top of an alphabet letter = Super 70 balls = designates boundaries
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OBJECTIVE:
To reinforce the skills of throwing, catching, coop-
eration, hand-eye coordination, patience, strat-
egy, and teamwork in the wacky, nerve-racking 
game of Bank It.

EQUIPMENT: 
• Large container full of Super 70 balls or 

foam tennis balls (50+. Super 70 balls are 
2.75” in diameter, approximately the size 
of a baseball, and are sold in sets of six dif-
ferent colors of red, blue, green, purple, or-
ange, and yellow; see Figures 1 and 2).

• 5-Gallon buckets (15-20+ buckets random-
ly placed on the floor all over the gym 

• Play Money: Instead of Monopoly money, I 
now use Play Money Bills because it is more 
realistic. Many of these packs contain (100) 
$1 play money bills, 50 each of $5, $10, and 
$20 play money bills, and 25 each of  $50 
and $100 play money bills.

• Container to store the $1.00 bills (use 2 con-
tainers for large classes to avoid traffic jams).

PROCEDURE: 
Before classes arrive, randomly spread out the 
5-gallon buckets within the gym boundaries (See 

Figure 3). The object of the game is for each team 
to successfully transfer a ball by means of throw-
ing and catching to “bank it” into any bucket lo-
cated within the boundaries. Each team will com-
pete against other teams to determine who will 
bank the most shots and earn the most cash. 

Instruct students to partner up and go get $1.00 
each, but only one ball per group. Send half of 
the teams to one side of the gym and the other 
half of the teams to the opposite side of the gym 
to sit down and await further instructions. To Be-
gin: Play begins with each team starting off by 
standing outside the boundaries behind their 
end line (See Figure 4). The goal is to advance the 
ball to a teammate down the court by throwing 
and catching the ball. A ball can be thrown any 
distance down the court to a partner, but teams 
must realize three important rules:

1. The ball can only be scored into a bucket 
that is past the midline from where the 
team starts. For example, Team 1 enters the 
ball into the game from the end line on the 
left side of the gym. That team must travel 
past the midline to score into buckets locat-
ed on the right side of the gym.

2. Each team must start over from the be-
ginning if at any time a ball is dropped or 
touches the ground during the process. 

3. A dropped ball or ball that touches the 

Bank It      2-8

Figure 1: Super 70 Ball      Figure 2: Foam Tennis Ball
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ground, results in that team paying the pen-
alty of $1.00 to the teacher unless the team 
is already out of money. Note: tell teams to 
never quit or give up because they still can 
earn money by successfully scoring a ball into 
a bucket.

Each team will continue the process of throwing 
and catching until each ball is very close to one of 
the buckets. A ball cannot be dropped or thrown 
into the bucket. As the name of the game states, 

in order to be considered a score/point, the ball 
must be “banked” into the bucket by using the 
method chosen by the teacher. Methods of bank-
ing shots that can be changed periodically by the 
teacher are, but are not limited to:

1. The ball has to be banked off the back of 
your hands (See Figure 5)

2. The ball has to be banked off your chest or 
stomach (See Figure 6)

3. The ball has to be banked off the bottom of 
your shoe(s) (See Figures 7 and 8)

4. The ball has to be banked off the side of 
your body or hip (See Figure 9)

5. The ball has to be banked off of your head 

6. Create a new method 

Every ball that is successfully scored into a buck-
et allows each team the right to go and retrieve 

Figure 3: Large class set up  
w/5-gallon buckets    

Figure 4: Starting off behind  
their end line

Figure 5: 
banking it off  

the back of 
hands             

Figure 6: 
banking it  
off the chest       

Figure 8: 
banking it  
off shoes

Figure 7: 
banking it off 

a shoe   
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another ball and $1.00 before returning to their 
side and starting the process over from the be-
ginning. If they bank it, they get to bank it (See 
Figure 10)! Get it? Note: teams will need to be en-
couraged to never give up because patience will 
be tested due to the sometimes-difficult degree of 
accuracy needed to get the balls into the buckets. 
Each team will continue the process of throwing, 
catching, banking balls and banking cash until 
the time has expired. When the time has expired, 
give each team 1-2 minutes to calculate their 
cash 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 – $2 = Elementary Level Bank It Players (but 
A+ for never quitting!!!!)

$3 - $5 = Middle School Level Bank It Players 

$6 - $8 = High School Level Bank It Players

$9 - $12 = College Level Bank It Players

$13+ = Professional Level Bank It Players!!!!!

RULES AND SAFETY:
1. The first/initial throw to enter a ball into 

the game must be made from behind the 
end lines on each team’s starting side of the 
gym.

2. All players who catch balls may rotate their 
bodies/pivot on one foot to then throw to 
their teammates. Players may not walk or 
advance toward a bucket while in posses-
sion of a ball.

3. Players can make overhand or underhand 
throws for short or long distances to team-
mates.

4. Any dropped ball or ball that touches the 
ground results in those players retrieving 
the ball and going back to start the process 
over from behind the end line after giving 
the $1.00 penalty/payment to the teacher.

5. $1.00 is earned for every successfully banked 
shot into the bucket as long as that bucket is 
past the midline from their starting point.

6. Players may not play28 defense or interfere 
with another team’s throwing, catching or 
banking of balls.

VARIATIONS:
1. Create more difficulty by changing the lev-

els of the 5-gallon buckets. For example, 
place a bucket on top of an upside down 
trashcan or on top of a chair.

2. Change the money values of certain buck-
ets. For example, earn $2.00 for scoring a 
ball into the bucket on a chair or any bucket 
located inside the basketball lane on the 
opposite side of the gym.

Figure 9:  
off the side  
or hip

Figure 11: 
Variation  
#3 set up for 
smaller classes

Figure 10: 
going to the 

bank and 
getting a ball    
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3. For class sizes 30 or less, start all teams on 
one end of the gym. Divide the gym into 3-4 
equal sections using traffic cones and then 
place buckets in between each sectioned 
off area (See Figure 11). Earn a $1.00 for 
scoring into the closest section, $2.00 for 
scoring into the 2nd section, $3.00 for scor-
ing into the 3rd section, and $4.00 for scor-

ing into the 4th and furthest section. Lose a 
$1.00 for a ball touching the ground in the 
closest section, $2.00 for a ball touching the 
ground in the 2nd section, $3.00 for a ball 
touching the ground in the 3rd section, and 
$4.00 for a ball touching the ground in the 
4th and furthest section.

Figure 11: Variation #3 set up for  
smaller classes  

OBJECTIVE:
Derived from the original game of Bowling Bombs 
(Hughes, No Standing Around in My Gym), Bowl-
ing Bombs II challenges each student’s bowling 
accuracy, offensive and defensive strategy, and 
cardiovascular fitness, while encouraging spatial 
awareness.

EQUIPMENT: 
(needs are based on a class of 48)

•  Gator Skin balls (30-50+; any size)

•  Bowling Pins (40-80 pins or 10-20 per quad-
rant)

• Poly Spots (10-20 per team)

• Traffic cones (12-18 to define the 4 quad-
rants)

• Wristbands (16; 4 per team)

PROCEDURE: 
Before students arrive, place all of the Gator Skin 
balls and bowling pins in the middle of the gym 
(See Figure 1) and then divide the gym into four 
quadrants using the traffic cones. Place 10-20 
poly spots inside the boundaries of each quad-
rant’s corner (see Figure 2 and the diagram for 
set up). Note: make sure to leave enough room to 
allow players to jog outside the boundaries. The 

Bowling Bombs II       K-6
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object of the game is to earn as many bowling 
pins as possible and have the most bowling pins 
still standing when the time expires.

To Begin: divide the class into four teams, each 
team being sent to one of four quadrants to sit 
down and await further instructions. Select four 
Destroyers from each team and give them each 
a wristband. Explain that when the game begins, 
players, starting from their quadrant may jog a 
lap to earn one bowling pin to take and put on 
any of their team’s poly spots (see Figure 3). Play-
ers are also allowed to defend their team’s bowl-
ing pins as long as each player remains standing 
and does not touch the bowling pin. Any De-
stroyers, while remaining within the boundaries 
of their quadrants may begin bowling balls at any 
of the opposing team’s bowling pins (see Figure 
4). Note: any knocked down bowling pin, whether 
intentionally or accidentally knocked down, may 

not be stood back up at that moment. Players, 
upon seeing a downed bowling pin may jog an-
other lap to earn another bowling pin from the 
center OR reset one of their downed bowling 
pins within their quadrant. Teams may not col-
lect any more bowling pins once they have col-
lected enough bowling pins to cover every poly 
spot. These teams will only need to jog laps now 
to reset their team’s bowling pins. Destroyers too, 
are allowed to jog laps to earn or reset bowling 
pins, but only Destroyers are allowed to collect 
and bowl balls. Note: Destroyers may leave their 
quadrants to retrieve balls, but may NOT interfere 
with an opposing team’s bowling pins or bowl balls 
until back inside their team’s quadrant.

The team that has the most bowling pins still 
STANDING inside their quadrant after a designat-
ed time limit will be declared the Champions of 
that round. Instruct each team to place all of the 

Figure 1: Bowling pins  
and balls in center

Figure 3: Jogging a lap  
to earn bowling pins   

Figure 2: Poly spots  
in each quadrant

Figure 4: Destroyers bowling  
to knock down pins
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balls and bowling pins back inside the middle of 
the gym before starting a new round. 

RULES AND SAFETY:
1. Players must jog a complete lap before go-

ing to the center to earn or reset a bowling 
pin. 

2. Each bowling pin earned must be placed on 
the team’s poly spot inside their quadrant.

3. Destroyers must clearly roll or bowl the 
balls using an underhand motion without 
crossing over into another team’s quadrant.

4. Once a pin is down, it stays down until a 
player from that quadrant has jogged a lap 
to earn the right to set it back up again.

5. No lying down in front, straddling, or touch-
ing a bowling pin when playing defense. 

6. A 5-minute (sit out) penalty will be assessed 
to any player retrieving or resetting a bowl-
ing without jogging a lap.

  Variations:
1. Eliminate the process of earning a bowl-

ing pin from the middle and start the game 
off with each team already having a cer-
tain amount of bowling pins set up in their 
team’s quadrant. There will be no need for 
players to earn the bowling pins. Instead, 
players will focus on jogging laps to earn 
the right to reset the bowling pins.   

2. Eliminate the spots and allow each team to 
earn as many bowling pins as possible. If 
this variation is chosen then Destroyers will 
be allowed to retrieve the downed bowling 
pin. The rule must be decided whether the 
Destroyer gets to keep the bowling pin or 
return it to the middle to be re-earned.

3. Change the exercise of jogging a lap to 
earn/reset bowling pins to any exercise 
deemed appropriate by the teacher.

4. Remove the wristbands and allow anybody 
to be Destroyers.

Bowling Bombs II Diagram
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OBJECTIVE:
This whacky, action-packed teamwork game re-
inforces spatial awareness, throwing for accura-
cy, eye-hand coordination, communication, and 
perseverance. BullsEye will test each student’s 
accuracy by challenging them to hit various stu-
dent-created bullseyes to achieve and earn mul-
tiple cash prizes. 

EQUIPMENT: 
• Gatorskin balls (40+; the more the better)

• Hula hoops (5-8 per side)

• Play Money Bills consisting of $1, $5, $10, 
$20, $50, $100 bills. I recommend having at 
least 50+ of each bill. If possible, laminate 
each bill to increase durability. 

• 5-gallon buckets (3 cash buckets to store 
the $1.00, $5.00, and $10.00 bills)

• Container or 5-gallon buckets (1 per team 
to store cash prizes)

• Traffic Cones (8-12; For example, 4 cones 
per line

PROCEDURE: 
Before students arrive, cone off an area on each 
side of the gym to create the “Bullseye Zone”. 
Note: increase or decrease the boundaries based 
on the proficiency levels of each class. Place 5-8 
hula hoops and one Team Cash Container in 
each Bullseye Zone. Put all Gatorskin balls in or 
near the center of the gym. Finally, place each 
of the three Cash Buckets containing the $1.00, 
$5.00, and $10.00 bills somewhere outside of the 
boundaries that will not interfere with game play 
(see diagram for set up).    

Divide the class into two teams and send each 
team to opposite sides of the gym to sit down 
and await further instructions. Provide a brief 

explanation of the Archer, Bullseye Holder, 
Catcher, and Gatherer positions (described be-
low), informing students that they can choose 
and change any position at any time during the 
game. The object of the game is for each team 
to score as many bullseyes as possible in order to 
earn the most cash.

To Begin: All “Archers” will begin throwing balls 
(without crossing the midline), attempting to 
score a bullseye to earn $1.00, $2.00, $5.00, or 
$10.00 bills. The “Bullseye Holder” may stand 
anywhere inside the Bullseye Zone (area between 
traffic cones and wall) and hold a hula hoop in a 
way to allow the thrown ball from the Archer to 
go through the hula hoop. In order to earn cash, 
a third player who is called the “Catcher” must 
catch the ball after it goes through the bullseye 
being held by the Bullseye Holder. Specific cash 
amounts are earned based on the following op-
tions.

1. $1.00 is earned for every ball that goes 
through a bullseye (held to the side of the 
body) and is caught by a Catcher (See Fig-
ure 1).

2. $2.00 is earned for every ball that bounces, 
then goes through the hoop, and is caught 
by a Catcher (See Figure 2).

3. $5.00 is earned for every ball that goes 
through a bullseye (held over head) and is 
caught by a Catcher (See Figure 3).

4. $10.00 is earned for every ball that drops 
through the basketball goal, and is directly 
caught by a Catcher (See Figure 4). Note: 
a Bullseye Holder will not be needed for this 
option. 

Immediately upon catching a ball, the Catcher 
(and only the Catcher) must go and retrieve the 
dollar amount that was earned based on the way 
the ball was caught after completing one of the 

BullsEye     2-8
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above options. Each Catcher must then go and 
place the cash earned into the Team Cash Con-
tainer. “Gatherers” may gather up balls any-
where in the gym to continue throwing or to sup-
ply friends with balls. Note: remind students that 
all four positions are available to anyone and that 
any player can change positions at anytime. 

The teacher will collect each Team’s Cash Con-
tainer when the time limit has expired and add 
up the cash earned by each team to determine 
the Bullseye Champions. Option: choose 1-2 Cap-
tains from each team and allow them to take mon-
ey out of their Team’s Cash Container. Each Captain 
can trade $100.00 in smaller bills to the teacher in 
exchange for a $100.00 bill. This strategy will allow 
you to replace the smaller bills into the Cash Buck-
ets and make it easier to total money at the end of 
the game.    

RULES AND SAFETY:
1. Blocking thrown balls or playing defense is 

not allowed. See “Variations” for exception. 

2. Archers may not cross the midline when 
throwing balls.

3. Cash can only be earned by completing the 
options listed above.

4. A Catcher, after catching a ball, must re-
trieve the dollar amount earned and place 
it in his or her Team’s Cash Container before 
going to catch another ball.

5. $50.00 will be removed from the Team Cash 
Container if any player is caught cheating or 
taking more money than was earned!

Figure 1: Option 1 
– Bullseye Holder 

Figure 3: Option 3 – Overhead

Figure 2: Option 2 – Bounce then 
catch using sideways method

Figure 4: Option 4 – Dropping 
through goal
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VARIATIONS:
1. Allow teams to implement defense. De-

fenders can stand in front of the Bullseye 
Zone to block balls, but may not enter the 
Bullseye Zone. 

2. Instead of earning cash, allow teams to 
earn stackable noodle pieces to build tow-
ers, buckets to build bucket stacks, or hula 
hoops to build hula huts that represent each 
team’s points and can then be destroyed by 
the opposing teams. See Hula Hut Throw 
Down in my 3rd book called PE2theMax II, 

Frisbee Smack Down and Stack Attack in 
my 4th book called PE² for examples of hula 
huts, towers, and bucket stacks. 

3. If cash is unavailable, allow players to col-
lect Popsicle/tongue depressor sticks for 
points.

4. Add other ways or options a ball can be 
caught in order to earn new cash amounts. 
For example, throwing a ball off the back 
wall and catching it after it goes through 
the hoop. 

BullsEye Diagram

Gatorskin
Balls

Each team’s
Cash Container= Bullseyes = Cash Buckets= =
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Cold Hard Cash     2-8
OBJECTIVE: 
The game of Cold Hard Cash is a cooperative 
challenge that provides a great way to introduce 
counting money, while integrating multiple fit-
ness activities in the attempt to enhance persis-
tence, teamwork, and comradery.  

EQUIPMENT: 
• 1 hula hoop per group of 3-4 students

• 1 die per team

• 50+ $1.00 bills (I “borrowed” the money out 
of my child’s Monopoly game and laminat-
ed it; you can Google “printable play money 
or printable game money” to find all kinds 
of ideas; See Figure 1 for examples of Mo-
nopoly money). 

• 40 of the following bills: (8 of each) $5.00 
bills, $10.00 bills, $20.00 bills, $50.00 bills, 
and $100.00 bills.

• Optional: instead of Monopoly money, I 
now use Play Money Bills because it is more 
realistic. Many of these packs contain (100) 
$1 play money bills, 50 each of $5, $10, and 
$20 play money bills, and 25 each of  $50 
and $100 play money bills (See Figure 2 for 
examples of this money).

• 40 poly spots or buckets to cover/hide 
money 

• 1 cash bucket to store the $1.00 bills

• 1 Fitness Card per group (laminate each 
card to avoid having to make copies) 

• 1 wristband per team

PROCEDURE: 
Before students arrive, go to the middle of the 
gym with all 40 bills and all 40 poly spots/buckets 
and randomly place one bill under one poly spot/
bucket until all of the bills are gone (See Figures 
3-6 for examples). Place each hoop around the 
perimeter of the gym, but leave enough space to 
allow for groups to run laps on the outside of the 
hoops. Place one Fitness Card and one die inside 
of each hoop. Instruct the class to get into groups 
of 3-5 (depending on space and class size) and go 
sit down at a hoop and await further instructions. 
The teacher will then select one Captain from 
each team by giving him/her a wristband. The 
object of the game is to earn cash by performing 
team exercises in order to go to the center for the 
chance to uncover larger amounts of Cold Hard 
Cash prizes! 
To Begin: each team will roll their one die to de-
termine the fitness skill that has to be done from 

Figure 1: Laminated  
Monopoly Money

Figure 2: Laminated  
Play Money Bills
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the Fitness Card. For example, Team B rolls a 5. 
They look at skill number 5 on the Fitness Card 
and perform 25 jumping jacks together as a 
team. Upon completion of the skill, the Captain, 
and ONLY the Captain will go retrieve one, $1.00 
bill from the cash bucket (See Figure 7). Note: the 
teacher should keep the cash bucket of $1.00 bills 
close by to help avoid cheating. Each team’s goal 
is to continue this process until they have earned 

$5.00. Each time $5.00 is earned, the Captain 
will “cash in” the $5.00 by giving the cash to the 
teacher who will return it to the cash bucket. The 
Captain may then go to the center to choose and 
uncover ONE spot/bucket (See Figure 8). Note: 
turning over more than one bucket will forfeit all 
money found. The Captain will then retrieve the 
cash prize underneath the bucket, trying to un-
cover one of the eight $100.00 bills or hoping that 

Figure 3: Poly spot over money

Figure 5: Examples of covered money

Figure 7: My cash bucket

Figure 4: Bucket over money

Figure 6: Buckets covering money

Figure 8: Uncovering some prize money
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it is at least larger than a $5.00 bill. Once the cash 
has been retrieved, the Captain must remember 
to turn the bucket (face up) so that everyone can 
see that the bucket has been claimed and take 
the cash prize to put in his or her team’s hoop. 
Note: only the (5) $1.00 bills that are earned can be 
cashed in to uncover a prize. All cash prizes found 
may not be cashed in to uncover a new prize. The 
Captain will give the wristband to a teammate to 
become the new Captain and the team will con-
tinue the process of earning $5.00 more to be 
awarded the chance to go uncover another spot/
bucket for the chance of increasing their team’s 
dollar amount.            
When the time has expired or all 40 spots have 
been picked up, give each team 1-2 minutes to 
go back to their team hoop to calculate their 
cash to determine the following award amounts: 
Note: mentioning prizes is just for fun and obvi-
ously not real. Feel free to change, omit, and or al-
ter the prizes. 

$5 - $50 = unlimited tokens to Chuck E. Cheese’s

$51 - $150 = brand new iphones

$151 - $250 = brand new ipads

$251 - $500 = brand new cars

$500+ = you are the champions and will retire 
as Millionaires!!!!

If time permits, start a new game by instructing 
all teams to turn in all 40 bills and hide their eyes 
while the teacher randomly places one bill under 
one bucket until all of the bills are gone.

RULES AND SAFETY:
1. All teammates must complete whatever 

number fitness skill was determined by 
the roll of the die. Teammates should 
come up with a system to determine who 
rolls the die.

2. A $1.00 bill is awarded after the completion 
of the fitness skill. Only Captains may come 
and get $1.00 bills from the cash bucket. 

3. Teams may only perform one fitness skill at 
a time.

4. $5.00 earns the right for the Captain to go 
to the center to choose and uncover ONE 
bucket. 

5. Turning over more than one spot/bucket 
will forfeit all money found.

6. After finding cash, the Captain must turn 
the bucket (face up) so that everyone can 
see that the bucket has been claimed and 
take the cash prize to put in his or her team’s 
hoop and give the wristband to a teammate 
to become the new Captain.

7. Only the (5) $1.00 bills that are earned can 
be cashed in each time to uncover a prize. 
All cash prizes found may not be cashed in 
to uncover a new prize.

VARIATIONS:
1. Substitute or combine play money bills with 

plastic coins. Use the game to help expose 
children to the practice of adding up coins. 

2. Allow captains to cash in $2.00 or $3.00 to 
uncover a bucket. Implement this rule when 
time is an issue or to play more rounds.

3. Increase the game duration by adding more 
buckets and play money or vice versa. 

(Turn to next page for Fitness Card)



Fitness Card:

1. Jog 2 laps around the gym together as a team (stay close  
to the wall)

2. Perform 10 jumps each with the jump rope (take turns)

3. Perform 5 push ups together as a team (count each  
one out loud)

4. Perform 10 run downs (end line to free throw line)  
together as a team

5. Perform 25 Jumping Jacks together as a team (count each  
1 out loud)

6. Perform 10 squats together as a team (count each 1 out loud)

Fitness Card:

1. Jog 2 laps around the gym together as a team (stay close  
to the wall)

2. Perform 10 jumps each with the jump rope (take turns)

3. Perform 5 push ups together as a team (count each  
one out loud)

4. Perform 10 run downs (end line to free throw line)  
together as a team

5. Perform 25 Jumping Jacks together as a team (count each  
1 out loud)

6. Perform 10 squats together as a team (count each 1 out loud)
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Dice Daze     K-6
Objective: 
Students will be given numerous opportunities 
to practice and reinforce ball manipulative skills 
associated with dribbling, tossing, catching and 
ball control.  

   

Equipment:  
• 1 playground ball or basketball per student

• Hula Hoops (12)

• Dice (1 per hoop) 

• Noodle sections stored in 1-2 containers 
(400+)

• 2-4 laminated copies of the “Dice Key”

Procedure:
Before classes arrive, place half of the hula hoops 
on one side of the gym and the other half of the 
hula on the opposite side of the gym along with 
one die placed inside each hoop. Next, place the 
bucket of noodle sections on one side of the gym 
(see diagram for set up). Tape the laminated cop-
ies of the “Dice Keys” on the walls where students 
can easily see and read them. To Begin: give 
each child one ball and instruct them to sit down 
and await further instructions. On the signal “go,” 
each player will dribble to any side of the gym 
where the hula hoops are located. Upon arrival 
to a hoop, each child will pick up the die and roll 
it. Each player will then go to a Dice Key to de-
termine what ball skill must be performed based 
on the number rolled (See Figures 1, 2 and the 
Dice Key). Note: a teacher/student demonstration 
of each ball skill on the Dice Key is recommended 
to insure that each child knows the skill practice ex-
pectations. Recommended Option: Create visuals 
or pictures of each skill for kindergarten and first 
grades that may have trouble reading the Dice 

Key or recruit older students to come in and as-
sist the younger students by showing the young-
er students the skill after rolling the dice. Players, 
each time a ball skill is completed, must dribble 
over and get one noodle section to take and 
build on to the class’s creation, while still trying 
to maintain their dribble (See Figure 3). Note: ex-
plain that the Class Creation can be anything from 
lining noodle sections up and building castle walls 
or creating massive towers or pyramids (See Figure 
4 for an example). Each time a noodle section is 
dropped off, players must dribble to any hula 
hoop to start the process all over again. The class 
will continue dribbling, rolling dice, practicing 
ball skills, earning noodle sections and contribut-
ing to the Class Creation until the time expires.          

Rules and Safety:
1. Players must dribble when travelling to a 

hula hoop. Players must wait a few seconds 
if all hula hoops are occupied.

2. Players must stand on the outside of the 
hoop and clearly drop their die. 

3. Players may not touch or alter the number 
in anyway once it is rolled.

4. All players, each time a ball skill is complet-
ed, must dribble over and get one noodle 
section to take and build on to the class’s 
creation.

Variations: 
1. Put players in teams of 3-6 players (or more) 

per team and each team competes against 
each other to build the tallest tower or col-
lect the most noodle pieces, etc.  

2. Replace earning noodle pieces to build cas-
tles/towers with earning pennies or sticks 
in order to keep count to determine each 
class’s high score.
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Figure 1: Rolling the die at a hoop Figure 2: Looking at Dice Key  
to see what to do

Figure 3: Earning one  
noodle section

Figure 4: Contributing to the 
Class Creation

Dice Daze Diagram



= 1 toss, spin around,  
bounce, and catch

= toss, 2 claps, and catch

= 3 Figure 8s on the ground

= 4 dribbles under your legs

= 5 ball wraps around  
your waist

= 6 dribbles with your right hand 
6 dribbles with your left hand
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Dragster Blaster     2-8
OBJECTIVE:
Dragster Blaster is a unique, exhilarating game 
that originated from the game “Polo Derby” from 
my first book, No Standing Around in My Gym: Cre-
ative Lesson Plans, Games, and Teaching Tips for 
Elementary Physical Education, Human Kinetics 
Publishers, Inc., October of 2002. In this bizarre 
game of building and driving a dragster, stu-
dents will improve their fitness and cardiovascu-
lar endurance, offensive and defensive strategies, 
teamwork, and throwing accuracy.   

EQUIPMENT: 
• Gatorskin balls (40+; the more the better)

• Folding Gymnastic Mats (one mat per four 
players; Figure 1 pictured below shows a 
Crosslink Folding Panel Polyethylene Mats 
with Velcro-5’x10”x13/8” Hook and Loop Fas-
teners).

• Traffic Cones (1 per dragster team; prefer-
ably 9-12 inch cones).

• Scooters (3-4 per team; four 12” inch scoot-
ers per team or three 16” scooters per team).

• Bucket of wristbands (30±; color does not 
matter).

PROCEDURE: 
Before students arrive, place enough gymnastics 
mats against each end wall to accommodate 4-6 
players per team. For example, position four mats 
against each end wall to accommodate a class of 
48 students or 6 players per team. Or, put 6 mats 
against each end wall to accommodate a class of 
48 students or 4 players per team. Place three 16” 
scooters or four 12” inch scooters on top of each 
mat. Also, place one traffic cone on each team’s 
mat. Spread out all of the Gatorskin balls around 
the gym. The object of the game is for each team 
to drive their dragster around the gym attempting 

to destroy all of the opposing team’s cones, while 
defending their team’s cone from being destroyed. 

Instruct students to get into teams of 4-6 and 
send each team to sit down in front of a disas-
sembled dragster to await further instructions. 
Provide a brief explanation of the Passenger 
and Pusher positions (described below), in-
forming students that they will change position 
frequently during the game. To Begin: a team 
of four will have two “Passengers” and two 
“Pushers” and a team of six will have two Pas-
sengers and four Pushers. Note: Instructions will 
be based on a four person team using a mat and 
three 16” scooters. On go, each team must place 
their three scooters underneath their mat (See 
Figure 1). The mat with scooters will be referred 
to as their Dragster. Note: I suggest placing tape 
on the top of each Dragster to designate where to 
sit and where the traffic cone must be placed (See 
Figures 2 and 3). Two Passengers will sit cross 
legged on top of the dragster with their traf-
fic cone (energy source) placed in the middle 
of the dragster (See Figure 4). Two Pushers will 
place their hands on the dragster and begin 
pushing the dragster around the gym. 

Each dragster team will drive around the gym 
with two goals in mind: 1. Protect their energy 
source (cone) from getting knocked over or off 
the dragster. 2. Pick up ammunition to destroy 
all other team’s energy sources. Any team whose 
energy source is destroyed must report to the “Pit 
Stop” (stage or coned off area outside of play). All 
players must perform an exercise at the Pit Stop 
(prescribed by the teacher) to be able to return to 
their dragster to reenter the game. Note: Team-
mates should switch Passenger/Pusher positions at 
this time. All teams who destroy a cone must im-
mediately switch Passenger/Pusher positions in 
the field of play and continue the game. 

Note: there are no time outs, so protect the energy 
source when switching positions or repairing the 
Dragster. 
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Figure 1: Building the Dragster

Figure 3: Cone placement on Dragster

Figure 5: Proper way to sit on Dragster

Figure 2: Tape to show where Passengers sit

Figure 4: Passengers sitting in proper spots

Figure 6: Improper way to sit on Dragster
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In this game version, play continues with no stop-
page. There are no winners or losers. Note: I rec-
ommend Variation 1 below if you want to add 
scoring/points to the game to make the game 
more competitive. Identify teams based on the 
following scoring (Points can be modified at the 
teacher’s discretion):

1-5 knockdowns or kill shots= Rookie Blaster

6-10 knockdowns or kill shots = Professional 
Blaster

11+ = Top Guns

RULES AND SAFETY:
1. Pushers may not remove their hands from 

the dragster at anytime. Pushers may play 
defense by blocking balls, but may NOT 
pick up balls to destroy energy sources or 
to hand them to the Passengers!

2. Passengers must always sit cross legged on 
the dragster while traveling and throwing 
balls.

3. Passengers may not get off of the dragster 
to throw or retrieve balls. Passengers, while 
staying on the dragster may lean over and 
scoop/pick up balls to use as ammunition. 

4. Passengers may not sit so that their bod-

ies touch the traffic cone or put their arms 
around their traffic cone (See Figures 5 and 6). 

5. Pushers and Passengers must switch each 
time their team destroys an energy 
source (cone) or when their team’s ener-
gy source is destroyed. 

6. Dragsters must always move within the 
boundaries (basketball end lines and side-
lines) to avoid crashing into walls. 

7. All crashes or driving outside the bound-
aries will result in a 5 minute or longer Pit 
Stop.

8. Pushers must be careful not to knock over 
their own energy source. This automatically 
results in a trip to the Pit Stop. 

VARIATIONS:
1. Award points/wristbands each time a drag-

ster team destroys another team’s energy 
source. Immediately upon knocking over a 
cone, each team is allowed to go and collect 
one wristband from the bucket. The team 
with the most wristbands collected by the 
end of each round or at the end of class will 
be declared the Dragster Blaster Champions!

Flip for It    K-8
Objective: 
Flip for It if you want a chance to earn some cash 
for your team. Students will eagerly improve 
their cardiovascular fitness in this fun, high-en-
ergy jogging/exercise game, while earning coins 
for their team.

Equipment: 
• Plastic Coin Set. Many packs contain 100 

each of pennies, nickels, dimes, and quar-
ters; 50 half-dollars and 10 Sacagawea dol-

lars. Only the pennies and quarters will be 
used in this game. Real pennies and quar-
ters can be substituted, but somehow I 
seem to always come up short at the end of 
the day…..LOL.

• Hula Hoops (8-12 on the midline)

• Traffic cones to designate the jogging lanes 
or exercise area.

• A separate container or place to house the 
pennies and quarters. Note: my gymnasium 
has stage that allows me to spread the pen-
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nies out on the floor so that players can easily 
pick one up each time they jog a lap. 

• Wristbands (3-5 per team)

• Bucket/container (1 bank for each side to 
place the pennies that have been won)

Procedure:
Before classes arrive, place all of the hoops, side 
by side, on the midline. Create a jogging loop/lap 
with the traffic cones. Place the container of pen-
nies OR spread the pennies out on the floor at an 
accessible area for players to easily pick up the 
pennies after jogging their laps (See Figure 1). 
Place one bank on each side of the gym. The ob-
ject of the game for each team is to earn as many 
pennies as possible from jogging laps to have the 
chance to win the most money. 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. Give one side the team name 
of “Heads” and the other side the team name of 
“Tails.” Select 3-5 Captains from each team and 
give them a wristband to wear. On the signal “go,” 
each player will jog a lap. A player, after complet-
ing a lap, may get one penny and go to one of the 
hula hoops to face off against an opposing player. 
A “face off” occurs when opposing players earn a 
penny and meet at a hoop to flip their pennies 
into the hoop to determine a winner (See Figure 
2). Note: a demonstration on how to flip a coin may 
need to be given. Allow younger students to drop 
the penny into the hoop. A “Heads” player must 
always face off against a “Tails” player. The three 
scenarios that can occur to determine who wins 
the pennies are as follows: 

1. If the flip results in both pennies landing 
on heads then the “Heads” player wins both 
pennies.  

2. If the flip results in both pennies landing on 
tails then the “Tails” player wins both pennies.

3. If the flip results in one penny landing on 
“Heads” and one penny landing on “Tails” 
then each player gets to keep their penny.  

All pennies that have been won must immedi-
ately be taken and placed into each team’s bank 
located on each side of the gym. Remind cap-
tains to periodically check their team’s bank be-
cause they receive a quarter for every 25 pennies 

Figure 2: meeting at a hoop  
for a face off

Figure 3: trading 25 pennies  
for a quarter

Figure 1: earn one penny from here  
for jogging a lap
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turned in to the teacher (See Figure 3). 

The process of jogging laps, earning pennies, and 
facing off at the hoops will continue for the en-
tire game. The team with the most quarters and 
pennies, when the time expires or when there are 
no more pennies, will be declared the “Flip for It 
champions” for that round or for the day.  

Rules and Safety:
1. All players must jog around the cones to earn 

one penny. Cutting in front of a cone or not jog-
ging around a cone results in that player remov-
ing 10 pennies from his or her team’s bank.

2. Players must report to a hoop to face off against 
an opposing team’s player. A “Heads” player must 
always face off against a “Tails” player. See the 
three scenarios on how to determine the winner.

3. Players must stand to flip the coin so that the 
penny is clearly dropped. 

4. Players must flip the penny into the hoop. Any 
coin landing out of the hoop results in an auto-
matic loss.

5. All pennies that have been won must immedi-
ately be taken and placed into each team’s bank 
located on their team’s side of the gym.

Variations: 
1. Change jogging a lap to another fitness skill to 

earn a penny.

Flip for It Diagram
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Game Time   2-8
OBJECTIVE: 
Game Time is an excellent game to reinforce and 
provide multiple opportunities to learn how to 
read clocks, convert times, and determine start 
and end times using word problems. The combi-
nation of clock reading fundamentals, fitness, and 
teamwork forces teammates to communicate and 
strategize in order to complete their Game Time 
Task Sheets faster than the opposing teams.  

EQUIPMENT:   
• 1 hula hoop per group of 2-3 students

• 1 laminated copy of the Game Time Task 
Sheet 1 per group. Note: there are Game 
Time Task Sheets 1-6. Copy the Task Sheets 

on a different colored paper than the rec-
ommended white cardstock of the Game 
Time Cut Out Sheets.

• 2-3 copies of the Game Time “Hour” Cut 
Outs and Game Time “Minute” Cut Outs. I 
recommend printing the Game Time Cut 
Out Sheets on white cardstock. Once cop-
ied, cut out each number so that there are 
at least 24-36 copies of each number. Al-
though time consuming, I recommend lam-
inating each cut out to improve durability. 

• 1 Bucket/Container to store the number cut 
outs. 

• Optional: 1 piece of scratch paper and pen-
cil per group. 

Figure 1:  Jog 1 lap before going to the center

Figure 3: Teammates working together

Figure 2: Students searching for cut outs

Figure 4: A completed task sheet
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PROCEDURE:
Spread out all of the hula hoops around the perime-
ter of the gym, but within the gym boundaries. Place 
the Game Time Task Sheet 1 inside each hula hoop. 
Scatter the entire set of Game Time Hour and Min-
ute Cut Outs (numbers) on the floor inside the center 
area of the gym. The object of the game is for each 
team to read and correctly identify the times of the 
analog clocks on the Game Time Task Sheet.

To Begin: instruct students to get into groups of 
two to three and sit beside a hoop to await further 
instructions. Explain that each team must work to-
gether to correctly determine the time shown on 
each clock from the Game Time Task Sheet. 

Each player must first earn the right to take a trip to 
the center of the gym each time they want to get 
one number. A trip to the center to get or return 
an unwanted number is earned by running one 
lap (See Figure 1). Note: exercises such as perform-
ing five push ups, performing 10 squats, etc. can be 
periodically changed at the teacher’s discretion. Each 
player, after running a lap, may go to the center and 
choose one cut out to take back to his or her team’s 
hoop (See Figure 2). Note: each team must read one 
of the analog clocks and determine that clock’s time 
before going to the center to search for the numbers 
that depict the clock’s time. 

Occasionally, teammates must gather at their hoop 
to make sure the correct times are being chosen to 
label their clocks, especially if a team chooses the 
strategy of splitting their group up to work faster. 
Teammates must place their answers above each 
clock. For example, the first clock on Task Sheet 1 
shows a time of 1:40. The team wanting to answer 
that clock must identify the time as 1:40. Each team-
mate will then perform the predetermined exercise 
before going to the center to search for a 1: and 40. 
Note: I recommend illustrating that the numbers with 
colons go with all of the hour cut outs.

Each team will continue this process until they have 
completed the Game Time Task Sheet 1. A team, af-
ter double-checking their answers, should let the 
teacher know when the feel they have completed 
the Task Sheet (See Figures 3 and 4). The class will 
be paused and the teacher, using the appropriate 
answer key, will check to see if the Task Sheet was 
successfully competed. Note: there are a few choices 

(based on the learning level of each group) the teacher 
can make at this point if an answer(s) is wrong before 
moving on to check another team: 1) the teacher can 
be extremely vague and say “incorrect” without let-
ting them know which answers are wrong or how 
many are wrong, 2) the teacher can be somewhat 
vague and inform the team of how many answers 
are wrong, or 3) the teacher can be very helpful and 
inform the team of exactly which answer(s) is wrong.

The team to successfully complete the Game 
Time Task Sheet 1 the fastest will be declared the 
winner for that round. Instruct teams to return 
all numbers to the center and to return back to 
their hoop to listen to the instructions for the 
next round. Continue play by giving each group 
the next Task Sheet of 2, 3, 4, 5, or 6. Note: I 
recommend implementing Task Sheets 1-2 with 2nd 
Grade, Task Sheets 1-4 with 3rd Grade and Task Sheets 
1-6 with 4th Grade and up. 

RULES AND SAFETY:
1. Players must earn the right to make a trip to 

the center of the gym each time they want to 
get one number.

2. A trip to the center to get a number or return 
an unwanted number is earned by running 
a lap or performing any exercise/skill pre-
scribed by the teacher.

3. Teammates must place the numbers above 
the clocks depicted on the Task Sheets or in 
the blanks provided beside or under the word 
problems.

4. Players getting more than one number (per 
person) from the center will be disqualified 
for that round or given a 2-3 minute sit out 
penalty.

5. Players cheating the exercises by doing less 
than the prescribed amount will be given a 
2-3 minute sit out penalty. 

6. The team to successfully complete the as-
signed Task Sheet the fastest will be declared 
the winner for that round.

VARIATIONS:
1. Implement Task Sheets 1-6 based on the per-

ceived learning levels of your classes.
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Game Time: Task Sheet 1
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Game Time: Task Sheet 2
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Game Time: Task Sheet 3
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Game Time: Task Sheet 4



Game Time: Task Sheet 5
1. Janie spent 2 hours and 55 minutes playing video games. If she 

stopped to eat dinner at 7:55, what time did she originally start 
playing?   _____________

2.  ________ + 2 hours and 45 minutes = 5:55   ______________  

3.  Ethan spent 2 hours and 45 minutes working on home-
work. If he started at 8:20, what time was it when he finished?    
______________

4.  115 minutes = __________ hour(s) and ___________ minutes

5.  The school football game ended at 8:20. If the game lasted 3 hours 
and 30 minutes, what time did it start?    ______________

6.  ________ + 1 hour and 20 minutes = 7:55         ______________

7. Ryan started watching TV at 6:35. If he watched TV for 2 
hours and 50 minutes, what time was it when he stopped?       
______________ 

8.  440 minutes = ______________ hour(s) and _______________ 
minutes

9.  Josie painted 1 hour and 30 minutes. If it was 2:10 when she fin-
ished, what time was it when she started? ______________

10.  ________ + 3 hours and 20 minutes = 11:35         ______________

11.  Gwen spent 2 hours and 15 minutes reading a book. If she 
started reading at 8:15, what time was is when she finished?       
______________ 

12.  165 minutes = ___________ hour(s) and __________ minutes



Game Time: Task Sheet 6
1. Rose finished jogging at 5:30. She jogged for 1 hour and 10 min-

utes. What time was is when she started? ___________ 

2.  ________ + 2 hours and 15 minutes = 6:10 ___________  

3.  George spent 1 hour and 40 minutes working on his truck. If he 
started working on it at 8:50, what time was it when it finished? 
          ____________

4.  310 minutes = __________ hour(s) and ___________ minutes

5.  Zack went to the carnival and stayed for 2 hours and 20 minutes. 
If Zack left the carnival at 4:10, what time did he originally get 
there? _____________

6. _____ + 1 hour and 25 minutes = 7:30     ______________

7.  Cory spent 2 hours and 40 minutes listening to music. If he started 
at 9:20, what time was it when he finished?  ______________

8.  155 minutes = __________ hour(s) and ___________ minutes

9.  Cody spent 2 hours and 5 minutes in chorus. If it was 11:45 when 
he finished, what time was it when he started? ______________

10.  _______ + 2 hours and 15 minutes = 10:40     _____________

11.  Ray practiced 2 hours and 35 minutes on the tuba. If he started 
practicing at 9:10, what time was is when he finished?   
          ______________

12.  435 minutes = __________ hour(s) and __________ minutes



Game Time: Task Sheet 1 Answer Key



Game Time: Task Sheet 2 Answer Key



Game Time: Task Sheet 3 Answer Key



Game Time: Task Sheet 4 Answer Key



Game Time: Task Sheet 5 Answer Key

1. Janie spent 2 hours and 55 minutes playing video games. If she 
stopped to eat dinner at 7:55, what time did she originally start 
playing?   _______5:00______

2.  ________ + 2 hours and 45 minutes = 5:55   _____3:10_____  

3.  Ethan spent 2 hours and 45 minutes working on home-
work. If he started at 8:20, what time was it when he finished?    
_____11:05_____

4.  115 minutes = ____1_____ hour(s) and _____55____ minutes

5.  The school football game ended at 8:20. If the game lasted 3 hours 
and 30 minutes, what time did it start?    _____4:50_____

6.  ________ + 1 hour and 20 minutes = 7:55   _____6:35_____

7.  Ryan started watching TV at 6:35. If he watched TV for 2 
hours and 50 minutes, what time was it when he stopped?       
_____9:25_____ 

8.  440 minutes = ___7___ hour(s) and ___20___ minutes

9.  Josie painted 1 hour and 30 minutes. If it was 2:10 when she fin-
ished, what time was it when she started? ____12:40____

10.  ________ + 3 hours and 20 minutes = 11:35  _____8:15______

11.  Gwen spent 2 hours and 15 minutes reading a book. If she 
started reading at 8:15, what time was is when she finished?       
____10:30_____ 

12.  165 minutes = ___2___ hour(s) and ___45___ minutes



Game Time: Task Sheet 4 Answer Key

1. Rose finished jogging at 5:30. She jogged for 1 hour and 10 min-
utes. What time was is when she started? ____4:20____ 

2.  ________ + 2 hours and 15 minutes = 6:10 ____3:55____  

3.  George spent 1 hour and 40 minutes working on his truck. If he 
started working on it at 8:50, what time was it when it finished? 
          ____10:30___

4.  310 minutes = ____5___ hour(s) and ___10___ minutes

5.  Zack went to the carnival and stayed for 2 hours and 20 minutes. 
If Zack left the carnival at 4:10, what time did he originally get 
there? _____1:50____

6. _____ + 1 hour and 25 minutes = 7:30     ____6:05____

7.  Cory spent 2 hours and 40 minutes listening to music. If he started 
at 9:20, what time was it when he finished?  _____12:00____

8.  155 minutes = ___2___ hour(s) and ___35___ minutes

9.  Cody spent 2 hours and 5 minutes in chorus. If it was 11:45 when 
he finished, what time was it when he started? _____9:40_____

10.  _______ + 2 hours and 15 minutes = 10:40     ____8:25____

11.  Ray practiced 2 hours and 35 minutes on the tuba. If he started 
practicing at 9:10, what time was is when he finished?   
          _____11:45_____

12.  435 minutes = ___7__ hour(s) and ___15___ minutes



Game Time: Hour Cut Outs



Game Time: Minute Cut Outs
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OBJECTIVE:
Want to avoid the monotony of the traditional 
soccer stations? By adding the option of rolling 
dice, Kick Start Your Heart gives each child con-
trol of their soccer practice opportunities. This 
new twist on practicing skills provides ownership 
to each student’s overall experience, which typi-
cally leads to improved skill acquisition.  

EQUIPMENT: 

• One playground ball or 7” – 8” Gatorskin ball 
per student

• Soccer/hockey goals (4)

• Bowling pins (18 or 6 sets of 3)

• Dice (5-6)

• Hula hoops (5-6 or 1 die inside each hula 
hoop)

• Kick Start Your Heart Skills page (4 copies)

• Optional: provide pictures of each station’s 
activity (I went online and typed in the kind 
of picture or art I wanted and found many 
results).

       

PROCEDURE: 
Set up each of the stations as depicted in the 
diagram. Optional: label each of the six areas 
with a sign to show what that area involves (See 
Figures 1-6). Instruct each player to get a ball 
and to go sit in personal space. The teacher will 

demonstrate the skills to be practiced at each 
of the six stations. To Begin: Each player will 
go to any hoop with a die and immediately roll 
the die to determine the skill to be performed. 
Note: since there are only a few hoops with dice, 
remind players to quickly roll the dice and leave as 
soon as possible to help avoid creating any long 
lines. Once the die is rolled and the number is 
determined, the player must dribble to any sign 
posted on a wall (See the “Kick Start Your Heart 
Skills” page). Note: a sign will be posted on each 
wall or placed on the floor near the hoops and dice 
as a reminder of what each number on the die rep-
resents. Once the skill is determined, each player 
will go and complete that skill to the best of his/
her ability. Players will continue the process of 
rolling the dice to determine the skill to be per-
formed, and completing each skill until the class 
time has expired.   

RULES AND SAFETY:
1. Players must stand up when rolling the dice. 

The number rolled determines the skill that 
must be performed. No re-rolling the die!

2. All players must dribble their ball while trav-
eling to and from hoops and stations. Balls 
may only be picked up once inside the 
Soccer Juggle and Header areas. 

VARIATIONS:
1. Choose a different sport and create six oth-

er sport-related tasks to be completed.

“Kick” Start Your Heart   K-5
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Figure 1:  Taking 1 shot on goal

Figure 3: Taking up to 3 shots  
at bowling pins

Figure 5: Complete 5 Soccer juggles

Figure 2: Weave dribble down and back 
2 times

Figure 4: Dribbling down and back  
4 times

Figure 6: Complete 6 Soccer headers
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Kick Start Your Heart Diagram
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Kick Start 
Your Heart Skills

1 = Dribble over and take 1 shot on the goal 
from the poly spot.

2 = Go and weave dribble 2 times down and 
back through the coned off course.

3 = Dribble over and pass the ball up to 3 
times from the spot to knock over the 
bowling pins.

4 = Dribble over to either free throw line 
and dribble to the end line and back 4 
times.

5 = Dribble over to the Soccer Juggle Area and 
juggle the ball off of your knees 5 times.

6 = Dribble over to the Header Area and 
head the ball off of your head 6 times.



HyPEd Up!

53

OBJECTIVE: 
To elevate dance appreciation through unique, 
fun, and exciting rhythmic dance skills with the 
attempt to alleviating any preconceived negative 
feelings concerning dance. Note: All dance steps 
use an 8 or 16 count and L = Left and R = Right. 
All songs can be purchased online at sites such as 
www.apple.com/itunes. The teacher must determine 
what is appropriate for his or her classes. Simply 
choose a fun, upbeat song with a similar beat to 
the song listed beside the dance title if the song 
cannot be found or is considered inappropriate 
for your class. In some cases, the “radio” version 
of a song should be downloaded or purchased. 
More dances are available in my third and fourth 
books titled PE2theMax II and PE². 

2. Don’t Stop the Rock  
(by Freestyle) 

I. Part 1:  

• Step to the L, to the L, to the R, to the R,  
 8 counts

• Step to the front, to the front, to the back, to 
the back (These steps come from the Toot-
see Roll song by the 69 Boyz) 8 counts

Part 2:  

• Step L, curl R foot back to a 90º angle (called 
the “slide” in some songs) 2 counts

• Step R, curl L foot back to a 90º  
 2 counts

• Step L, curl R foot back to a 90º angle   
 2 counts

• Step R, curl L foot back to a 90º  
 2 counts

 Repeat

Part 3: 

• Whip to the L (step to the L with R or L arm 
straight out like steering a car as you lean 
to the L) 4 counts

• Whip to the R (step to the L with R or L arm 
straight out like steering a car as you lean 
to the R) 4 counts

 Repeat

Part 4:

• Tootsie Roll or Butterfly dance (knees to-
gether, then knees out) 8 counts

 Repeat

Part 5:

• Brass Monkey (bring R fist across the front 
of your body to the L, bring L fist across the 
front of your body to the R)       
 2 counts

• Brass Monkey again, but repeat with R fist 
twice for the 2 counts 2 counts 

• Brass Monkey (bring L fist across the 
front of your body to the R, bring R fist 
across the front of your body to the L) 
 2 counts

• Brass Monkey again, but repeat with L fist 
twice for the 2 counts 2 counts 

 Repeat

Let’s Dance   2-8

http://www.apple.com/itunes
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1. Problem (by Ariana Grande) 

I. Part 1:  

• Step forward with R and return; step to the 
side with R and return  4 counts

• Butterfly legs while swaying to the right 
(knees together, then knees out)  
 4 counts

• Step forward with L and return; step to the 
side with L and return  4 counts

• Butterfly legs while swaying to the left 
(knees together, then knees out)   
 4 counts

Part 2: 

• Push Away (step to the side with R, while 
simultaneously pushing arms to L) 
 2 counts

• Push Away (step again to side with R, while 
simultaneously pushing arms to L) 2 counts

• Push Away (step to the side with L, while si-
multaneously pushing arms to R)   2 counts

• Push Away (step again to side with L, while 
simultaneously pushing arms to R) 2 counts

 Repeat

Part 3: 

• 1-2 Step (like the Grapevine, but stomp R 
with delay then a quick 2, 3, 4)     4 counts

• 1-2 Step (like the Grapevine, but stomp L 
with delay then a quick 6, 7, 8)     4 counts

 Repeat

Note:  jump up and land on each 4th and 8th 
count

Part 4: 

• Nae Nae (R hand up, L hand down-upper 
body twists one way, lower body twists in 
opposite direction). Look it up on YouTube 
for visual. 4 counts

• South Dallas Swag (roll your arms as you 
lean to the R, leg curl L leg then roll your 
arms as you lean to the L, leg curl R leg) 
 4 counts

 Repeat

Part 5: 

• Push Up while stepping R, together, R, to-
gether (quickly push hands forward while 
chest goes in opposite direction of hands) 
 4 counts

• Push Up while stepping L, together, L, to-
gether (quickly push hands forward while 
chest goes in opposite direction of hands) 
 4 counts

 Repeat

Part 6: 

• Pretend like you are playing a saxophone-
really get into it!           Only one 8 count 

II.   REPEAT ALL 6 PARTS AGAIN

III.  REPEAT ALL 6 PARTS AGAIN – 
end Part 6 with a 4 count, not an 8 
count

IV.   REPEAT ALL 6 PARTS AGAIN
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OBJECTIVE:
A prerequisite to Polo Derby and Dragster Blaster, 
Let’s Go Cruising is a great activity for improving 
fitness while reinforcing the skills of communica-
tion, teamwork and a child’s imagination.    

EQUIPMENT: 
• Folding Gymnastic Mats (one mat per 4-6 

players; Figure 1 pictured below shows a 
Crosslink Folding Panel Polyethylene Mats 
with Velcro - 5’x10”x13/8 Hook and Loop Fas-
teners).

• Scooters (3-4 per team; four 12” inch scoot-
ers per team or three 16” scooters per team).

• Traffic cones, short handled hockey sticks 
and jump ropes to create the gas stations 
(See Figures 2 and 3).

• Various food and drink items for the grocery 
store (See Figure 4).

• Various cleaning items such as paddles and 
scarves for washing the car at the car wash 
(See Figure 5).

• Various play tools such as depicted in Fig-
ure 6. 

• Various painting items such as paint brush-
es for paint shop. 

PROCEDURE: 
Before students arrive, place enough gymnastics 
mats against each end wall to accommodate 4-6 
players per team. For example, position four mats 
against each end wall to accommodate a class of 
48 students or 6 players per team. Or, put 6 mats 
against each end wall to accommodate a class of 
48 students or 4 players per team. Place three 16” 
scooters or four 12” inch scooters on top of each 
mat. Each car will be given 2-3 Frisbees (steering 

wheels) to allow for 2-3 Drivers to sit on the mat 
cross legged steering their car.  

To Begin: Instruct students to get into teams of 
4-6 and send each team to sit down in front of 
a disassembled car to await further instructions. 
Demonstrate how to build a car (See Figure 1). 
The mat with scooters will be referred to as their 
Car. Provide a brief explanation of the Driver 
and Pusher positions (described below), inform-
ing students that they will change positions ev-
ery 5 minutes. Each team of four will have two 
“Drivers” and two “Pushers” and a team of six 
will have three Drivers and two Pushers. Note: 
Instructions will be based on a four person team 
using a mat and three 16” scooters. Two Drivers 
will sit cross legged on top of the car with their 
steering wheels in hand. Two Pushers will place 
their hands on the car and begin pushing the car 
around the city to go wherever the Drivers are 
steering or telling them where to visit. 

On go, each team must place their three scooters 
underneath their mat. I start a 5 minute clock and 
allow each team to drive around the city (gym) 
exploring the various stations set up. When the 
clock expires, Drivers and Pushers immediately 
switch roles and the next 5 minutes will begin. 
Examples of stations I use, but are not limited to a 
Market or Grocery Store, Car Wash, Gas Stations, 
Paint Shop and Auto Garage to repair their car.

RULES AND SAFETY:
1. Pushers may not remove their hands from 

the dragster at anytime. 

2. Drivers must always sit cross legged on the 
car while traveling around the city.

3. Drivers and Pushers must switch each time 
the 5 minutes expires. 

4. Cars must always move within city limit 
boundaries (basketball end lines and side-

Let’s Go Cruising     K-2
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lines) and must avoid crashing into other 
cars or the walls. 

5. All crashes or driving outside the bound-
aries will result in a 5 minute or longer Pit 
Stop.      

Figure 1: Building the Dragster 

Figure 3: Filling the car up at 
the gas station

   Figure 5: Giving the car a nice shine 
at the car wash

Figure 2: Example of a Gas Tank     

Figure 4: Eating fresh fruit and vegetables 
at the Farmer’s Market   

Figure 6: Tools for repairing the car 
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OBJECTIVE:
Watch teams “Make Moolah” in this cooperative 
game that will allow students the opportunity 
to explore various ways to develop and improve 
ball manipulation, and slingshot skills of trajec-
tory, force, and accuracy. Making Moolah also 
provides a great way to introduce money recog-
nition and counting money, while integrating fit-
ness. Note: check out my 4th book, PE²: Double the 
Physical + Double the Education = Double the Fun 
(2011) for four more slingshot games.

EQUIPMENT: 
• Flat Resistance Exercise Bands (30± or 15± 

bands per team). An Exercise Band is a rub-
ber latex flat band that comes in various 
lengths and resistances. I recommend pur-
chasing a medium resistance roll (usually the 
color green) and cutting it into lengths of 1.5 
to 2.0 feet segments; see Figures 1 and 2).

• Super 70 balls or foam tennis balls (50+. Su-
per 70 balls are 2.75” in diameter, approxi-
mately the size of a baseball, and are sold in 
sets of six different colors of red, blue, green, 
purple, orange, and yellow; see Figure 3).

• 2 sets of A-Z Alphabet Poly Spots.

• Bowling pins (26 pins; one for each letter of 
the alphabet).

• Play Money: (26 total bills: 10 - $100 bills; 8 - 
$50 bills; 5 - $20 bills; 3 - $10 bills. 

• Traffic cones: enough to create a wall/pe-
rimeter around the bowling pin targets.

• 2 copies posted on the wall of the Making 
Moolah Exercise Key.

PROCEDURE: 
Set up the game by creating a large, coned off 
boundary with traffic cones. Dump all of the balls 
outside of the boundaries. Randomly spread 
out one set of the alphabet poly spots within 
the boundaries. Place one bowling pin on top of 
each alphabet poly spot (See Figure 4 and Dia-
gram for Set up). Somewhere outside the bound-
aries, (preferably on a stage or small area where 
the teams are not playing) randomly spread out 
the 26 bills on the ground while using the other 
set of alphabet poly spots to cover each bill (See 
Figures 5 and 6). 

Instruct students to form groups of 2- or 3-Play-
er teams. Each 2- or 3-Player team may now get 
one slingshot from the teacher and then go sit 
down outside of the coned off area. The object 
of the game for each team is to shoot their sling-
shot to knock over the bowling pins in order to 
earn the spot under that bowling pin to deter-
mine what money prize will be awarded. To Be-
gin: On the signal “go”, the 2- and 3-Player teams 
must start from behind the coned off boundaries 
and begin experimenting with ways on how to 
aim and shoot the ball at different locations and 
distances to knock over the bowling pins. Upon 
knocking over a bowling pin, each team must go 

Making Moolah    2-8

Figure 1: Exercise Band Roll    Figure 2: 1.5’ to 2.0’ segments Figure 3: Super 70 ball
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and retrieve the poly spot from underneath the 
knocked down bowling pin. Next, the team will 
go to the other set of alphabet poly spots located 
somewhere outside the boundaries and find its 
matching letter to uncover the “moolah”/money 
they’ve won. Note: after picking up the money, 
place the letter spot on its matching letter. Before 
returning back to the game to begin shoot-
ing, the team must go and look at the Making 
Moolah Exercise Key and determine what exer-
cise they must perform based on the amount of 
money found. Note: designate a small area away 
from the alphabet spots to perform the exercise to 

keep students from accidentally uncovering the 
money from the other alphabet spots when per-
forming an exercise. The game will continue until 
all bowling pins have been destroyed or the time 
has expired. 

When all pins have been destroyed or the time 
has expired, give each team 1-2 minutes to calcu-
late their cash 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 prizes. 

$0 – Elementary Shooters (but A+ for never 
quitting!)

$10 - $20 = Middle School Level Shooters 

$21 - $50 = High School Level Shooters

$51 - $100 = College Level Shooters

$101+ = Professional Level Shooters!

    RULES AND SAFETY:
1. It is up to each team to figure out who 

shoots, who holds the slingshot, and how 
to take turns.

2. Each team must clearly stand behind the 
traffic cones when shooting. 

3. Each team may retrieve up to 3 balls from 
the ground to shoot. Any ball located in-
side the boundaries may be picked up, but 
teams must get behind cones before shoot-
ing again.

4. Any bowling pin accidentally knocked over 
when retrieving balls must be returned to 
its upright position.

5. Teams must slingshot, not throw the balls at 
the targets.

6. No defense, blocking or stopping another 
team’s moving ball when retrieving balls 
from inside the boundaries.

VARIATIONS:
1. Optional, but highly recommended to add 

more excitement to the game. This idea will 
add four more bowling pins to the game. 
Use any four poly spots that have a match-
ing poly spot. For example, use poly spots 
numbered 1-4. Spread the four additional 
spots out along with the 26 spots with a 
bowling pin on top. Print and laminate the 
shapes included in the lesson plan. Place 

 Figure 4: Pin on ABC spot  Figure 5: Cover $ with ABC spot  Figure 6: ABC spots spread out
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one shape under one of the four matching 
numbers. 

• Find the STAR and earn a prize from 
the teacher at the end of class. Exam-
ples include stickers, charms, pencils, 
etc.

• Find the Smiley Face and you get to 
double your final total when the game 
is over.

• Find the Sun and each teammate gets 
a $20 bill. Play money of course…..lol.

• Find the Triangle and you earn a $100 
bill plus you get to walk over and 

knock down any bowling pin in the 
upright position to take its alphabet 
spot. 

2. Double the amount of bowling pins used. 
This means you’ll need two more sets of 
alphabet letters. One more set inside the 
boundaries with a bowling pin on top of 
each letter and one more set for covering 
the additional 26 bills.

3. Substitute/add alphabet poly spots with 
numbered poly spots. For example, use 
numbers 1-36. This will allow you to use 36 
bowling pins on spots instead of 26 bowl-
ing pins.

Making Moolah Diagram



Making Moolah  
Exercise Key

= 5 Push Ups

= 8 Burpees

= 10 Squats

= 20 Lunges
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NBAced It     2-6
Objective:
Students will be given numerous opportunities 
to practice and reinforce ball manipulative skills 
associated with basketball dribbling, ball han-
dling and ball control.  

   

Equipment:  
• 1 playground ball or basketball per student

• 1 half page copy of the “NBAced It” Skill 
Challenges

• Bucket of tongue depressor sticks (500+)

• Optional: bucket of wristbands. Each team 
can cash in 10 sticks to get 1 wristband.

Procedure:
Before classes arrive, place the bucket of sticks on 
one side of the gym. The object of the game is for 
each partner group to complete as many rounds 
of the NBAced It Skill Challenges in order to earn 
as many sticks as possible. 

To Begin: instruct each child to partner up and 
sit down in personal space. Instruct one team-
mate to get one ball and instruct the other 
teammate to get one copy of the NBAced It Skill 
Challenges and then sit down and await fur-
ther instructions. On the signal “go,” each part-
ner group will go to any end wall of the gym, 
look at their NBAced It Skill Challenges and per-
form skills 1-8 in order. For example, John from 
Team 1 will dribble with his right hand to the 
opposite side of the gym, while his coach/part-
ner James travels with him reminding John of 
proper dribbling technique or cues (See Figure 
1). Teammates will switch roles and return back 
to their starting point. Note: a teacher/student 
demonstration of each ball skill on the NBAced 
It Skill Challenges is recommended to insure that 

each child knows the skill practice expectations. 
Players, each time a (down and back) ball skill is 
completed, must dribble over and get a total of 
one stick from the bucket before returning to 
their starting point to perform the second skill 
and so on (See Figure 2). A shooting reward is 
earned every time the 7th skill has been complet-
ed. Teammates will report to one of the two free 
throw areas to take one shot a piece (See Fig-
ure 3). Note: the height of the rim and distance of 
the free throw line may need to be modified based 
on each grade level. Five sticks are awarded for 
every successful shot. Each team will start over 
from the beginning, once the shots have been 
taken and sticks collected (if earned). The class 
will continue with the NBAced It Skill Challenges 
until the time expires. Each team will be instruct-
ed to add up their points to see what category 
their team falls under. Note: mentioning levels/
prizes is just for fun. Feel free to change, omit, and 
or alter the point levels.

7 – 10 sticks = Elementary Level Ballers
11 – 14 = Middle School Level Ballers 
15 – 21 = High School Level Ballers
22 – 29 = College Level Ballers
30+ = Professional Level Ballers!!!!! 

Rules and Safety:
The teacher will represent the”Referee” and call 
penalties. Optional: make it official and go all out 
by wearing a referee jersey and whistle.

1. Any time a team is caught performing the 
skill incorrectly because they are going to 
fast and/or not focused on doing the skill 
correctly will be penalized by going back to 
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start to redo the skill. Note: the teacher will 
use this opportunity to instruct and/or dem-
onstrate proper technique. 

2. A “technical foul” will be given to any play-
er taking more than their awarded sticks 
or taking more than one shot during their 
shooting reward. Earning a technical foul 
results in a time out from the game or be-
ing benched for the rest of the game.

3. Partner teams, each time a ball skill is com-
pleted, must dribble over and get a total of 
one stick from the bucket.     

 Variations: 
1. Create a new set of skills or alter the NBAced 

It Skill Challenges to meet your learning 
outcomes or objectives.

Figure 1: Traveling w/ partner  
before switching

Figure 3: Free throw shot for  
completing skills 1-7

 Figure 2: Retrieving 1 stick for  
completing a task

Figure 4: Task 7 – completing partner  
chest pass



NBAced It Skill Challenges
Perform each of the following skills in order. Always travel together. On individual skills, re-
member to switch roles when one partner has traveled to the opposite end line. You earn one 
stick from the bucket once you have returned home.    

1. Dribble with your right hand.

2. Dribble with your left hand.

3. Dribble while alternating hands.

4. Dribble while moving backwards.

5. Dribble behind your back.

6. Partner bounce pass down and back.

7. Partner chest pass down and back.

8. Great job! Both of you have earned 1 free-throw. Earn 5 bonus sticks if you make 
it. Earn 1 stick for your great effort.

NBAced It Skill Challenges
Perform each of the following skills in order. Always travel together. On individual skills, re-
member to switch roles when one partner has traveled to the opposite end line. You earn one 
stick from the bucket once you have returned home.    

1. Dribble with your right hand.

2. Dribble with your left hand.

3. Dribble while alternating hands.

4. Dribble while moving backwards.

5. Dribble behind your back.

6. Partner bounce pass down and back.

7. Partner chest pass down and back.

8. Great job! Both of you have earned 1 free-throw. Earn 5 bonus sticks if you make 
it. Earn 1 stick for your great effort.
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OBJECTIVE: 
This whacky game, created by my great friend 
and colleague Mickey Eidson that he derived 
from an old-school TV show reinforces spatial 
awareness, using the forehand, backhand, and 
overhand paddle striking skills for accuracy, and 
eye-hand coordination. PaddleStar Galactica will 
test each student’s accuracy by challenging them 
to hit and destroy various targets before the time 
elapses. 

EQUIPMENT: 
• Gator Skin Super 70 balls or foam tennis 

balls (50+, the more the better; A Gator-
skin Super 70 ball is a 2.75” ball that is ap-
proximately the size of a baseball, and are 
sold in sets of six different colors (red, blue, 
green, purple, orange, and yellow); colored 
or numbered wiffle balls or other foam-like 
balls may be added or substituted).

• Foam Lollipop Paddles (1 per student; im-
plement 7” and/or 12” paddles based on 
age-appropriateness/abilities of each stu-
dent).

• Bowling Pins (20-30 pins to represent the 
bombs).

• Trash cans or gymnastic mats (4-8 to place 
bowling pins on top to create the Death 
Star).

• Traffic cone (10-12 for creating the border 
around the Death Star) 

• Floor tape (mark an “X” or small line with 
tape; create more spots than you have stu-
dents-See Figure 1).   

• Countdown timer or game clock to display 
the time

• Optional: fitness dice (I use the 10-sided Fit-
ness Dice-See Figure 2).

PROCEDURE: 
Before students arrive, cone off an area in the 
middle of the gym to create the “Death Star”. I 
know, this is a Star Wars term, but it just makes 
the game more exciting! Note: increase or de-
crease the boundaries based on the proficiency lev-
els of each class. Place 4-8 trash cans (or gymnastic 
mats) turned upside down within the Death Star 
and place up to two bowling pins on top of each 
trash can. Place the remainder of the bowling pins 
on the ground within the Death Star (See Figure 
3). Scatter the balls and paddles around the gym, 
but on the outside of the Death Star. The object 
of the game is to destroy and knock over all of 
the bombs (using the striking skill given by the 
teacher) before the time elapses. 

To Begin: All students will become “Fighter Pi-
lots” and will pick up a paddle and up to three 
balls and report to any launch pad (taped line 
on the floor). Each Fighter Pilot may then throw 
the ball up and use a forehand strike, attempt-
ing to destroy the targets within the Death Star, 
remembering that at least one foot must always 
be on the launch pad before striking the ball (See 
Figures 4, 5 and 6 for striking examples). Note: 
sometimes Fighter Pilots get to a launch pad/spot 
and think that it is their permanent spot. This is not 
the case, because once a Fighter Pilot is out of balls, 
he/she must leave the launch pad and that launch 
pad is free game for anybody else. Anyone arguing 
over a launch pad will be sent to the Space Clinic 
to heal their bodies (coned area off to the side or 
stage area) by completing 100 rope jumps before 
re-entering the game. Fighter Pilots may travel 
anywhere within the gym to pick up balls, which 
includes retrieving balls from inside the Death 
Star. Any accidental knock down of the bowling 
pins while retrieving balls will result in resetting 
the bowling pin and a trip to the Space Clinic to 
heal their bodies by performing 100 rope jumps 
before re-entering the game. Players will con-

PaddleStar Galactica    K-8
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tinue striking balls, attempting to destroy all of 
the bombs within the Death Star before the 5-10 
minute time limit expires.

Once the time expires, the teacher will deter-

mine if all of the bombs have been destroyed. If 
the Death Star is destroyed, the earth is saved! If 
one or more bombs are left then the teacher will 
bring out the Dice of Doom and roll each of them 
to determine the fitness skill and number of rep-
etitions (See Figure 2). Reset the bowling pins 
within the Death Star and play again.

  

RULES AND SAFETY:
1. Fighter Pilots may only strike balls while 

standing on the launch pads.

2. Fighter Pilots may only retrieve up to three 
balls at a time.

3. Fighter Pilots must perform the forehand, 
overhand, or striking skill given by the 
teacher. Improper use of the paddles will 

Figure 1: Taped launch pads/spots on floor Figure 2: Dice of Doom (10-sided  
Fitness Dice)

Figure 3: The Death Star with 30 bombs set up
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result in a trip to the Space Clinic.

4. A Fighter Pilot can go to any launch pad not 
occupied by another Fighter Pilot. A Fight-
er Pilot must wait until somebody leaves a 
particular launch pad before claiming it as 
his or her own. All arguing over launch pads 
will result in a trip to the Space Clinic.

5. Fighter Pilots may travel anywhere within 
the gym to pick up balls, which includes 
retrieving balls from inside the Death Star. 
Any accidental knock down of the bowl-
ing pins while retrieving balls will result in 
resetting the bowling pin and a trip to the 
Space Clinic.

VARIATIONS:
1. Allow students to stand closer by placing 

launch pads closer to the Death Star.

2. Allow students to trade out short-handled 
paddles for long-handled paddles and vice-
versa to differentiate the challenge.

3. Change from the backhand strike to a fore-
hand strike or overhand strike during the 
game or allow players to change striking 
skills at anytime.

4. Remove the paddles and allow students to 
throw balls.

5. Add extra creativity by changing levels of 
bowling pins and/or creating new types of 
targets.

Figures 4, 5 and 6: Demonstrating a forehand hit, overhand and backhand strike

Pokémon Go Get  ‘em    2-6
OBJECTIVE:
Inspired by Launch It from my book PE² (2010), 
Pokémon Go Get ‘em was created by my friend 
and colleague Sadie Stark (Kaneland McDole 
Elementary in Montgomery, IL). This game is de-
rived from the very popular reality game of Poké-
mon Go where players use a mobile device to lo-
cate virtual creatures called Pokémon. Pokémon 
Go Get ‘em is a cooperative game that will allow 
students the opportunity to explore various ways 

to develop and improve ball manipulation, sling-
shot skills of force and accuracy, while helping to 
improve each student’s caridiovascular endur-
ance, muscular strength, and muscular endur-
ance.

EQUIPMENT: 
• One bucket of Flat Resistance Exercise 

Bands (15+ slingshots). An Exercise Band 
is a rubber latex flat band that comes in 
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various lengths and resistances. I recom-
mend purchasing a medium resistance roll 
(usually the color green) and cutting it into 
lengths of 1.5 to 2.0 feet segments.

• One bucket of Super 70 balls or foam tennis 
balls (30+ balls). 

• Stuffed animals (30-50 medium to large size 
animals; the more the better). Hint: send  
home a parent letter with your students re-
questing a donation of stuffed animals and 
you will get MORE than enough to use for 
the game.

• Dome cones (1 per stuffed animal used in 
the game)  

• Traffic cones (6-10)

PROCEDURE: 
Before classes arrive identify a “Start line” with 
traffic cones. Spread all of the Pokémon animals 
around a large field or gymnasium with one 
dome cone beside each Pokémon (See Figure 
1). Set up three to five fitness stations outside of 
the boundaries of the game and place within the 
fitness station area the bucket of slingshots and 
balls. Note: I recommend setting up fitness stations 
that require little to no equipment such as stations 
that correlate with fitness testing.  The object of 
the game is to complete the fitness stations to 
earn ball launches to capture as many Pokémon 
as possible before the time elapses. 

To Begin: instruct students to get into groups of 
two or three. Students must first go to a Pokéstop 
(any one of the fitness stations) and complete the 
required exercise (See Figure 2). Each team that 

Figure 1: Pokémon animals spread out

 Figure 3: Aiming for a Pokémon

Figure 2: Pokéstop Station Examples 

Figure 4: Captured Pokémon 
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completes an exercise earns 5 Pokéballs (1 ball 
and slingshot from the bucket, but 5 launches) 
for their team. Each team will then report to the 
start line, choose a Pokémon to aim at and then 
launch their ball (See Figure 3). If the Pokémon 
was missed then the team will take aim and shoot 
their next shot from where their ball has stopped. 
A dome cone must be immediately placed on top 
of any Pokémon to signify that it has been cap-
tured (See Figure 4). No other team should then 
try to capture that animal. Note: teams must re-
turn to the Pokéstop and perform another fitness 
station to earn 5 more Pokéball launches each time 
the 5 launches have been used up or immediately 
upon capturing a Pokémon (even if they used less 
than 5 launches).

Teams will continue the process of earning 5 
Pokéball shots at the Pokéstop to try and cap-
ture as many Pokémon as possible until the end 
of class or until all the Pokémon have been cap-
tured. Remove the dome cones and start a new 
round if time permits. 

RULES:
1. Students must go to a Pokéstop and com-

plete one of the required exercises. 

2. Each team that completes an exercise earns 
5 Pokéballs for their team. 

3. The first shot must be taken at the start line

4. If the Pokémon was missed then the team 
will take aim and shoot their next shot from 
where their ball has stopped. 

5. A dome cone must be immediately placed 
on top of any Pokémon to signify that it 
has been captured. No other team can then 
capture that animal. 

VARIATIONS: 
1. Motivate your students even more by add-

ing teacher pictures and numbers to the 
stuffed animals and create a Pokédex. The 
Pokedex is a list of teacher’s names that 
have been modified with the actual names 
of Pokémon characters. Example: the teach-
er’s last name is Kuntz plus the Pokémon 
name of Pikachu equals “Kuntzachu”. 

2. Playing inside? Add scooters to the fun by 
having each team slingshot the ball while 
traveling around on a scooter.

3. Add points to the game. Each team captur-
ing a Pokémon is allowed to get ONE wrist-
band from the bucket. The team with the 
most Pokémon captures wins.
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Pokémon Go Get ‘em Diagram
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OBJECTIVE: 
It’s sometimes “Risky Business” trying to make 
money in today’s society, but with some hard 
work and some potential low or high risk invest-
ments, you can really make it big! The game of 
Risky Business is a cooperative challenge that 
provides a great way to introduce money rec-
ognition and counting money, while integrating 
running and fitness in the attempt to enhance 
persistence, teamwork, and comradery.  

  

EQUIPMENT: 
• 1 hula hoop per group of 3-4 students

• (5) $1.00 bills per team (I “borrowed” the 
money out of my child’s Monopoly game 
and laminated it; you can Google “printable 
play money or printable game money” to 
find all kinds of ideas; See Figure 1 under 
the game “Cold Hard Cash” for examples of 
Monopoly money). 

• Money drawer or container to keep mon-
ey: My drawer contains the following bills: 
$5.00 bills, $10.00 bills, $20.00 bills, $50.00 
bills, and $100.00 bills (See Figure 1 for ex-
ample of the money drawer I use).

• Optional: instead of Monopoly money, I 
now use play money bills because it is more 
realistic. Many packs contain (100) $1 play 
money bills, 50 each of $5, $10, and $20 
play money bills, and 25 each of  $50 and 
$100 play money bills. (See Figure 1 for ex-
amples of this money).

• 1 cash bucket to store the $1.00 bills (See 
Figure 2 of my cash bucket of $1.00 bills).

PROCEDURE: 
Place each hoop around the perimeter of the 
gym, but leave enough space to allow for groups 
to run laps on the outside of the hoops. Place five 
$1.00 bills inside of each team’s hoop. Note: giv-
ing them the $5.00 to start the game is optional. 
Put the cash bucket in a place where students 
can easily grab $1.00 after completing their lap. 
Instruct the class to get into groups of 3-5 (de-
pending on space and class size) and go sit down 
at a hoop and await further instructions. The ob-
ject of the game is to earn cash by running laps 
and/or by taking chances at the Stock Exchange 
in order to make lots of money! 

To Begin: each team has three options of earn-
ing money. They must continually collaborate 

Risky Business    2-8

 Figure 1: Drawer of Play Money Bills Figure 2: My cash bucket
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throughout the game to determine how to turn 
their $5.00 into mega bucks! Note: after discussing 
the three options, take a moment to briefly define/
discuss (in your own words) the Stock Exchange and 
Stock Market. The following options are:

1. $1.00 per person can be earned for every 
full lap completed.

2. Teams can go to the Stock Exchange (See 
Figure 3) and risk their money as a team by 
allowing one player from each team to play 
the game of Rock, Paper, Scissors. Each team 
must pre-determine and agree on the cash 
amount to be risked and must place the 
agreed upon amount on the ground before 
playing Rock, Paper, Scissors. The winning 
player takes all the cash for his or her team. 
Note: it is recommended to demonstrate the 
rules or dos and don’ts of playing Rock, Paper, 
Scissors to avoid any kind of cheating.

3. Individuals, with the permission of their 
teammates, can go off and earn extra cash 
by running laps or taking some of their 
team cash and playing Rock, Paper, Scis-
sors against other individuals (from oppos-
ing teams) at the Stock Exchange. Note: the 
teacher may have to stop class and remind 
students that they are on a team and inform 
their teammates of what they are doing with 
the “Team’s” money.  

The teacher (or responsible student) will be the 
Banker (See Figure 4). Teams always have the op-
tion, as they earn money, to add up and cash in 
their smaller bills for bigger bills. Note: the Banker 
should remind teams to add up their smaller bills in 
exchange for bigger bills, especially when the $1.00 
bills in the cash bucket are low. 

Individuals or teammates always have the option 
of running laps to earn cash, especially if they have 
bad luck at the Stock Exchange. When the time has 
expired, give each team 1-2 minutes to go back to 
their hoop to calculate their cash to determine the 
following award amounts: Note: mentioning priz-
es is just for fun and obviously not real. Feel free to 
change, omit, and or alter the prizes. 

$5 - $50 = unlimited tokens to Chuck E. Cheese’s 
$51 - $150 = brand new iphones
$151 - $250 = brand new ipads
$251 - $500 = brand new cars

$500+ = Your team can retire as Millionaires!!!!

RULES AND SAFETY:
1. A $1.00 bill is awarded after the completion 

of one lap or the fitness skill chosen. Players 
may not run two laps and then get $2.00. 
Players must do a lap and stop to get $1.00 
before doing another lap.   

2. Each team must pre-determine and agree 
on the cash amount to be risked at the Stock 

Figure 3: Risking investments  
at Stock Exchange

Figure 4: Cashing in at the bank
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Exchange and must place the agreed upon 
amount on the ground before playing Rock, 
Paper, Scissors. The winning player takes all 
the cash for his or her team.

3. Teammates can stay together or split up 
and play as individuals even though all cash 
collected will go back to the team at the 
end of the game when teams are adding up 
all of their cash.  

4. Anybody cheating or stealing money from 
another team’s hoop forfeits all of the mon-
ey in their possession. Note: encourage play-
ers to keep their money with them at all times.

VARIATIONS:
1. Substitute or combine play money bills with 

plastic coins. Use the game to help expose 
children to the practice of adding up coins. 

2. Change running a lap to any other fit-
ness skill in order to earn $1.00. Randomly 
change the fitness skill throughout the 
game.

Stash of Cash   K-6

OBJECTIVE: 
Watch as each team races to “stash their cash” in 
this fun, competitive game that provides a great 
way to introduce money recognition and addi-
tion, while integrating fitness and perseverance.  

  

EQUIPMENT: 
• 4-6 traffic cones to designate jogging lanes

• Wristbands or pinnies (1 per player to desig-
nate each player’s color; for example, 8 red 
players, 8 blue players, 8 green players, 8 or-
ange players, 8 yellow players, and 8 purple 
players)

• Play money bills. Many packs contain (100) 
$1 play money bills, 50 each of $5, $10, and 
$20 play money bills, and 25 each of $50 
and $100 play money bills. If possible, lami-
nate each bill to increase durability. 

• Plastic coin set. Many packs contain 100 
each of pennies, nickels, dimes, and quar-
ters; 50 half-dollars and 10 Sacagawea dol-
lars. 

• 12 buckets (place nothing in bucket 1, 50± 
pennies in bucket 2, 50± nickels in bucket 
3, 50 ± dimes in bucket 4, 50± quarters in 
bucket 5, 50± half-dollars in bucket 6, 50± 
$1.00 bills in bucket 7, 50± $5.00 bills in 
bucket 8, 50± $10.00 bills in bucket 9, 50± 
$20.00 bills in bucket 10, 50± $50.00 bills in 
bucket 11, and 50± $100.00 bills in bucket 
12). Note: a player will never go to Bucket 1 
because a one cannot be earned by rolling 
two dice. It is only there to help the students 
when determining which bucket to go to.  

• 8-10 hula hoops of any color

16-20 dice or 2 dice per hula hoop

6 additional hula hoops, 1 red, 1 blue, 1 green, 
1 orange, 1 yellow, and 1 purple hoop to 
store each team’s cash.

Optional: number or label each bucket 1-12 to 
speed up the game

PROCEDURE: 
Before students arrive, place each of the 12 buck-
ets (containing coins or bills); down the middle 
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length of the gym (See Figure 1). Create a jogging 
lane by placing each traffic cone around the pe-
rimeter of the gym. Note: eliminate the jogging 
lane and select 3-4 fitness skills that players can 
choose from and must perform if they lose at Rock, 
Paper, and Scissors or RPS. Randomly place each 
of the hula hoops within the perimeter of the 
gym with two dice inside each hoop. Place the 
six additional hoops (red, blue, green, orange, 
yellow, and purple) near the walls as depicted in 
the diagram. Place an equal amount of each color 
wristband on the floor. See diagram for set up. In-
struct each student to go and put on one wrist-
band and go sit down at a hoop and await further 
instructions. The object of the game is for each 
team to earn the most cash through a system of 
rolling dice and playing RPS. 

To Begin: each player will go to any of the avail-
able hoops containing two dice to pick up and 

roll both dice to determine which bucket (2-12) to 
go to next (See Figure 2). Each player must drop 
the dice inside of the hoop and may not perform 
a re-roll if they don’t like the numbers rolled. For 
example, Player B goes to Bucket 11 because she 
rolled a 6 and a 5. Player B will wait for a brief mo-
ment until someone else in the class rolls an 11. 
Note: players can choose to leave a bucket to go 
back to a hoop to do a re-roll if they have been wait-
ing for a minute or more at a particular bucket. The 
first two players to meet up at a bucket will then 
play RPS to determine who will get one $50.00 
bill out of Bucket 11. Note: teach the exact RPS 
method that you want your students to perform. 
For example, each student must perform RPS in the 
palm of their hands after saying “Rock, Paper, Scis-
sors, shoot” (See Figure 3). 

The winning player will drop off the cash into 
his or her hoop and the losing player will quickly 

Figure 1: 12 buckets down the middle

 Figure 3: RPS Face off at a bucket

Figure 2: Rolling dice to determine which 
bucket (2-12) to go to

Figure 4: Dropping off cash at the team hoop 
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jog a lap before both players may return to an-
other hoop to determine the bucket they will go 
to next. Note: instruct each team to organize the 
money in their hoop by the type of coin or bill it is 
so that counting the money when the game is over 
will be much easier and faster. For example, place 
all quarters in one area of the hoop and stack all 
$1.00 bills, $5.00 bills, etc. (See Figure 4). Note: 
occasionally some buckets will run out of money. 
If this occurs, simply turn the bucket(s) over and in-
struct players to go back and perform a re-roll.     

When the time has expired, give each team 1-2 
minutes to go back to their team’s hoop to calcu-
late their cash to determine the “Stash the Cash” 
Champions. 

Special Note: Stop class immediately and go re-
move $100.00 from the team’s hoop of any player 
who is caught cheating. I’ve found that cheat-
ing typically occurs at the buckets with larger 
bills because those are the bills players want the 
most. Rolling 11s and especially 12s are less likely 
to occur, but these bills seem to constantly have 
players at them. So keep an eye out!!! 

RULES AND SAFETY:
1. Each player must drop the dice inside of the 

hoop and may not perform a re-roll if they 
don’t like the numbers rolled.

2. Each player, after rolling the dice, must add 
the two numbers together to determine 
the bucket earned.

3. The first two players to meet up at the 
predetermined bucket will then play RPS 
to determine who will get the cash out of 
the bucket. Note: see “12 buckets” under 
Equipment to learn what numbered bucket is 
matched with its particular coin or bill. 

4. All winners of RPS will get one coin or bill 
out of the bucket and drop off the cash into 
their team’s hoop.

5. All losing players of RPS will quickly jog a 
lap before returning to a hoop to determine 
the bucket they will go to next. $20.00 will 
be deducted from a team’s hoop for failure 
to or “forgetting” to jog a lap or perform a 
fitness skill.

VARIATIONS:
1. If Kindergarteners and/or 1st Graders strug-

gle with playing RPS, then place one hula 
hoop around each numbered bucket along 
with 2 different colored dice. Instruct each 
student to face off by rolling the dice inside 
the hoop. The high number rolled (greater 
than) earns a coin or bill and the low num-
ber rolled (less than) jogs a lap. Either re-roll 
if they tie (equal to) or allow both players to 
get a coin or bill.

2. The beginner version of this game for K-1 
students can also be played by eliminating 
buckets 7-12. If this option is chosen, then 
remove one die from the outside hoops so 
that only a 1-6 can be rolled and players 
will not have to worry about adding both 
dice. Place the $1.00 bills from bucket 7 into 
bucket 1 since it is empty in the original ver-
sion. Play the RPS version or the modified 
version in Variation 1. 

3. Eliminate 1-2 wristband colors if class sizes 
are small. This method makes it easier for 
counting money at the end of the game.
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Stash of Cash Diagram



HyPEd Up!

77

OBJECTIVE:
State Lingo Bingo is an excellent game to rein-
force and provide multiple opportunities to learn 
the 50 U.S. states and their capitals. The combi-
nation of map reading fundamentals, fitness, and 
teamwork forces teammates to communicate 
and strategize in order to complete their States 
or State Capitals Bingo Card faster than the op-
posing teams.  

EQUIPMENT: 
(Needs are based on a class of 36-48 students or 
12 teams of 3-4 per team)  

• 1 hula hoop per group of 3-4 students

• 1 laminated copy of the State or State Capi-
tals Bingo Card per group. Note: there is a 
States Bingo Card 1 and Card 2 and a State 
Capitals Bingo Card 1 and Card 2. 

• 15-20 copies of the State Cut Outs and State 
Capitals Cut Outs. I recommend printing the 
State Cut Out Sheets on white cardstock and 
for example, State Capitals Cut Out Sheets 
on yellow cardstock. This makes it easier to 
separate the two sets. Once copied, cut out 
each state and state capital so that there 
are 15-20 “markers” of each state and state 
capital. Although time consuming, I recom-
mend laminating each cut out to improve 
durability. 

• 1 Bucket/Container to store Bingo markers. 

• Go to www.teachervision.com and search 
for “U.S. Map with state capitals”. The maps 
are free, so print out four or more of the 8.5 
x 11 maps and laminate them to tape to 
each wall. 

• Optional items I recommended instead of 
using the smaller, 8.5 x 11 maps above: two, 
large USA Maps taped to the wall to assist 

students with their map reading skills who 
do not know their states or state capitals 
(kind of like a cheat sheet). 

PROCEDURE:
Spread out all of the hula hoops around the pe-
rimeter of the gym, but within the gym boundar-
ies. Place the States Bingo Card 1 inside each hula 
hoop. Scatter the entire State Capitals Bingo Cut 
Out markers on the floor inside the center area of 
the gym. Note: to help avoid confusion, the State 
Capital markers should be copied on a different col-
or paper than the States markers. The object of the 
game is for each team to identify and match all of 
the states from the Bingo Card with the correct 
state capitals.

To Begin: instruct students to get into groups of 
three/four and sit beside a hoop to await further 
instructions. Explain that each team must work 
together to seek out and collect the correct Bin-
go markers based on the Bingo Challenge given 
by the teacher (See Bingo Challenges below).

Each player must first earn the right to take a trip 
to the center of the gym each time they want to 
get one marker. A trip to the center to get or re-
turn an unwanted marker is earned by perform-
ing any exercise/skill listed on the dry erase board 
or announced by the teacher. Note: exercises such 
as running 1 lap, performing five push ups, per-
forming 10 squats, etc. can be periodically changed 
at the teacher’s discretion. Each player, after earn-
ing a trip, may go to the center and choose one 
marker to take back to his or her team’s hoop (See 
Figures 1 and 2). Note: each team must look at a 
state on their States Bingo Card and determine that 
state’s capital before going to the center to search 
for the marker with the name of that state capital. 
Optional: tape the recommended USA Maps 
on the wall at each end of the gym to allow stu-
dents the option to go and find the state and 
figure out its capital. If using the wall maps, 

State Lingo Bingo    2-8

http://www.teachervision.com
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gather the class around the map before the 
game begins and show students how to locate 
a state and its “starred” capital (See Figure 3). 

Occasionally, teammates must gather at their 
hoop to make sure the correct markers are being 
chosen, especially if a team chooses the strategy 
of splitting their group up to work faster. Team-
mates must place the state capital markers on 
top of the correct state of the States Bingo Card 
1. For example, the first square on the States Bin-

go Card 1 is Hawaii. The team wanting to answer 
that square must recall the answer or go locate 
it on the map. Each teammate will then perform 
the predetermined exercise before going to the 
center to search for the Honolulu marker.

Each team will continue this process until they have 
completed the assigned Bingo Challenge. A team, 

after double-checking their answers, should let the 
teacher know when the feel they have completed 
the Bingo Challenge (See Figure 4). The class will be 
paused and the teacher, using the appropriate an-
swer key, will check to see if the Bingo Challenge was 
met and the appropriate state capitals were found. 
Note: there are a few choices (based on the learning 
level of each group) the teacher can make at this point 
if a  state capital(s) is wrong before moving on to check 
another team: 1) the teacher can be extremely vague 

and say “incorrect” without letting them know which 
answers are wrong or how many are wrong, 2) the 
teacher can be somewhat vague and inform the team 
of how many answers are wrong, or 3) the teacher can 
be very helpful and inform the team of exactly which 
answer(s) is wrong.

Figure 1: State Capital Markers in the center 

 Figure 3: Searching for State Capitals 
at the Map 

Figure 2: Students searching for  
State Capitals

Figure 4: Working on the Blackout  
Bingo Challenge 
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Blackout Bingo Challenge
The team to successfully complete the Bingo 
Challenge the fastest will be declared the winner 
for that round. Instruct teams to return all mark-
ers to the center and to return back to their hoop 
to listen to the instructions for the next round. 
Note to teacher: make sure to mix up the markers 
in the center in case a team “strategically” places 
their old answers in a certain spot. Continue play 
by implementing a new Bingo Challenge or re-
move the States Bingo Card 1 and replace it with 
the States Bingo Card 2, State Capitals Card 1, or 
State Capitals Card 2. Note: I recommend trying all 
of the Bingo Cards, but not on consecutive days in 
order to avoid monotony. 

BINGO CHALLENGES:
1. Lines Bingo = the first team to correctly find 

5 markers to create any diagonal line.

2. Lines Bingo = the first team to correctly find 
5 markers to create any vertical line.

3. Lines Bingo = the first team to correctly find 
5 markers to create any horizontal line.

4. X’s Bingo = the first team to correctly find 9 
markers to create an X.

5. T’s Bingo = the first team to correctly find 9 
markers to create a T. The “T” can go in any 
direction as long as the team correctly uses 
9 markers.

6. U’s Bingo = the first team to correctly find 
13 markers to create a U. The “U” can go in 
any direction as long as the team correctly 
uses 13 markers.

7. Squares Bingo = the first team to correctly 
find 16 markers to create a square or fill in 
all of the outside boxes. 

8. Blackout Bingo = the first team to correctly 
find all 25 markers to fill in all of the squares.

RULES AND SAFETY
1. Players must earn the right to make a trip to 

the center of the gym each time they want 

to get a marker.

2. A trip to the center to get or return an un-
wanted marker is earned by performing any 
exercise/skill prescribed by the teacher.

3. Teams may go to a map anytime to search 
for states and/or state capitals.

4. Teammates must place the markers directly 
on top of the state or state capital on the 
Bingo Card.

5. Players getting more than one marker (per 
person) from the center will be disqualified 
for that round or given a 2-3 minute sit out 
penalty.

6. Players cheating the exercises by doing less 
than the prescribed amount will be given a 
2-3 minute sit out penalty. 

7. The team to successfully complete the Bin-
go Challenge the fastest will be declared 
the winner for that round.

VARIATIONS:
1. After completing two or more rounds, do 

no allow players the ability to use the map 
on the wall.

2. Teams on the right side of the gym can only 
look at the map on the left side of the gym. 
Teams on the left side of the gym can only 
look at the map on the right side of the gym.

3. Would you like to have the actual State 
Lingo Bingo Board Game? Please email 
me at pe2themax@bellsouth.net and re-
quest information on obtaining a boxed 
set. Each set includes: 10 double sided 
State Bingo Cards, 10 double sided State 
Capital Cards, 550 each of State and State 
Capital Bingo Chips, plus a large (36” x 
25”) map of the USA that lists the States 
and Capitals. The bingo cards are printed 
on coated heavy-duty card stock, while 
the chips are printed on playing card-like 
material.
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State Lingo Bingo
States Card 1 

B I N G O
Hawaii Maine Nebraska Ohio Texas

Idaho Maryland Nevada Oklahoma Utah

Illinois Massachusetts New 
Hampshire Oregon Vermont

Alabama Colorado Indiana Michigan New Jersey

Pennsylvania Virginia Alaska Connecticut Iowa
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State Lingo Bingo
States Card 2 

B I N G O
Minnesota New Mexico Rhode Island Washington Arizona

Delaware Kansas Mississippi New York South Carolina

West Virginia Arkansas Florida Kentucky Missouri

North Carolina South Dakota Wisconsin California Georgia

Louisiana Montana North Dakota Tennessee Wyoming
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State Lingo Bingo
State Capitals Card 3 

B I N G O
Montpelier Phoenix St. Paul Nashville Trenton

Tallahassee Cheyenne Augusta Indianapolis Lincoln

Des Moines Little Rock Madison Annapolis Boise

Carson City Oklahoma City Jackson Columbia Harrisburg

Honolulu Albany Montgomery Springfield Sacramento
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State Lingo Bingo
State Capitals Card 4 

B I N G O
Jefferson City Denver Olympia Frankfort Dover

Santa Fe Boston Juneau Topeka Columbus

Baton Rouge Atlanta Salt Lake City Charleston Austin

Salem Lansing Richmond Providence Hartford

Helena Raleigh Bismarck Concord Pierre
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State Lingo Bingo
States Card 1 Answer Key 

B I N G O
Hawaii

(Honolulu)
Maine

(Augusta)
Nebraska
(Lincoln)

Ohio
(Columbus)

Texas
(Austin)

Idaho
(Boise)

Maryland
(Annapolis)

Nevada
(Carson City)

Oklahoma
(Oklahoma 

City)

Utah
(Salt Lake City)

Illinois
(Springfield)

Massachusetts
(Boston)

New 
Hampshire
(Concord)

Oregon
(Salem)

Vermont
(Montpelier)

Alabama
(Montgomery)

Colorado
(Denver)

Indiana
(Indianapolis)

Michigan
(Lansing)

New Jersey
(Trenton)

Pennsylvania
(Harrisburg)

Virginia
(Richmond)

Alaska
(Juneau)

Connecticut
(Hartford)

Iowa
(Des Moines)
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State Lingo Bingo
States Card 2 Answer Key 

B I N G O
Minnesota
(St. Paul)

New Mexico
(Santa Fe)

Rhode Island
(Providence)

Washington
(Olympia)

Arizona
(Phoenix)

Delaware
(Dover)

Kansas
(Topeka)

Mississippi
(Jackson)

New York
(Albany)

South Carolina
(Columbia)

West Virginia
(Charleston)

Arkansas
(Little Rock) Florida

(Tallahassee)
Kentucky

(Frankfort)
Missouri

(Jefferson City)

North Carolina
(Raleigh)

South Dakota
(Pierre)

Wisconsin
(Madison)

California
(Sacramento)

Georgia
(Atlanta)

Louisiana
(Baton Rogue)

Montana
(Helena)

North Dakota
(Bismarck)

Tennessee
(Nashville)

Wyoming
(Cheyenne)
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State Lingo Bingo
State Capitals Card 3 Answer Key 

B I N G O
Montpelier
(Vermont)

Phoenix
(Arizona)

St. Paul
(Minnesota)

Nashville
(Tennessee)

Trenton
(New Jersey)

Tallahassee
(Florida)

Cheyenne
(Wyoming)

Augusta
(Maine)

Indianapolis
(Indicia)

Lincoln
(Nebraska)

Des Moines
(Iowa)

Little Rock
(Arkansas)

Madison
(Wisconsin)

Annapolis
(Maryland)

Boise
(Idaho)

Carson City
(Nevada)

Oklahoma City
(Oklahoma)

Jackson
(Mississippi)

Columbia
(S. Carolina)

Harrisburg
(Pennsylvania)

Honolulu
(Hawaii)

Albany
(New York)

Montgomery
(Alabama)

Springfield
(Illinois)

Sacramento
(California)
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State Lingo Bingo
State Capitals Card 4 Answer Key 

B I N G O
Jefferson City

(Missouri)
Denver

(Colorado)
Olympia

(Washington)
Frankfort

(Kentucky)
Dover

(Delaware)

Santa Fe
(New Mexico)

Boston
(Massachusetts) 

Juneau
(Alaska)

Topeka
(Kansas) Columbus

(Ohio)

Baton Rouge
(Louisiana)

Atlanta
(Georgia)

Salt Lake City
(Utah)

Charleston
(W. Virginia)

Austin
(Texas)

Salem
(Oregon)

Lansing
(Michigan)

Richmond
(Virginia)

Providence
(Rhode Island)

Hartford
(Connecticut)

Helena
(Montana)

Raleigh
(N. Carolina)

Bismarck
(N. Dakota)

Concord
(New 

Hampshire)

Pierre
(S. Dakota)
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State Capitals Cut Outs
(Printed on a different colored paper than the State Cut Outs)

Montpelier Phoenix St. Paul Nashville Trenton

Tallahassee Cheyenne Augusta Indianapolis Lincoln

Des Moines Little Rock Madison Annapolis Boise

Carson City Oklahoma City Jackson Columbia Harrisburg

Honolulu Albany Montgomery Springfield Sacramento

Jefferson City Denver Olympia Frankfort Dover

Santa Fe Boston Juneau Topeka Columbus

Baton Rouge Atlanta Salt Lake City Charleston Austin

Salem Lansing Richmond Providence Hartford

Helena Raleigh Bismarck Concord Pierre
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State Cut Outs
(Printed on a different colored paper than the State Capitals Cut Outs)

Hawaii Maine Nebraska Ohio Texas

Idaho Maryland Nevada Oklahoma Utah

Illinois Massachusetts New 
Hampshire Oregon Vermont

Alabama Colorado Indiana Michigan New Jersey

Pennsylvania Virginia Alaska Connecticut Iowa

Minnesota New Mexico Rhode Island Washington Arizona

Delaware Kansas Mississippi New York South Carolina

West Virginia Arkansas Florida Kentucky Missouri

North Carolina South Dakota Wisconsin California Georgia

Louisiana Montana North Dakota Tennessee Wyoming
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Stay ComPOSED    K-8

Objective: 
The game of Stay ComPOSED will introduce basic 
Yoga poses to help students practice being still 
in a world filled with chaos. Note: static/dynamic 
poses can be used to replace the word “Yoga” if nec-
essary. Stay ComPOSED also provides a fun, high-
energy outlet for students to reinforce fitness 
skills and practice number recognition, number 
comparisons, and determining “greater than” and 
“less than.”

Equipment: 
• Dice (two different colored dice per hoop 

that is on the midline)

• Hula Hoops (8-12 on the midline)

• Large container with noodle sections/piec-
es or mini noodles (300+).  
Note: substitute Popsicle sticks or anything 
else if noodle sections are unavailable. 

• Jerseys or wristbands to distinguish each 
team’s captains

• Posters or picture cards of Yoga/static poses 
(See Figure 1 and 2 for examples).  

Procedure:
Before classes arrive, place all of the hoops, side 
by side, on the midline with two different col-
ored dice inside each hoop. Place one container 
of noodle pieces at the intersection of the mid-
line and sideline. Place the Yoga posters on the 
wall or cards on the ground on the opposite side 
of where the noodle pieces are located (see dia-
gram for set up). The object of the game for each 
team is to win the most noodle pieces in order 
to build more 5-block towers than the opposing 
team. 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. Select 
3-5 Captains from each team and give them a 
wristband to wear. Note: stop the game every 5-10 
minutes to select new captains. On the signal “go,” 
each student will go and look at the pictures to 
select and perform any Yoga pose for 5 seconds 
(See Figure 3). Note: students must count the 5 sec-
onds out loud using the 1 Mississippi, 2 Mississippi, 
or 1-one thousand, 2-one thousand method. Upon 
completing the 5-second pose, each student 
must perform 1 push up. Note: the exercise can 
be changed to any exercise deemed appropriate by 
the teacher. Each student is allowed to go and get 
one noodle piece from the container every time 
he or she completes this process. Once a noodle 
piece is earned, the player must drop it off inside 
any of the center hoops. When the fifth noodle 
piece has been placed in a hoop, each team must 
alert a captain to come over and face-off against 
one of the opposing team’s captains. A “face-off” 
is when two captains meet at a hoop with each 
captain picking up a die and rolling the die in-
side the hoop to determine who has the higher 
number (See Figure 4). Note: make sure to leave 
the dice inside each hoop. All captains who roll 
the “greater than” number will get to claim all 5 
noodle pieces from inside the hoop to take back 
to their team’s end line to create a 5-block tower. Noodle sections
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Every 5-block tower created represents 1 point 
(See Figure 5). Note: players must perform a re-roll 
of the dice if they roll the same numbers. 

The process of performing 5-second poses and 
1 push up to earn blocks in order for captains to 
face off to earn 5 blocks will continue for the en-
tire game. The team with the most 5-block tow-
ers, when the time expires or when there are no 
more blocks, will be declared the champions for 
that round or for the day. Clean up by perform-
ing a 10-second count down while students re-
turn the blocks to the container before starting 
a new round. 

Rules and Safety:
1. All 5-second Yoga/static poses and exercises 

must be performed in the designated area 
before going to retrieve 1 noodle piece.

2. All individual noodle pieces earned must 
be placed inside any hoop with less than 4 
noodle pieces.

3. Only captains may face off to win the 5 noo-
dle pieces.

4. A “face-off” is when two captains meet at a 
hoop with each player picking up a die and 
rolling the die inside the hoop to determine 
who has the higher number. Note: make 
sure to leave the dice inside each hoop. 

5. All captains must perform a re-roll of the 
dice if they roll the same numbers. 

6. Captains must clearly drop their die and 
may not touch or alter the number in any-

way once it is rolled. A roll still counts if the 
die goes out of the hoop.

7. All captains who roll the higher number will 
collect all 5 noodle pieces from inside the 
hoop to take back to their team’s end line to 
create a 5-block tower. 

8. The opposing team will be awarded an au-
tomatic win if any player is caught destroy-
ing the other team’s towers or for taking 
more blocks than what he or she won.     

Variations: 
1. Eliminate the use of captains and having to 

drop the dice off at a hoop. Instead, allow 
students to immediately take their earnings 
to their end line to create the 5-block towers.

2. Place four dice in each hoop. For example, 
two green dice and two red dice. The com-
bination of adding two dice will make it 
tougher to determine number outcomes. 

3. Allow students the option of creating their 
own 5-second poses. You will see some real 
creative poses if you allow them this option.

4. Increase the duration of holding the Yoga 
pose to 10 seconds.

5. Eliminate using the dice and play Rock, Pa-
per, Scissors, shoot to determine winners.

6. Eliminate the Yoga poses and create an ex-
ercise options list for students to choose 
from in order to earn noodle pieces.

Figures 1 and 2: Examples of Yoga posters and task cards Figure 3: Holding one of the       
 5-second poses
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Figure 4: Captains face off for the  
5 noodle pieces

Figure 5: Captain building a 5-block tower

Stay ComPOSED Diagram
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OBJECTIVE: 
The Savage Sumos are angry because the hun-
gry, village peasants are taking the noodles the 
Sumos eat to become Sumo Legends. Peasants 
must travel through the Sumos village, avoiding 
the Sumo’s clutches in order to find noodles and 
bring home to their families. 

EQUIPMENT: 
• 1 hula hoop per group of 3-4 students

• 2 Lummi sticks per person

• 2 Hula hoops per Sumo

• 5-10 traffic cones

• Two containers of noodle pieces (100-200 per 
container; create mini noodles by cutting long 
foam noodles into 1- or 2-inch pieces--an elec-
tric carving knife works best). Or purchase pre-
cut noodle sections. Many sets include vari-
ous colors of 50+ noodle sections. Note: two 
different colored noodle pieces is highly recom-
mended to help with the redistribution of noodle 
pieces at the end of the game. If too much con-
gestion occurs when getting noodles (typi-
cally with larger classes) add more containers 
of noodles to each side to avoid congestion.

• Optional: place a 5-gallon bucket inside 
each hoop to store each team’s noodle piec-
es. This especially helps with clean up at the 
end of class!    

PROCEDURE: 
Place 6 of the hula hoops (for 3 Sumos) in the 
middle of the gym. Use additional hoops if more 
Sumos are necessary. Place another set of hoops 
on one end of the gym and place the other half 
on the opposite end of the gym. Put two Lum-
mi sticks per person and one bucket inside each 
hoop. Place the container of red noodle pieces 
in the middle of one end of the gym and place 
the container of blue noodle pieces in the middle 
on the opposite end of the gym. Place 5-6 traffic 
cones on each side of the gym to designate the 
area where the Sumos can travel (See Figures 1 
and 2 and the Diagram for set up). 

To Begin: Select 3 Sumos to go to the center to 
get two hoops each. Sumos must travel around 
the gym within their hoops by shuffling their feet 
inside the hoops, attempting to tag peasants 
who are trying to steal their noodles. The trick is, 
only one foot is allowed in a hoop. This technique 
slows them down and makes them use a “Sumo-
like” walk (See Figures 3 and 4). 

The Savage Sumos     K-5

 Figure 1: Noodle bowl and Chopsticks Figure 2: Sumo’s Bowl of Noodles
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The task for the peasants is to travel with their chop-
sticks (using any locomotor movement prescribed 
by the teacher) to the opposite side of the gym to 
take the delicious noodles that were prepared for 
the Sumos. Peasants must use their chopsticks to 
pick up the noodles (1 noodle per peasant) to carry 
and bring back to their hula hoop or noodle bowl 
(See Figures 5 and 6 for examples of how to use 
chopsticks). Note: Peasants must travel to the 
opposite side of the gym from where their home 
hoop is located. A dropped noodle may be picked 
up using the chopsticks. Note: younger children 
may struggle with using the proper “chopstick” 
technique. Let these students be creative on figur-
ing out how to pick up and carry the noodles with 
their chopsticks.

If tagged or touched by a Sumo (no matter if he/
she has noodles or not), the peasant must imme-

diately freeze in the “Sumo” stance (See Figure 7 
and 8). In order to be unfroze, another peasant 
must quickly face them (watch out for the Sumos!) 
and assume the Sumo stance, give a double high 
five, followed by a Sumo chest/shoulder bump 
(See Figures 9 and 10). After 5-10 minutes, stop 
the game and select new players to become the 
Sumos. Note: change the locomotor movement 
every 5-10 minutes as well. When the time has ex-
pired, instruct all peasants to return to their hoops 
to count the total noodles collected. Hint: to avoid 
counting noodle pieces, especially with K-2 stu-
dents, I tell them at the end of the game that if 
they fill up their bowls/buckets to a certain level 
then they achieve victory. I don’t tell them the lev-
el, I simply look in their buckets and tell them they 
met the level and were successful, especially since 
teams can’t see the levels of other teams.   

 Figure 3: The Sumo-like walk

 Figure 5: How to use Chopsticks

Figure 4: A Sumo tagging a peasant

Figure 6: A Chopsticks variation
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RULES AND SAFETY:
1. A Sumo must shuffle anywhere within the 

coned off area while keeping one foot in-
side each hoop.

2. Peasants must perform the locomotor 
movement prescribed by the teacher.

3. Peasants must pick up and carry noodles 
using their chopsticks.

4. Peasants may only take one noodle per trip.

5. If touched by a Sumo, a peasant must 
freeze and assume the “Sumo” stance. Peas-
ants must stay in this position until another 
peasant gives them a double high five, fol-
lowed by a Sumo chest/shoulder bump.

6. Sumos can tag peasants, but not take their 
noodles.

7. Peasants may only take the color noodles 
that are on the opposite side of the gym 
from where their home hoop is located. 

VARIATIONS: 
1. Allow Sumos to keep the noodles in their 

own buckets/containers after tagging peas-
ants in possession of noodles.

2. Give each Sumo a half-sized noodle to tag 
with instead of using their hands.

3. Peasants can only be freed by players from 
their team and not just any peasant.

Figure 7: The Sumo Stance

Figure 9: Double High-5

Figure 8: The Sumo Stance

Figure 10: Sumo Chest Bump
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GAME MODIFICATIONS: 
(created by Ben Landers - www.thePEspecialist.
com)

1. Separate the class into two teams, each 
team wearing jerseys/pennies/wristbands 
to differentiate

2. Select two Sumos from each team, each 
with a half noodle to tag peasants from the 
opposite team.

3. Instead of giving each group a bucket, give 
two buckets to each team to put their sto-
len noodles. This creates less setup, is easier 
to clean up, and easier to count points at 
the end.

4. Give the peasants the option of stealing 
back their own noodles from the other 
team’s buckets - OR taking noodles from 
one large bowl. Allowing peasants to steal 
the other team’s noodles will make it easier 
to count at the end because the numbers 
collected of noodles stay low with peasants 
taking back their stolen noodles.

5. As an alternative to the chest/shoulder 
bump, try doing a 4-count chant “You, 
Know, SU, MO” while slapping your knees 
twice and double high fiving twice. Rec-
ommended if you feel like the girls would 
feel uncomfortable with chest bumping the 
guys in their class.

= containers for 
    noodle pieces

= hoops with Chopsticks  
   (bucket is optional)

Sumos may travel  
anywhere within the 

coned off area

Sumos
Home
Base

The Savage Sumo Diagram

Blue noodle
pieces

Red noodle
pieces

http://www.thepespecialist.com/
http://www.thepespecialist.com/
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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 park-
ing 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 physi-
cal education year. The stations shared below are 
wet activities that I’ve designed, tweaked and/
or found over the years. Note: I’ve provided un-
der 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 is a water soluble liquid, used to 
color food and beverage products. You can 
inquire about this product at www.ddw-

color.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 bot-
tle 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 over-
flows.

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. 

Wet and Wild Field Day    K-5

http://www.ddwcolor.com
http://www.ddwcolor.com
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Each line will have one tricycle and one fireman’s 
helmet. The object of the relay is for the first per-
son 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 per-
son 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.

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

Where’s My Drink example

Fireman Relay example

Overflow example
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 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 trash-
can 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 return-
ing 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 an-
other 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.ddw-
color.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-gal-
lon bucket. Your campfire has gotten out of con-
trol!!! 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 be-
fore 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 wa-
ter 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 win-
ner. Dump the water back into the pool and be-
gin another game if time permits.

EQUIPMENT: 
Golf Ball Plunge example

http://www.ddwcolor.com
http://www.ddwcolor.com
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• 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 stu-
dent if the teacher is 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 contain-
er (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 BOT-
TLE 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 stu-
dent 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 un-
til 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

Water Splash Whirlwind 
Each child will get one cup and dip the cup in the 
pool for ONE fill up. Note: No refills allowed, es-
pecially 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 

Wring the Dishcloth example
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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 bath-
ing 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.

What’s in Your Piggy Bank?    K-5
OBJECTIVE:
What’s in Your Piggy Bank? is a great prerequisite 
to all of the money-based games in this book. The 
game was basically designed to reinforce fitness 
while introducing and/or reinforcing money rec-
ognition and money values. 

EQUIPMENT:  
1. 1 hula hoop per group of 3-4 students

2. Play money bills. Many packs contain (100) 

$1 play money bills, 50 each of $5, $10, and 
$20 play money bills, and 25 each of $50 
and $100 play money bills. If possible, lami-
nate each bill to increase durability. 

3. Plastic coins set. Many packs contain at least 
100 each of pennies, nickels, dimes, and 
quarters; 50 half-dollars and 10 Sacagawea 
dollars.

4. 1 copy of the United States Money: Coins 
sheet and United States Money: Bills 
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sheet per group. Note: if possible, I recom-
mend making front and back copies and 
laminating each copy to increase durabil-
ity. Email me at pe2themax@bellsouth.net 
if you want a color copy of each coins and 
bills sheet. 

PROCEDURE:
Spread out all hula hoops within the gym bound-
aries in an oval fashion to allow students to run 
on the outside of the hoops while also allowing 
enough room in the center of the gym/play area 
to create an area for the bank. Place one copy of 
the United States Money: Coins and Bills sheet 
inside each hoop (A copy of each sheet is pro-
vided below). Scatter all of the money (cash and 
coins) on the floor inside the center area of the 
gym (See Figure 1). Note: this area will be referred 
to as the Bank. The object of the game is for each 
team to run laps in order to retrieve each of the 
coins and bills represented on the United States 
Money: Coins and Bills sheet.

To Begin: instruct students to get into groups of 
3-4 and go sit beside a hoop to await further in-
structions. Explain that each team must work to-
gether to seek out and collect the coins and bills 
on the United States Money: Coins and Bills sheets. 
Each player must first earn the right to take a trip 
to the Bank each time they want to get money. A 
trip to the Bank to collect money is earned by com-
pleting one lap around the gym, performing the 
locomotor skill that was instructed by the teacher. 

Note: change the locomotor skill every 3-5 minutes. 
Each player, after completing a lap, may go to the 
Bank and choose one bill/coin to take back to his or 
her team’s hoop (See Figure 2 above). Each player 
on a team must retrieve one of every coin or bill on 
their sheet (See Figure 3). For example, the penny 
is the first picture on the sheet. To complete this 
requirement, all three teammates (after skipping a 
lap) must get a penny from the Bank and bring back 
to their hoop in order to move on to the next coin. 
Note: instruct students to only get one Sacagawea 
gold coin to meet the requirement because there are 
not enough of these coins for everybody.

Occasionally, teammates must gather at their 
hoop to make sure the correct bills/coins are 
being chosen to answer each money problem. 
Note: check for understanding, especially for Kin-
dergarten and 1st Grades by stopping the class at 
least once to do a teacher or student-led discussion 
on the names and values of each coin and bill de-
picted on each sheet. A team, after double-check-
ing their answers, should let the teacher know 
when they feel they have collected all of the 
coins and bills on both sheets. Option: instruct 
teams to organize their money inside their hoop 
so the teacher can make sure they have enough 
of each coin and bill. The team to successfully col-
lect the correct amount of each of the coins and 
bills will be declared the winner for that round. If 
time permits, return all money to the Bank and 
play the same game or see “Variations” for ideas 
on playing a different version.  Figure 1: Money scattered in center

Figure 2: Finding money at the Bank

mailto:pe2themax@bellsouth.net
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RULES AND SAFETY:
1. Players must earn the right to make a trip to 

the Bank each time they want to get a bill or 
coin. A trip to the Bank to collect money is 
earned by completing one lap around the 
gym, performing the locomotor skill that 
was instructed by the teacher. 

2. Each player, completing a lap, may go to the 
Bank and choose one bill/coin to take back 
to his or her team’s hoop. 

3. Each player on a team must retrieve one of 
every coin or bill on their sheet.

4. Teammates must place their money an-
swers inside their hoop.

5. The team to successfully collect the correct 
amount of each of the coins and bills will be 
declared the winner for that round.

VARIATIONS: 
1. Game 2: each team chooses one coin and 

one bill and must find 10 of each of them to 

win. Remember, one coin or bill per lap, per 
person. Hint: pick a coin and bill that you 
think most teams won’t choose. Note: the 
requirement for each coin can be any number 
the teacher chooses.

2. Addition Game 3: the first team to collect 
$186.91 will be declared the winner. Re-
member, one coin or bill per lap, per person. 
Hint: the quickest way to earn $186.91 is to 
collect one of each coin and bill with the ex-
ception of the Sacagawea coin. 

3. Addition Game 4: make up a new, easier 
amount for each team to collect, especially 
for the younger classes. Remember, one 
coin or bill per lap, per person.

As a bonus for purchasing HyPEd Up, please 
email me at pe2themax@bellsouth.net and 
request a PDF color copy of the United States 
Money: Coins and Bills sheet and I’ll promptly 
forward them to you. Thanks!

Figure 3: Matching found coins to the  
Coins Sheet

mailto:pe2themax@bellsouth.net


United States Money: Coins

 Penny = 1¢

 Nickel = 5¢

 Dime = 10¢

 Quarter = 25¢

 Half Dollar = 50¢

 Sacagawea 
 Dollar = $1.00



United States Money: Bills

=  $1.00

=  $5.00

= $10.00

= $20.00

= $50.00

= $100.00
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OBJECTIVE:
What’s in Your Wallet? will reinforce and provide 
multiple practice opportunities to deepen stu-
dent comprehension of basic mathematical and 
money concepts. The combination of money and 
math fundamentals, fitness, and teamwork forc-
es teammates to strategize and think while con-
stantly exercising to solve 10 money word prob-
lems quicker than the opposing teams.  

EQUIPMENT:  
• 1 hula hoop per group of 3-4 students

• 1 copy of the Money Word Problems Task 
Sheet per group

• Play money bills. Many packs contain (100) 
$1 play money bills, 50 each of $5, $10, and 
$20 play money bills, and 25 each of $50 
and $100 play money bills. If possible, lami-
nate each bill to increase durability. 

• Plastic coins set. Many packs contain at least 
100 each of pennies, nickels, dimes, and 
quarters; 50 half-dollars and 10 Sacagawea 
dollars.

• Pen/pencil (one per team) 

• 1 jump rope per team

• Optional: scratch paper to work problems 
out if necessary

PROCEDURE:
Spread out all hula hoops within the gym bound-
aries in an oval fashion to allow students to run 
on the outside of the hoops while also allowing 
enough room in the center of the gym to create 
an area for the bank. Place one jump rope, Money 
Task Sheet A, and pencil inside each hula hoop. 
Scatter all of the money (cash and coins) on the 
floor inside the center area of the gym (See Figure 

1). Note: this area will be referred to as the Bank. 
The object of the game is for each team to find 
and collect the answers to all 10 word problems 
on the Money Task Sheet.

To Begin: instruct students to get into groups of 
3-4 and go sit beside a hoop to await further in-
structions. Explain that each team must work to-
gether to seek out and collect the answers to all 
10 word problems on the Money Task Sheet. For 
round 1, players must answer the problems from 
Money Task Sheet A. All players must first read 
the Money Task Sheet and determine what bills/
coins can be retrieved from the Bank to solve 
each word problem. Note: each Money Task Sheet 
contains 10 word problems that can be answered in 
any order. Each player must first earn the right to 
take a trip to the Bank each time they want to get 
money. A trip to the Bank to collect or return un-
wanted money is earned by performing any exer-
cise/skill listed at the top of the Money Task Sheet 
(See task sheets A-D below). Note: the exercises, 
skills, and money word problems can be replaced or 
modified on each task sheet at the teacher’s discre-
tion. Each player, after earning a trip, may go to 
the Bank and choose one bill/coin to take back 
to his or her team’s hoop. Note: the teacher may 
want to take a moment to “show and tell” what 
each bill and coin represents.

What’s in Your Wallet?    3-8

Figure 1: Students visiting the Bank
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Occasionally, teammates must gather at their 
hoop to make sure the correct bills/coins are 
being chosen to answer each money problem. 
Note: remind players at some point to make sure 
they are solving problems from Money Task Sheet A. 
Teammates must place their money answers in-
side their hoop in descending order from 1-10 to 
match up with each money word problem (1-10) 
on their task sheet (See Figure 2). For example, 
question #1 of Money Word Problem-Task Sheet 
A asks, “What is the sum of $51.00 and $24.00?” 
The answer to this question must be shown by 
placing the money at the very top, inside of their 
team’s hoop in order to get credit for money 
problem #1 at the end of the game. Note: the 
teacher should be able to look inside of each team’s 
hoop and match all 10 answers (1-10 in descending 
order) with its corresponding money problem. It is 
also important that each team remembers that 
even though they can solve any money prob-
lem at any time, all answers must be inside their 
team’s hoop in the correct order (See Figure 3). 

A team, after double-checking their answers, 
should let the teacher know when they feel they 
have all 10 money problems correct. Upon arriv-
ing to check a team’s answers, the teacher’s first 
step will be to determine if procedures were fol-
lowed on how to display all 10 answers. Before 
moving on, the teacher will provide a brief expla-
nation of the rules to the team if procedures were 
not followed. The second step involves checking 
to see if each money problem was answered cor-

rectly. Note: there are a few choices (based on the 
learning level of each group) the teacher can make 
at this point if an answer(s) is wrong before moving 
on to check another team: 1. the teacher can be 
extremely vague and say “incorrect” without let-
ting them know which answers are wrong or how 
many are wrong, 2. the teacher can be somewhat 
vague and inform the team of how many answers 
are wrong, or 3. the teacher can be very helpful 
and inform the team of exactly which answer(s) 
from 1-10 is wrong. The team to successfully an-
swer each problem from the Money Word Prob-
lems-Task Sheet A the fastest will be declared the 
winner for that round. 

Optional: before going to the next round, stop 
and let students share the many possible solu-
tions to some or all 10 of the problems and place 
special emphasis on those teams that were think-
ing “outside of the box.” Return all money to the 
center, hand out Money Word Problems-Task 
Sheet B, and start a new round.

RULES AND SAFETY:
1. Players must earn the right to make a trip 

to the Bank each time they want to get a 
bill/coin.

2. A trip to the Bank to collect or return an 
unwanted bill or coin is earned by perform-
ing any exercise/skill listed at the top of the 
Money Word Problem Task Sheet.

Figure 2: Teammates solving  
word problems

Figure 3: Correct way to display answers
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3. Teams may walk around to see what 
other teams have chosen to solve their 
money word problems. Teams may ask 
the teacher or others for help on how to 
solve a problem.

4. Teammates must place their money an-
swers inside their hoop in descending order 
from 1-10 to match up with each money 
word problem (1-10) on their task sheet.

5. Any money word problem can be solved 
at any time, but all answers must be in-
side their team’s hoop in the correct order 
(1-10).

6. The team to successfully answer each prob-
lem from the Money Task Sheet the fastest 
will be declared the winner for that round.

VARIATIONS: 
1. Task sheets C and D are written to be progres-

sively harder than A and B and may require a 
little more time to solve each problem.

2. Allow players to get more than one bill or 
coin at a time from the Bank.

3. Simplify or increase the money word 
problem difficulty level on each Money 
Word Problem Task sheets based on your 
students learning levels. Google “money 
word problems” to get a variety of ideas.

4. Simplify exercise/fitness skills by writing 3-4 
skills on the dry erase board. Choose skills 
from the fitness list on the task sheet or cre-
ate new fitness skills you want to focus on. 
Each student must choose a new skill until all 
have been completed before starting over.

Answers for Money Word Problems-Task Sheets A-D:

 Sheet A Sheet B  Sheet C Sheet D
 1. $75.00 1. $120.00 1. $50.00 1. $50.00
 2. $2.26 2. $6.51 2. $20.31 2. $25.10
 3.  .56¢ 3. $1.25 3. $156.00 3. $90.00
 4. $111.00 4. $250.00 4. $10.50 4.  .76¢

 5. $40.00 5. $55.00 5. $1.03 5. $2.10
 6. $1.75 6. $5.25 6. $101.25 6. $6.00
 7. $16.00 7. $60.00 7.   .60¢ 7. $2.10
 8.  .95¢ 8.  .90¢ 8. $175.00 8. $30.00
 9. $10.00 9. $20.00 9. $1.70 9. $225.00
 10.  .50¢ + .25¢ +.01¢  10. $1.50 10. $60.00 10. $50.00



Money Word Problems-Task Sheet A
 a) Hop 20 times (10 hops on each foot) e) Perform 10 sit ups
 b) Jog 1 lap around the boundaries f ) Perform 8 knee bends         
 c) Perform 10 jumps with your rope g) Perform 20 jumping jacks
d) Perform 5 forward lunges on each foot h) Perform 5 push ups 

Perform one of the skills from the list above to earn a trip to the Bank to collect one bill or one 
coin. A skill has to be performed for every trip made to the Bank. Do NOT take turns. Everyone 
should be active at all times. Place your money answer inside your hoop in descending order 
from 1-10 to match up with each money word problem (1-10) on this task sheet. Write the money 
amount answer in the blank space provided by each money problem. Note: make sure to use 
teamwork when determining how to answer the questions and show your answers! Hint: try to use 
the least amount of bills and/or coins to answer each question!!!

1. What is the sum of $51.00 and $24.00?  ________

2. How much is one dollar, five quarters, and one penny?  ________

3. Macy has 1 quarter. Her mom gives her 4 nickels, 1 dime,  
and 1 penny. How much money does she have now?   ________

4. After buying an iPod for $90.00, Josie has $21.00 left. 
How much money did Josie have to begin with?  ________

5. How much is one 10-dollar bill, two-5 dollar bills, and 
 one 20-dollar bill?  ________

6. Nate gives $3.25 to Jace. If Nate started with $5.00,  
how much money does he have left?  ________

7.  Janie earns $8.00 per hour working. If she works 2 hours, 
how much money will Janie earn?  ________

8. What is $1.35 minus .40¢?  ________

9. Leon worked to earn $40.00. If he worked for 4 hours, 
how much money does Leon earn per hour?  ________

10. What is the least amount of coins you would use to 
make .76¢? Show your answer in money.  ________

After double-checking your answers, raise your hand and let the 
teacher know that you are ready to be checked.



Money Word Problems-Task Sheet B
 a) Hop 20 times (10 hops on each foot) e) Perform 10 sit ups
 b) Jog 1 lap around the boundaries f ) Perform 8 knee bends         
 c) Perform 10 jumps with your rope g) Perform 20 jumping jacks
d) Perform 5 forward lunges on each foot h) Perform 5 push ups 

Perform one of the skills from the list above to earn a trip to the Bank to collect one bill or one 
coin. A skill has to be performed for every trip made to the Bank. Do NOT take turns. Everyone 
should be active at all times. Place your money answer inside your hoop in descending order 
from 1-10 to match up with each money word problem (1-10) on this task sheet. Write the money 
amount answer in the blank space provided by each money problem. Note: make sure to use 
teamwork when determining how to answer the questions and show your answers! Hint: try to use 
the least amount of bills and/or coins to answer each question!!!

1. What is the sum of $81.00 and $39.00?  ________

2. How much is six dollars, five dimes, and one penny?  ________

3. Shae has 4 quarters. Her mom gives her 4 nickels, and 
5 pennies. How much money does she have now?  ________

4. After buying Beats Headphones for $199.00, Zane has  
$51.00 left. How much money did Zane have  
to begin with?  ________

5. How much is three 10-dollar bills, one-5 dollar bill, and 
one 20-dollar bill?

6. Diamond gives $4.75 to Niyah. If Diamond started with 
$10.00, how much money does she have left?  _________

7. Maverick earns $20.00 per hour working. If he works 
3 hours, how much money will Maverick earn?  ________

8. What is $1.70¢ minus .80¢?  ________

9.  Maylen worked to earn $100.00. If she worked for 5 
hours, how much money does Maylen earn per hour?  ________

10. What is .75¢ plus .75¢? Show your answer in money.  ________

After double-checking your answers, raise your hands and let 
the teacher know that you are ready to be checked.



Money Word Problems-Task Sheet C
 a) Hop 20 times (10 hops on each foot) e) Perform 10 sit ups
 b) Jog 1 lap around the boundaries f ) Perform 8 knee bends         
 c) Perform 10 jumps with your rope g) Perform 20 jumping jacks
d) Perform 5 forward lunges on each foot h) Perform 5 push ups 

Perform one of the skills from the list above to earn a trip to the Bank to collect one bill or one 
coin. A skill has to be performed for every trip made to the Bank. Do NOT take turns. Everyone 
should be active at all times. Place your money answer inside your hoop in descending order 
from 1-10 to match up with each money word problem (1-10) on this task sheet. Write the money 
amount answer in the blank space provided by each money problem. Note: make sure to use 
teamwork when determining how to answer the questions and show your answers! Hint: try to use 
the least amount of bills and/or coins to answer each question!!!

1. Jill starts with $63.00 and spends $13.00 on iTunes? Grace spends $9.00 on iTunes. 
How much money does Jill have left?  _________

2. Find the total of $9.64 and $10.67?  _________

3. One video game costs $39.00. How much does 4 video games cost?  _________

4.  Sam has $50.00. He wants to buy a skateboard for $42.00 and a helmet for $18.50. 
How much more money will he need?  _________

5. Lauren had 2 dimes and 4 nickels. She earned 1 quarter, 3 dimes, and 8 pennies. 
How much money does she have now?  _________

6. Jason has $109.00 and Jenna has $7.75. How much more 
does Jason have than Jenna?  _________

7. How much is 4 groups of coins with 1 dime and 1 nickel 
in each group?  _________

8. Cade sells pencils for .35¢ each. He sells 500 pencils. 
How much money is Cade owed?  _________

9. $8.50 is shared equally by 5 friends. How much money 
should each friend receive?  _________

10. Jayla has $80.00 in savings. She spends ¼ of her money. 
How much money does she still have saved?  _________

After double-checking your answers, raise your hands and let 
the teacher know that you are ready to be checked.



Money Word Problems-Task Sheet D
 a) Hop 20 times (10 hops on each foot) e) Perform 10 sit ups
 b) Jog 1 lap around the boundaries f ) Perform 8 knee bends         
 c) Perform 10 jumps with your rope g) Perform 20 jumping jacks
d) Perform 5 forward lunges on each foot h) Perform 5 push ups 

Perform one of the skills from the list above to earn a trip to the Bank to collect one bill or one 
coin. A skill has to be performed for every trip made to the Bank. Do NOT take turns. Everyone 
should be active at all times. Place your money answer inside your hoop in descending order 
from 1-10 to match up with each money word problem (1-10) on this task sheet. Write the 
money amount answer in the blank space provided by each money problem. Note: make sure to 
use teamwork when determining how to answer the questions and show your answers! Hint: try to 
use the least amount of bills and/or coins to answer each question!!!

1. Jeff earned $250.00 from helping his dad. He has plans to spend 1/5 of his 
earnings. How much money does he plan to spend?  _________

2. Ray sells some video games to 4 friends. He is paid $100.40.  
If each friend spent the same amount of money, how much 
money did each friend pay to Ray?  _________

3. Kim buys a nice jacket during a huge 20% off sale. If Kim 
pays $75.00, what was the original price?  _________

4. Jake has $105.00. He wants to buy a football helmet for $80.40 and a football for 
$25.36. How much more money will he need?  _________  

5. What is 30% of $7.00?  _________

6. Kelly wants to buy 8 bags of popcorn to give to her friends. Each bag costs .75¢. 
How much total money will Kelly spend?  _________

7. How much is 3 groups of coins with 2 quarters and 2 
dimes in each group?  _________

8. Zana buys 100 cupcakes for 25¢ a piece and sells every 
cupcake for .55¢ each. How much profit does Zana make?  _________

9. $900.00 is shared equally by 4 friends. How much money 
should each friend receive?  _________

10. Jayla received $200.00 for her birthday. She spends ¾ of her money. 
How much money does she still have saved?  _________

After double-checking your answers, raise your hands and let 
the teacher know that you are ready to be checked.



Money Word Problems Answer Key-Task Sheet A
 a) Hop 20 times (10 hops on each foot) e) Perform 10 sit ups
 b) Jog 1 lap around the boundaries f ) Perform 8 knee bends         
 c) Perform 10 jumps with your rope g) Perform 20 jumping jacks
d) Perform 5 forward lunges on each foot h) Perform 5 push ups 

Perform one of the skills from the list above to earn a trip to the Bank to collect one bill or one 
coin. A skill has to be performed for every trip made to the Bank. Do NOT take turns. Everyone 
should be active at all times. Place your money answer inside your hoop in descending order 
from 1-10 to match up with each money word problem (1-10) on this task sheet. Write the money 
amount answer in the blank space provided by each money problem. Note: make sure to use 
teamwork when determining how to answer the questions and show your answers! Hint: try to use 
the least amount of bills and/or coins to answer each question!!!

1. What is the sum of $51.00 and $24.00? $75.00

2. How much is one dollar, five quarters, and one penny? $2.26

3. Macy has 1 quarter. Her mom gives her 4 nickels, 1 dime, 
and 1 penny. How much money does she have now?  .56¢ 

4. After buying an iPod for $90.00, Josie has $21.00 left. 
How much money did Josie have to begin with? $111.00

5. How much is one 10-dollar bill, two-5 dollar bills, and 
one 20-dollar bill? $40.00

6. Nate gives $3.25 to Jace. If Nate started with $5.00, 
how much money does he have left? $1.75

7. Janie earns $8.00 per hour working. If she works 2 hours, 
how much money will Janie earn? $16.00 

8. What is $1.35 minus .80¢? .95¢

9. Leon worked to earn $40.00. If he worked for 4 hours, 
how much money does Leon earn per hour? $10.00

10. What is the least amount of coins you would use to 
make .76¢? Show your answer in money.                               .50¢ + .25¢ + .01¢

After double-checking your answers, raise your hands and let 
the teacher know that you are ready to be checked.



Money Word Problems Answer Key-Task Sheet B
 a) Hop 20 times (10 hops on each foot) e) Perform 10 sit ups
 b) Jog 1 lap around the boundaries f ) Perform 8 knee bends         
 c) Perform 10 jumps with your rope g) Perform 20 jumping jacks
d) Perform 5 forward lunges on each foot h) Perform 5 push ups 

Perform one of the skills from the list above to earn a trip to the Bank to collect one bill or one 
coin. A skill has to be performed for every trip made to the Bank. Do NOT take turns. Everyone 
should be active at all times. Place your money answer inside your hoop in descending order 
from 1-10 to match up with each money word problem (1-10) on this task sheet. Write the money 
amount answer in the blank space provided by each money problem. Note: make sure to use 
teamwork when determining how to answer the questions and show your answers! Hint: try to use 
the least amount of bills and/or coins to answer each question!!!

1. What is the sum of $81.00 and $39.00? $120.00

2. How much is six dollars, five dimes, and one penny? $6.51

3. Shae has 4 quarters. Her mom gives her 4 nickels, and 
5 pennies. How much money does she have now? $1.25

4. After buying Beats Headphones for $199.00, Zane has  
$51.00 left. How much money did Zane have  
to begin with? $250.00

5. How much is three 10-dollar bills, one-5 dollar bill, and 
one 20-dollar bill? $55.00

6. Diamond gives $4.75 to Niyah. If Diamond started with 
$10.00, how much money does she have left? $5.25

7. Maverick earns $20.00 per hour working. If he works 
3 hours, how much money will Maverick earn? $60.00

8. What is $1.70¢ minus .80¢? .90¢

9.  Maylen worked to earn $100.00. If she worked for 5 
hours, how much money does Maylen earn per hour? $20.00

10. What is .75¢ plus .75¢? Show your answer in money. $1.50

After double-checking your answers, raise your hands and let 
the teacher know that you are ready to be checked.



Money Word Problems Answer Key-Task Sheet C
 a) Hop 20 times (10 hops on each foot) e) Perform 10 sit ups
 b) Jog 1 lap around the boundaries f ) Perform 8 knee bends         
 c) Perform 10 jumps with your rope g) Perform 20 jumping jacks
d) Perform 5 forward lunges on each foot h) Perform 5 push ups 

Perform one of the skills from the list above to earn a trip to the Bank to collect one bill or one 
coin. A skill has to be performed for every trip made to the Bank. Do NOT take turns. Everyone 
should be active at all times. Place your money answer inside your hoop in descending order 
from 1-10 to match up with each money word problem (1-10) on this task sheet. Write the money 
amount answer in the blank space provided by each money problem. Note: make sure to use 
teamwork when determining how to answer the questions and show your answers! Hint: try to use 
the least amount of bills and/or coins to answer each question!!!

1. Jill starts with $63.00 and spends $13.00 on iTunes? Grace spends $9.00 on iTunes. 
How much money does Jill have left? $50.00

2. Find the total of $9.64 and $10.67? $20.31

3. One video game costs $39.00. How much does 4 video games cost? $156.00

4.  Sam has $50.00. He wants to buy a skateboard for $42.00 and a helmet for $18.50. 
How much more money will he need? $10.50

5. Lauren had 2 dimes and 4 nickels. She earned 1 quarter, 3 dimes, and 8 pennies. 
How much money does she have now? $1.03

6. Jason has $109.00 and Jenna has $7.75. How much more 
does Jason have than Jenna? $101.25

7. How much is 4 groups of coins with 1 dime and 1 nickel 
in each group? .60¢

8. Cade sells pencils for .35¢ each. He sells 500 pencils. 
How much money is Cade owed? $175.00

9. $8.50 is shared equally by 5 friends. How much money 
should each friend receive? $1.70

10. Jayla has $80.00 in savings. She spends ¼ of her money. 
How much money does she still have saved? $60.00

After double-checking your answers, raise your hands and let 
the teacher know that you are ready to be checked.



Money Word Problems Answer Key-Task Sheet D
 a) Hop 20 times (10 hops on each foot) e) Perform 10 sit ups
 b) Jog 1 lap around the boundaries f ) Perform 8 knee bends         
 c) Perform 10 jumps with your rope g) Perform 20 jumping jacks
d) Perform 5 forward lunges on each foot h) Perform 5 push ups 

Perform one of the skills from the list above to earn a trip to the Bank to collect one bill or one 
coin. A skill has to be performed for every trip made to the Bank. Do NOT take turns. Everyone 
should be active at all times. Place your money answer inside your hoop in descending order 
from 1-10 to match up with each money word problem (1-10) on this task sheet. Write the 
money amount answer in the blank space provided by each money problem. Note: make sure to 
use teamwork when determining how to answer the questions and show your answers! Hint: try to 
use the least amount of bills and/or coins to answer each question!!!

1. Jeff earned $250.00 from helping his dad. He has plans to spend 1/5 of his 
earnings. How much money does he plan to spend? $50.00

2. Ray sells some video games to 4 friends. He is paid $100.40.  
If each friend spent the same amount of money, how much 
money did each friend pay to Ray? $25.10

3. Kim buys a nice jacket during a huge 20% off sale. If Kim 
pays $75.00, what was the original price? $90.00

4. Jake has $105.00. He wants to buy a football helmet for $80.40 and a football for 
$25.36. How much more money will he need? .76¢ 

5. What is 30% of $7.00? $2.10

6. Kelly wants to buy 8 bags of popcorn to give to her friends. Each bag costs .75¢. 
How much total money will Kelly spend? $6.00

7. How much is 3 groups of coins with 2 quarters and 2 
dimes in each group? $2.10

8. Zana buys 100 cupcakes for 25¢ a piece and sells every 
cupcake for .55¢ each. How much profit does Zana make? $30.00

9. $900.00 is shared equally by 4 friends. How much money 
should each friend receive? $225.00

10. Jayla received $200.00 for her birthday. She spends ¾ of her money. 
How much money does she still have saved? $50.00

After double-checking your answers, raise your hands and let 
the teacher know that you are ready to be checked.
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OBJECTIVE:
Who Sunk Our Battleships, derived from the clas-
sic naval warfare board game of Battleship, brings 
to life an old classic by turning it into a suspense-
ful, high energy game of moving, throwing, strat-
egy, determination and possibly a little luck. Each 
team will command and protect a fleet of battle-
ships, attempting to be the first team to destroy 
and sink the opposing team’s battleships.  

EQUIPMENT: 
• Folding Gymnastic Mats (4-6; Figure 1 

pictured below shows six Folding Panel 
Crosslink Polyethylene Mats with Velcro-
5’x10”x13/8 Hook and Loop Fasteners).

• Fleece or yarn balls (100± balls-the more 
the better).

• Bowling pins (40-60 or 20-30 pins per team)

• Whole swim noodles (6-10 or 3-5 noodles 
per team).

PROCEDURE: 
Before students arrive, build a wall on the mid-
line, using all the gymnastic mats. This wall cre-
ates a barrier between both teams, making it 
almost impossible to see the opposing team’s 

battleships lying on the floor on the opposing 
side (See Figure 1). Divide and place the fleece 
balls, bowling pins and noodles on each side of 
the gym (See diagram below). Note: the bowling 
pins represent each team’s battleships. See “Varia-
tions” below for an alternative method that works 
well, especially with your older students.

Divide the class into two teams and send each 
team to opposite sides of the gym to sit down 
and await further instructions. Select and instruct 
3-5 players (Gunners) from each team to each get 
one of the noodles and report to the opposing 
team’s side. Provide a brief explanation of the 
Launcher, Gunner, Protector, and Gatherer posi-
tions (described below), informing students that 
they can choose and change any position at any 
time during the game. The object of the game is 
for each team to launch missiles over the barrier 
to destroy all of the opposing team’s battleships.

To Begin: All “Launchers” will begin launching 
missiles by throwing the fleece balls over the bar-
rier, attempting to knock over the bowling pins 
(See Figure 2). Note: most players will not be able 
to see anything over the barrier. Launchers are al-
lowed to jump up to see over the barrier as long as 
they do not make contact with the barrier. Since 
most Launchers cannot see the battleships, each 
team has “Gunners” located on the other side of 
the barrier waving their swim noodles high in the 
air like flags over a battleship to indicate where to 
launch balls (See Figure 3). Gunners should stand 
behind battleships and continue to wave their 
swim noodles over a target until that battleship 
is destroyed. Gunners may not touch or attempt 
to destroy any targets. “Protectors” position 
themselves anywhere on their side to block mis-
siles as long as they are standing and not touch-
ing the targets. “Gatherers” may gather up balls 
anywhere on their side to continue throwing or 
to supply friends with missiles.

Note: remind students that all four positions are 
available to anyone and that any player can change 

Who Sunk Our Battleships?    K-5

Figure 1: Barrier of mats velcroed together
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positions at anytime. Also, mention that all posi-
tions are chosen and performed on a voluntary ba-
sis, especially Protectors who are at the risk of get-
ting hit by balls while protecting their Battleships.

A winner will not be declared until one team has 
destroyed all of the opposing team’s battleships 
or whoever has the most battleships destroyed 
when time has expired. All Gunners will report to 
their team’s side and select new Gunners who will 
then return to the opposing side. All targets will 
need to be picked up before starting a new round. 

RULES AND SAFETY:
1. Launchers can throw balls any way they 

would like, keeping in mind that some tar-
gets are close and some targets are far away.

2. Gunners assist teammates by helping them 
locate battleships by waving their swim 
noodles in the proximity of the target to in-
dicate where Launchers should throw mis-
siles. A 2-5 minute time out penalty will be 
given to any Gunner for destroying a target.

3. Players are not allowed to touch or bump 
into the barrier. A 2-5 minute time out pen-
alty will be given for touching the barrier.

4. Any bowling pin that has been knocked 
down may not be set back up unless the 
teacher has deemed that it was unfairly 
knocked down.

5. Protectors may position themselves any-
where on their side to block missiles as long 
as they are standing and not touching the 
targets. 

VARIATIONS:
1. Shorten the throwing distance for K-2 stu-

dents by dividing the gym in half by setting 
up the wall the length of the gym or east to 
west instead north and south as depicted in 
the diagram.

2. Play like the real game of Battleship and 
give each team one minute to strategically 
place their battleships within the bound-
aries. Note: use two to three traffic cones on 
each side to create an imaginary line so that 
players don’t place the battleships too close to 
the barrier (See diagram below of the imagi-
nary line). Also, bowling pins may not be set 
up behind the traffic cones.

3. Substitute fleece/yarn balls with Gatorskin 
balls.

Figure 2: A Launcher throwing  
over the barrier

Figure 3: Gunners identifying targets
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Who Sunk Our Battleships Diagram
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J.D. Hughes is author of No Standing Around in 
My Gym: Creative Lesson Plans, Games, and Teach-
ing Tips for Elementary Physical Education (2002), 
PE2theMax: Maximize Skills, Participation, Team-
work and Fun (2005), PE2theMax II: Stepping up 
the “Game” in Physical Education (2008), The Best 
of No Standing Around in My Gym, PE2theMax Vol-
umes 1 & 2 DVDs (2009), PE²: Double the Physical 
+ Double the Education = Double the Fun (2011) 
and The Best of PE² and HyPEd Up Volumes 3 & 4 
DVDs (2013). HyPEd Up: Taking Physical Education 
Games to the Next Level (2014).

He has received numerous awards throughout 
his teaching career including the 2005 and 2015 
GA Elementary PE Teacher of the Year and SHAPE 
Southern District Elementary PE Teacher of the 
Year and an honorable mention in USA Today’s 
2003 All-USA Teacher Team program (he was the 
only PE teacher to be honored so that year). J.D. 
is on the advisory board review team for S&S Dis-
count Sports and the Best Practices and 3-5 Les-
son Plans area of P.E. Central. J.D. has taught el-
ementary physical education in Douglas County 

since 1995. His previous experiences and superior 
program proved invaluable experience in setting 
up exemplary programs at various new schools. 
J.D. provides a challenging yet developmentally 
appropriate physical learning environment striv-
ing for motor skill development, physical fitness 
and cognitive awareness as recognized by SHAPE 
standards. J.D.’s ideas will provide a look at 21st 
century physical education, which includes a 
view of fun-packed games and activities that he 
has developed or modified to engage and moti-
vate students. He implements movement educa-
tion lessons that promote communication, coop-
eration and personal responsibility, and activities 
that encourage brainstorming and critical think-
ing. He goes beyond the call of duty by working 
with students and families to promote physical 
fitness before school through the FITT Club and 
after school through the Roadrunner’s Club. He 
promotes a healthy lifestyle by serving as a posi-
tive role model and talking to students and par-
ents, also serving as a cooperating teacher and 
mentor for local colleges. He is among the first 
PE teachers to become a National Board Certified 
Teacher (2001) and he holds a Master’s and Edu-
cation Specialist’s degree. J.D. also provides staff 
development to local school districts, conducts 
conference presentations and workshops all over 
the nation. He is passionate, constantly research-
ing and sharing new ideas, while striving to im-
prove his teaching strategies and strengthen the 
physical education profession. 

J.D. enjoys spending time with his wife, Beth, 
and daughters, Janie and Josie, as well as serving 
the Lord, cycling, and travel. J.D. invites you to 
contact him via e-mail at pe2themax@bellsouth.
net, cell phone at 770.778.4514, follow him on 
Twitter @pe2themax, or visit his website www.
pe2themax.com. He welcomes any questions 
or comments you might have about HyPEd 
Up!, including purchasing additional copies or 
conducting a workshop in your school district or 
state conference. 
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