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RULES AND SAFETY:
1. Before any questions can be asked, each part-

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

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

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

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

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

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

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

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

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

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

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

better)

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

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

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

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

 � Floor tape 

 � Countdown clock, timer or watch

 � Traffic cones

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

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

http://www.ssww.com
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unavailable or can be used along with bean bags. 
Place the 30 poly spots, with a 5-gallon bucket on 
top of the spot, on the opposite side of the gym 
(see Figures 2 and 3 and the diagram for set up). 
Hint: once the gym is set up, I highly encourage that 
you put a small piece of floor tape under each poly 
spot. This will make it much easier for set up in case 
the spots get moved from their original locations. 

The object of the game is for the entire class to 
work together to disarm all of the explosives be-
fore the countdown timer expires or it’s going the 
blow and release the zombie virus! To Begin: in-
struct students to sit on the side of the gym op-
posite the explosives. Once the teacher begins the 
countdown clock, students will begin disarming 
the explosives. Note: I would start with a 10-minute 
countdown timer and add or subtract minutes based 
on class success or failure. Each explosive consists 
of a bucket on top of a poly spot. Note: some ex-
plosives will only consist of a spot if enough buckets 
are not available. A player must score a bucket by 
bouncing or throwing a ball into a bucket. Only 
balls landing inside a bucket can disarm a bucket. 

Bean bags and/or Frisbees can only be used to dis-
arm the poly spots. All players must stand behind 
the cones or midline when throwing or tossing an 
item (See Figure 4). Note: A knocked over bucket 
does not count and must be reset back on the spot. 
All scored buckets must be immediately removed 
and placed against the team’s back wall (See Fig-
ure 5). Once a bucket has been removed, any 
player may begin scoring the newly revealed poly 
spots by tossing a bean bag anywhere on top of or 
anywhere in contact with the spot (see Figure 6). 
Note: if Frisbees are being used in place of or along 
with bean bags, then they too must land somewhere 
on top of the poly spot to disarm the spot. All scored 
spots must be immediately removed and placed 
against the team’s back wall with the buckets. An 
explosive is fully disarmed once the bucket and 
spot have been removed. Any Super 70 ball and 
bean bag may be retrieved by a student from the 
side of the explosives as long as the explosives are 
not interfered with or touched. 

The remaining explosives will blow up if the count-
down timer expires before ALL of the explosives 

Figure 1:  Example of buckets

Figure 3:  Buckets on top of spots

Figure 2:  Spot on floor with bucket on top

Figure 4:  Tossing balls and bean bags
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have been disarmed. Each student must turn into 
a zombie (due to the explosion and release of the 
virus (see Figure 7). Note: if all of the explosives 
were not disarmed in time, the teacher will scream 
out that we are now zombies! After a few seconds of 
being silly and pretending to be zombies, the teacher 
will instruct everyone to get up and jog laps or per-
form any exercise based on the number of explosives 
remaining, in order to heal their bodies. For exam-
ple, four buckets and spots remaining will result 
in eight laps. The class will be declared Heroes of 
the World (or whatever victory title that you want to 
declare) if all of the explosives are disarmed before 
the time expires (Figure 8). Start a new game once 
all of the poly spots have been placed on the tape 
and each bucket has been placed back on top of 
each poly spot.

RULES AND SAFETY:
1. Players may have no more than two throwing 

or tossing items in their possession and can 
travel anywhere in the gym to retrieve these 
items as long as they do not interfere with the 
explosives.

2. Players must clearly stand behind the midline 

or traffic cones when throwing or tossing an 
item, especially when coming back from re-
trieving items from the side of the explosives.

3. A ball must be bounced or thrown into a buck-
et to be considered disarmed.

4. A poly spot is considered disarmed once a 
bean bag/Frisbee is anywhere on top of the 
spot. 

5. All scored spots and buckets must be immedi-
ately removed and placed against the team’s 
back wall.

VARIATIONS:
1. If too difficult for K-2, remove the buckets and 

just practice throwing bean bags or Frisbees 
onto the poly spots. 

2. Allow buckets to be scored by knocking them 
down or by throwing bean bags/Frisbees in-
side of them.

3. Hide a bonus picture or card under 1-2 of the 
poly spots. The student finding this bonus is al-
lowed to disarm any two explosives of choice 
(see Figure 9). 

Figure 5:   Scored buckets Figure 6:   A disarmed spot Figure 7:   We're Zombies!!

Figure 8:  Hurry before the time expires! Figure 9:  Finding a bonus picture
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4. Eliminate throwing the ball and add striking 
the balls with a small or long-handled paddle. 
Instruct students to place the bean bag on the 
paddle and toss it to a spot.

PROCEDURE: (Team vs. Team Edition)
Utilize the same set up as in the Class Edition, but 
place half of the poly spots, with a bucket on top of 
the spot, in one quadrant of the gym and the other 
half of the poly spots, with a bucket on top of the 
spot in the diagonal quadrant (see Team vs. Team 
Edition diagram for set up). 

The object of the game in the Team vs. Team Edition 
is to disarm all of the explosives faster than the op-
posing team or have the most explosives disarmed 

before the countdown timer expires. Note: you can 
eliminate the countdown timer and simply play the 
game until one team disarms the explosives first. To 
Begin: instruct Team 1 and Team 2 to get into their 
quadrants. Follow the same procedures and game 
rules of the Class Edition. The team to destroy the 
explosives the fastest will be declared Heroes of 
the World. The teacher will instruct the losing 
team to get up and jog laps or perform any exer-
cise based on the number of explosives remain-
ing, in order to heal their bodies. Start a new game 
once all of the poly spots have been placed on the 
tape and each bucket has been placed back on top 
of each poly spot.

DIAGRAM (Class Edition):

    = Super 70 balls and Frisbees/Beanbags       = Buckets on top of poly spots         

The whole class will
attempt to disarm the

explosives from this side of
the traffic cones before the
countdown timer expires

It's Going to Blow!  DIAGRAM - Class Edition
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DIAGRAM (Team vs. Team Edition): 

    = Super 70 balls and Frisbees/Beanbags       = Buckets on top of poly spots      

Team 1:  
Disarm these 

explosives 

Team 2:  
Disarm these 

explosives 

Jenga-Janga 1.0— K-5
OBJECTIVE: 
Jenga-Janga is a great lead up activity for the FIT-
NESSGRAM PACER test. Adapted from the game 
of Jenga, the fast-paced, jogging and counting 
game of Jenga-Janga 1.0 will definitely captivate 
your students. Teams will compete against each 
other by jogging to collect noodle pieces in order 
to build towers, being careful not to be the one to 
cause a tower to fall.  

EQUIPMENT:  
 � Hula Hoops (10-16)

 � Noodle pieces/sections (preferably 100-200 of 
two different colors, each stored in their own 

container)

 � 5-gallon buckets or baskets (3-4 per team)

 � Bucket of wristbands (or anything to represent 
points)

PROCEDURE:
Before classes arrive, place one set of hula hoops 
on one side of the midline of the gym and the oth-
er set of hula hoops on the opposite side of the 
midline, across from the other set of hoops (See 
Figure 1). Space each hoop approximately 3-5 feet 
apart. Next, place one container of noodle pieces 
(blocks) on one end of the gym against the wall 

It's Going to Blow!  DIAGRAM - Team vs. Team Edition


