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

die out of the hula hoop. Th is will eliminate 

students throwing the dice or making crazy 

rolls that leads to misplaced dice.

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

ing the lowest number and all players must 

advance one row for rolling the highest 

number. 

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

the plank” and exit the ship to jog another 

lap to earn a new ticket before re-entering 

the Pirate Ship.

6. Players may not remove dice from the hoops.

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

color and two of another. For example, Play-

er E will grab the two green dice and Player 

F will grab the two red dice. Th ese players 

will roll their dice, add both dice together, 

and compare totals to determine who has 

the highest score. 

2. Eliminate the dice and implement the game 

of “Rock, Paper, and Scissors.”

It’s Okay to be Odd  –  K-3

Objective:  Students will practice and reinforce 

number recognition, number comparisons, and be 

able to recognize the diff erences between odd and 

even numbers through the non-stop, moving game 

of It’s Okay to be Odd!

Equipment:  (Needs are based on a class of 60 

students)

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

of the gym or play area)

 � Th ree additional hula hoops (1 hoop per team 

and 1 hoop for the Coach)

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

 � Jumbo craft  sticks or tongue depressor sticks 

(300)

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

play area in half)

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

dents visualize and learn odd and even numbers

Procedure:  Before classes arrive, randomly place 

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

of the hoops on the opposite side of the gym with 

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

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

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

Place 100 sticks inside each of these three hoops 

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

cones on the midline to divide the gym or play area 

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

by having more sticks inside each team’s hoop. 

To Begin: Divide the class into two teams and 

send each team to opposite sides of the gym to sit 

down and await further instructions. Optional: be-

fore beginning the game, use the dry erase or chalk 

board to display and discuss all of the odd and even 

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

tures on the board and ask the students or explain 

to the students what number each die depicts and if 

it is odd or even and why.

 Figure 1
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Double the Physical + Double the Education = Double the Fun

On the signal “go,” all players, while remaining 

on their team’s side, will go to any of the available 

hoops on their team’s side to roll the die that is lo-

cated inside of each hoop. Note: some players may 

have to wait a few seconds if all hoops are occupied. 

All players who roll a 1, 3, or 5 (odd numbers) must 

perform one push up (or exercise of teacher’s choos-

ing) before going to earn one stick from the Coach’s 

Circle. For example, Player A rolls a three, immedi-

ately does one push up, and goes to the Coach’s Circle 

to take one stick to be carried and placed inside her 

team’s hula hoop. Note: make sure to leave the die in-

side each hoop. All players who roll a 2, 4, or 6 (even 

numbers) lose one stick from their team’s hoop. For 

example, Player B rolls a four and immediately goes 

and takes one stick from his team’s hoop to be car-

ried and placed inside the Coach’s Circle located in 

the center of the gym. Teams will continue the pro-

cess of rolling dice to earn sticks from the Coach’s 

Circle or lose sticks from their team’s hoop during 

each round (See Figure 2). Th e teacher will stop the 

game and determine if the Coach has more sticks 

than the teams or vice versa. Th e team/Coach with 

the most sticks will be declared the “It’s Okay to be 

Odd Champions.” Note: establishing a time limit is 

typically unnecessary because the “Coach’s Circle” al-

most always runs out of sticks fi rst, therefore causing 

the students to be declared the winners….hint, hint. 

Perform a 10-second count down while quickly re-

turning “approximately” 100 sticks to each of the 3 

areas (two hoops, and Coach’s Circle) before start-

ing the next round.

Rules and Safety:

1. All players who roll a 1, 3, or 5 must perform 

one push up before going to earn one stick 

from the Coach’s Circle to be carried and 

placed inside a team’s hula hoop.

2. All players who roll a 2, 4, or 6 lose one stick 

from their team’s hoop to be carried and 

placed inside the Coach’s Circle located in 

the center of the gym. 

3. Players must clearly drop their die ONE 

time and may not touch or alter the num-

ber in anyway once it is rolled. Th e roll still 

counts if if goes out of the hoop.

4. All sticks earned or lost may not be kept. 

Th ey must be placed in the Coach’s Circle or 

in the team hoop.

5. Th e opposing team will be awarded an auto-

matic win if any player is caught cheating.     

Variations: 

1. Add two dice to each hula hoop and instruct 

2nd – 3rd graders to create a math sentence 

with the numbers rolled inside their hoop 

to determine if the combined numbers are 

odd or even. For example, “an odd number 

of 3 plus another odd number of 3 equals an 

even number of 6.” Th erefore, that student 

would lose a stick to the Coach’s Circle for 

getting an even number.

2. Instruct students to perform the number of 

exercises (whether odd or even) based on 

the number that is rolled. For example, Play-

er A must perform fi ve push ups if he rolls a 

fi ve before earning a stick from the Coach’s 

Circle.
 Figure 2: Earning sticks or dropping 

off sticks at Coach’s Circle



38

PE2

100s

100s
100s

Coach’s
Circle

with 100 
sticks

Diagram:  It’s Okay to be Odd

Just Roll the Dice!  –  2-8

Objective:  To practice strategy, honesty, fairness, 

and honorable sporting behavior. Derived from the 

rock, paper, and scissors games of Head Honcho I 

and II, Just Roll the Dice is also a fast-paced and 

exciting game, reinforcing math competency, strat-

egy, luck, and honesty, but ultimately perseverance 

to become an elite Roll the Dice Champion.

Equipment:  (Needs are based on a class of 60 

students)

 � Hula-hoops (25-35 hoops; see diagram). Carpet 

squares or large poly spots can be substituted 

for hula-hoops). 

 � Two buckets of jumbo craft  sticks or tongue de-

pressor sticks (200± sticks per bucket; any item 

that can easily be carried or worn can be used).

 � A bucket of wristbands or anything that can 

be worn (50-75; wristbands work well because 

players put them on their bodies instead of car-

rying them in their hands.

 � A bucket of nylon juggling scarves or anything 

that can be worn (25-50; scarves work well be-

cause they too can be worn on diff erent body 

parts instead of carrying them in their hands.

Optional: placing fl oor tape on the ground inside 

each hula-hoop will help eliminate confusion if any 

hoop is accidentally moved.


