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Match Madness — K–3
Objective:  Match Madness is a high energy, non-

stop fi tness game. The key to success in this game 

is to fi nd multiple hidden card matches. Note: 

“What lies Beneath?” is a great game to play with 

Grades 3 through 8 in conjunction with Match Mad-

ness due to similarities in game set up. 

Equipment:   (Needs are based on a class of 54)

 � Large Face Playing Cards (1 deck; there are 52 

playing cards plus 2 jokers per deck)

 � Spectrum Poly Markers/spots 9” Circles (65; 54 

spots to cover up the playing cards plus 10-15 

additional spots with nothing under them)

 � Bucket of jumbo craft sticks or wristbands (100+ 

to be used as points; the more the better)

Procedure:  Before classes arrive, spread out all 

of the playing cards from the deck inside the pe-

rimeter of the gym. Next, place the bucket of sticks 

in the center of the play area. Place one poly spot 

over each of the cards (see diagram for setup). The 

object of the game is for students to uncover one 

card and then locate a friend who has the match-

ing number and color on their card. 

To Begin: instruct students to sit down in 

personal space. Explain that most of the poly 

spots have one playing card underneath them. 

The cards underneath the spots can be an ace 

through king. Aces equal one; two through ten 

represent their face value; and J’s, Q’s, K’s, and 

Jokers equal 10. On the signal “go” each player 

will travel and uncover any one poly spot (See 

Figure 26). 

Figure 26: Looking under a spotFigure 26: Looking under a spot
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Stepping up the “Game” in Physical Education

 Note: the only time players may look under an-

other spot is if a card was not found under the 

initial spot chosen. Each player will then pick 

up and determine what their card is and begin 

traveling around the play area to locate an-

other player with the same number card and 

color. For example, player A uncovers a seven 

of hearts. Player A will travel around the gym 

until he fi nds the player who has the red seven 

of diamonds. Note: a red jack must be matched 

with a red jack; a black queen must be matched 

with a black queen, and likewise for jack, queens, 

kings and jokers. All players, once a match is 

achieved with a friend, must perform an exer-

cise based on the number represented on their 

card. For example, Player A and B must perform 

seven jumping jacks for matching their seven of 

hearts and seven of diamonds. Note: some ex-

amples of exercises can be, but are not limited to, 

jumping jacks, laps around the boundaries, rope 

jumps, lunges, sit ups, knee bends, hops on one 

foot, and push ups. Exercises can be written on 

a chalkboard/dry erase board or taped to the 

wall. Upon completing their exercises, players 

will show their matching cards to the teacher. 

A successful match results in each player get-

ting one stick/wristband. Note: wristbands work 

well because students can wear them and do not 

have to worry about carrying them. Players, af-

ter earning a stick/wristband, must take and 

replace their cards under any empty spot be-

fore going to uncover a new card. Note: allow 

students who appear to be struggling with fi nd-

ing matches, the opportunity to uncover a new 

card. Make sure they hide their old card fi rst. A 

signal will be given at the end of class for each 

player to fi nd their own personal space. Players 

will then count one point for every stick/wrist-

band they have earned. The player(s) with the 

highest score will be labeled the “Match Mad-

ness Champion(s)”. The teacher will recognize 

all other players by announcing the following 

categories that each player may fall under:

1. 10-12 points is Superhuman 

2. 6-9 points is Gifted

3. 4-6 points is Exceptional

4. 1-3 points is Skilled

Optional: before going to the next round, stop 

and let students share some possible strategies 

they utilized to be successful, placing special 

emphasis on those players that were thinking 

“outside of the box.”

Rules and Safety:  

1. A player may only look under one spot at a 

time. Poly spots may not be moved to an-

other location.

2. All players, once a match is achieved with a 

friend, must perform an exercise based on 

the number represented on their card. 

3. Upon completing their exercises, players 

will go and show their matching cards to 

the teacher. 

4. Players, after earning a stick/wristband, 

must take and replace their cards under any 

empty spot before going to uncover a new 

card. One card may be placed under one 

poly spot at a time.

5. Players who uncover more than one card at 

a time will be instructed to sit out for two 

minutes for cheating.

Variations:  

1. Allow younger students to match their 

number with any color number. 

2. Replace the playing cards with scrabble 

tiles.

3. Replace the playing cards with cards or pic-

tures containing matching shapes, colors, 

numbers, etc.
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4. Students must fi nd two or more people 

who match their card, scrabble tile, shape, 

color, etc.

5. Add another deck of cards for class sizes 

over 54.

Match Madness • Diagram

Mathletics — 3–8
Objective:  Mathletics will reinforce and provide 

multiple practice opportunities to deepen student 

comprehension of basic mathematical concepts. 

The combination of math fundamentals, athletics, 

and teamwork forces teammates to strategize and 

think while constantly exercising to solve 10 num-

ber sentences quicker than the opposing teams. 

Equipment:   (Needs are based on a class of 36-48 

students or 12 teams of 3–4 per team)

 � Hula hoops (12 or one per team)

 � Large Face Playing Cards with jokers (8-12; ap-

proximately one deck of cards per team)

 � Mathletic Task Sheet (one per team; Task sheet A 

for round 1 and sheet B for round 2)

 � Pen/pencil (one per team) 

 � Optional: one jump rope per team

Procedure:  Spread out 12 hula hoops within 

the gym boundaries. Next, place one jump rope, 

Mathletic Task Sheet A, and pencil inside each hula 

hoop. Finally, scatter all of the decks of cards (face 

up) on the fl oor around the center area of the gym. 

The object of the game is for each team to fi nd 


