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Pace Maker II— K-6
OBJECTIVE: 
Derived from the original game of Pace Maker 
(PE2theMax by J.D. Hughes, 2005), the outrageous-
ly aerobic game of Pace Maker II reinforces the 
concept of pacing and its importance in physical 
activity, while introducing and reinforcing various 
locomotor skills.   

EQUIPMENT:  
 � Hula hoops (8 green, orange, blue and red 

hoops). Substitute poly spots or items that can 
be used to designate travel lanes. Like-color 
hoops or poly spots are recommended, but 
not required. Poly spots are recommended for 
larger classes because they take up less space, 
which will allow room to add more teams.

 � Popsicle or tongue depressor sticks to repre-
sent points (1000+)

 � 5-gallon buckets (8 or 2 per team; 4 empty 
buckets  and 4 buckets with sticks)

 � Pace Maker II Challenges (4 copies or 1 per 
team; taping the list on the wall is recommend-
ed)

 � Optional, but HIGHLY ENCOURAGED: wrist-
bands to represent points that are turned in to 
the teacher during the game. Hint: I select 1-2 
Captains from each team. They play the game 
just like everyone else, but are allowed to collect 
50 sticks from their team’s bucket to turn in to 
the teacher for one wristband. At the end of the 
game, totaling the score for each team is easier 
because each wristband equals 50 points plus 
the one point sticks that remain.

 � Optional: traffic cones to separate each team

PROCEDURE: 
Before classes arrive, place four rows of hula 
hoops on the floor. Next place an empty bucket 
along with one Pace Maker II Challenge poster at 
the beginning of each row of hoops. Finally, place 

a bucket of sticks at the end of each row (see 
diagram for set-up). The object of the game is 
for each team to pace themselves and earn more 
sticks than the other teams within the designated 
time limit.

Divide the class into four teams and assign each 
team to a different color row. Explain that the 
verb Pace is defined as “doing something at a 
controlled rate: to run or work at an even con-
trolled speed so as not to waste energy” (Encar-
ta® World English Dictionary). The key to success 
in the game of Pace Maker II is being able to com-
plete the Pace Maker II Challenges without hav-
ing to quit due to exhaustion. Note: Reading The 
Tortoise and the Hare, especially with the young-
er students, may also enhance student learning 
of the concept of pace. Don’t have the book? Give 
them an abbreviated version or Google and print 
the story. I equate that “slow and steady wins the 
race” is being able to pace yourself the entire class 
without stopping.  

To Begin: On the teacher’s signal, all players 
must look at their Pace Maker II Challenges and 
begin performing the first locomotor movement 
listed (See Figure 1). For example, the Red team 
has completed the first seven challenges and 
read number eight which states, “Sprint.” Each 
player will begin sprinting in the open lane to-
wards their team’s stick bucket until they cross 
the end line located on the opposite end of the 
gym. Upon crossing the end line, each player 
will retrieve one stick from their bucket. The Red 
team will return home by walking or jogging via 
the Red hoop lane (See Figures 2 and 3). Note: re-
mind students to treat the travel lanes like the flow 
of traffic when in a car. Perform the skill in one lane 
towards the stick bucket and return via the hoop 
lane to avoid any head on collisions. Upon return-
ing home, students will drop their sticks into their 
team’s bucket before reading the next challenge 
to find out the next locomotor skill to perform 
(See Figure 4). Note: although most players won’t 
notice, the faster paced players will eventually pass 
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some of the slower paced players. It may be neces-
sary to stop the class and mention that each person 
has his or her own, unique pace and the goal is to 
not be the Hare who had to stop frequently because 
it went to fast. 

When the time has expired, total each team’s 
points. Hint: when implementing the Captain and 
wristband technique. Each team will already have 
wristbands and sticks in their team’s bucket. Save 
time by giving each team one more wristband to 
avoid counting the remaining sticks and tell stu-
dents that you are rounding up each team’s remain-
ing points. Total up the wristbands so that scores 
will be 150, 200, 250, etc. The team to earn the most 
sticks within the designated time limit will be de-
clared the winners. Note: again, take opportuni-
ties before, during, and/or after the game to show 
examples or get feedback of how “pacing” was and 
was not demonstrated. Try to get the point across 
that the players who pace themselves do not nec-
essarily go as fast, but are able to last longer and 
attempt more locomotor skills without getting 
exhausted. 

RULES:
1. Follow the Pace Maker II Challenges in order. 

Do not skip any locomotor skills.

2. Each team must stay in their proper lanes 
when traveling to and from the stick bucket to 
avoid any collisions.

3. Only one stick can be taken out of the bucket 
upon completion of a locomotor skill.

4. Players must carry their sticks and drop them 
in their team’s bucket before starting a new 
challenge.

VARIATIONS:
1. Add any locomotor skills as a review to check 

for student comprehension.

2. Add easier or more difficult locomotor skills.

3. Add various kinds of objects or manipula-
tives that must be carried or performed from 
one end to the other. For example, balancing 
a beanbag on the back of your hand, balanc-
ing a tennis ball on a badminton racquet, or 

Figure 1:  What Challenge is next?

Figure 3:  Returning home with stick

Figure 2:  Challenge 8 – sprinting to get a stick

Figure 4:  Dropping stick off in team bucket
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         = perform challenge in this direction = return home in this direction 

= stick bucket                = empty bucket where each team drops off their points 

Poster 

Poster 

Poster 

Poster

Pace Maker II DIAGRAM

performing a variety of scooter skills. Note: 
see The Dynamic Duo for a game that reinforces 
these skills.

SPECIAL NOTE: unsure of how to do a skill such as 

the Karaoke or Shoot Dance? Google or search the 
web by typing in “how to do the Karaoke exercise 
or Shoot Dance” to get multiple demonstration 
videos. Complete the list in the following order. Remember to PACE yourself!!!

{Make sure to get a stick each time you travel the length of the gym}

Great job now START OVER!!!

Pace Maker II Challenges
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Complete the list in the following order. Remember to PACE yourself!!!

{Make sure to get a stick each time you travel the length of the gym}

Great job now START OVER!!!

Pace Maker II Challenges

1.  March
2.  Walk Backwards (look where you are going!!!)
3.  Jump on both feet
4.  Hop on one foot
5.  Gallop
6.  Slide Step (like galloping sideways)
7.  Jog
8.  Sprint
9.  Crab Walk
10.  Skip
11.  Leap
12.  Lunges
13.  Bear Crawl
14.  Hopscotch (straddle jump, hop, straddle jump, hop)
15. Karaoke
16. Shoot Dance


