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Stepping up the “Game” in Physical Education

Rampage — 2–8
Objective:  Students will practice and improve 

rolling for accuracy, spatial awareness, teamwork 

and defensive strategy in the non-stop, high-ener-

gy game of Rampage. 

Equipment:   (Needs are based on a class of 60)

 � Gator Skin Super 70 balls (60 or one per student; 

A Super 70 ball is a 2.75” ball that is approxi-

mately the size of a baseball; colored or num-

bered wiffl  e balls or other foam-like balls may 

be substituted).

 � Dome or half cones (60 or one per student; A 

dome cone is 7 – ¾” in diameter, 2” in height 

plastic cone, with a 2 – ¼” diameter hole on top).

 � Gatorskin balls (50-100 of the 6” to 8” balls)

 � Optional idea: Provide wristbands or jerseys for 

any students who may not get a ball and cone. 

For example, if 12 players do not get a ball and 

cone then provide six players with six red wrist-

bands and six players with blue wristbands-col-

ors may vary

Procedure:  Before classes arrive, place all of 

the Gatorskin balls in the center of the play area. 

Place half of the Super 70 balls and cones on one 

side of the gym and half of the balls and cones 

on the opposite side of the gym. When students 

arrive, divide the class into two teams and send 

them to opposite sides of the gym to get a Super 

70 ball and a cone and sit down in personal space 

to await further instructions. Note: provide wrist-

bands or jerseys for those students who do not get 

a ball and cone. The object of the game is to be-

come the “Rampage Team Champions” by having 

the most cones on your team’s side by the end of 

each round and/or becoming the “Rampage In-

dividual Champion” by being the player(s) who 

personally earns the most individual cones. Note: 

the term “cone” will be referred to as a cone with a 

ball on top of the cone. A cone can be taken to each 

teams’ side by knocking the balls off  of the oppos-

ing teams’ cones. Provide a 10-second countdown 

for players to quickly determine the best spot to 

place their cones and balls. 

To Begin: players must choose and implement 

one or more of the following strategies to help 

them succeed during the game: Players have the 

choice of…

1. Playing defense by constantly guarding their 

own cones from the opponents’ rolled balls.

2. Leaving their cone to get Gatorskin balls to try 

and earn another cone by rolling and knock-

ing an opponent’s ball off  of their cone. Players 

must remember that they are taking a chance 

by leaving their cones unguarded and as easy 

targets. 

3. Partnering up with one teammate to try and 

earn as many cones for your group. This strate-

gy has the potential of allowing one partner to 

stay back and guard the cones, while allowing 

the other partner the opportunity to go and 

try to earn additional cones.

Note of instruction for those players who may 

have started the game without a ball and cone: 

instruct players who are wearing wristbands to get 

Gatorskin balls and try to earn their own cones be-

fore attempting to implement the above strategies. 

Players must stand to guard their cones and may 

block the opponents’ rolled balls with hands and 

feet, but may not kick the balls. All balls must be 

placed on top of the cone and not under the cone 

or wedged into the hole of the cone. Players may 

not touch their cone while guarding it (See Figure 

29). Players wanting to earn cones may not cross 

the midline when rolling balls. All players knock-

ing a ball off  a cone are allowed to cross the mid-

line to claim that cone. Players on the same side 
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should be careful not to knock the balls off  of their 

own teammate’s cones. Resetting a ball, whether 

the ball was knocked off  by an opponent or ac-

cidentally knocked off , is illegal. Anyone violating 

this rule will be given a 2-minute timeout with 

the next infraction resulting in a disqualifi cation 

for that team. The cone and ball must be left for 

an opponent to claim. Note: instruct players to 

play “Rock, Paper, Scissors”, if two players claim they 

earned a particular cone. 

End each round every 5-10 minutes, and declare 

the player(s) who earned the most cones the 

“Rampage Individual Champion(s)” and the side 

with the most overall cones the “Rampage Team 

Champions” for that round. Start a new round 

once the winners have been declared and every-

one gets one cone and ball. Note: if wristbands 

were used then allow those players to switch with 

their teammates. Also, allow players the opportunity 

to reposition their cones anywhere within the gym 

boundaries before starting each round.

Rules and Safety:  

1. Players must stand to guard their cones and 

may block the opponents’ rolled balls with 

hands and feet, but may not kick the balls. 

2. All balls must be placed on top of the cone 

and not under the cone or wedged into the 

hole of the cone. 

3. Players may not touch their cone while 

guarding the cone. 

4. Players wanting to earn cones may not 

cross the midline when rolling balls. 

5. All players knocking a ball off  a cone are 

allowed to cross the midline to claim that 

cone.

6. Players on the same side should be care-

ful not to knock the balls off  of their team-

mates’ cones. 

7. Resetting a ball, whether the ball was 

knocked off  by an opponent or accidental-

ly knocked off , is illegal. The cone and ball 

must be left for an opponent to claim.

Variations:  

1. Allow players to throw the Gatorskin balls.

2. Allow more than 2 players the ability to 

team up and protect each other’s cones.

Figure 29:  Players guarding their conesFigure 29:  Players guarding their cones


