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Stepping up the “Game” in Physical Education

and/or 2 is lower than 5.

2. Instruct 2nd – 5th graders to create and state 

the math sentence with the numbers rolled 

inside their hoop. For example, “6 is greater 

than 3” or “3 is less than 6”, or “2 is equal to 2”. 

Increase the diffi  culty by having them create 

and state math sentences such as, “5 is 3 more 

than 2,” or “4 is 2 less than 6.” 

3. Place four dice in each hoop. For example, two 

dice are green and two dice are white. The 

combination of adding two dice will allow for 

larger numbers to be created.

4. Switch up the rule for how players win. For 

example, the lowest number rolled wins. Cre-

ate new skills to be performed for the losing 

players.

Scarf Unit — K–2
Objective:  Students will explore the various ways 

to develop and improve manipulation skills such 

as visual tracking, accuracy, control, throwing, 

catching, right- and left-handed manipulation, 

and socialization skills through the use of juggling 

scarves.

Equipment: 
 � One nylon juggling scarf per student; Music 

works great as well

Procedure:  Instruct students to sit down in 

personal space. Give each child one scarf. Note: 

remind each student that failure to hold the scarf 

when the teacher is talking will result in it being 

taken away! Choose the ideas from the following 

activities that will work best for you. This list is not 

exhaustive. Feel free to add or eliminate ideas to 

meet the class objective.

Individual Activities 

Single Skills:

1. Throw the scarf up and keep it from hitting the 

ground:

• While sitting down 

• While lying on your back

• While standing 

2. Now stand up and throw the scarf up as high 

as you can. How low or close to the ground 

can you let the scarf get before catching it? 

•  Try catching at a medium or high level

•  How many jumping jacks (or any other 

activity) can you do before the scarf hits 

the ground? 

3. Toss the scarf with your right hand and catch it 

with your left hand…..and visa versa.

4. Throw the scarf under your leg and then catch 

it (See Figure 32). 

5. Throw the scarf behind your back with one 

hand and catch with the other hand.

6. Throw the scarf up and catch it behind your 

back.

Figure 32:  Under leg throw and catchFigure 32:  Under leg throw and catch
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7. Throw the scarf up and keep it up by blowing 

it up (See Figure 33).

8. Throw the scarf up, spin around, and then 

catch it.

• Throw, clap, catch 

• Throw, touch the fl oor, catch

• Invent your own toss and catch, and then 

show someone  

9. Toss and catch the scarf and keep it from hit-

ting the ground or anyone else, while moving 

around the room.

• Try tossing and catching the scarf while 

hopping, jumping, galloping, skipping, etc.

10. Toss the scarf up and catch it on:

 • Your fi nger • Your shoulder

 • Your nose • Your head

 • Your knee • Your toes

 • Your elbow • Your shin

 • Your belly • Your calf

 • Your back • Your heel

 • The back of your head

11. Wave your scarf around and dance or move 

to the beat of the music. Hint: pick a fun song 

like Dueling Banjos by Arthur “Guitar Boogie” 

Smith and make up movements to the banjo 

#1 beat and instruct the students to copy your 

movements on the banjo #2 beat.

12. Now invent your own scarf trick and show 

someone.

13. Game: Keep your scarf up, while trying to 

knock other player’s scarves to the ground. 

Any scarf touching the ground results in 10 

jumping jacks before being allowed to pick 

the scarf up again.

14. Game: tuck one or two scarves inside your 

side pocket(s) or at your hips. Make sure most 

of the scarf is visible. Now play Grab the Flag 

and move around the play area pulling and 

dropping other player’s fl ags while trying to 

avoid letting them pull your fl ag. If your fl ag is 

pulled, pick up your fl ag and go do 10 jump-

ing jacks (or any other exercise) outside the 

boundaries before re-entering the game.

15. Challenge: use two scarves. Note: provide 2 

scarves for each student, and teach beginning 

juggling. Go to www.google.com and search 

“how to juggle” for ideas/methods on juggling.

• Implement any of the previous skills with 

the challenge of using two scarves.

• Add a third scarf if you have the patience!   

16. Free time, practicing previously learned skills 

with the scarf. 

Partner Skills:  (instruct students to partner up 

and sit down to await further instructions)

1. Each partner throw your scarf at the same 

time and catch your partner’s scarf. Get farther 

apart as you make successful catches.

• Pass both scarves back and forth as fast as 

you can for a speed test.

2. Now lie down on your backs. Throw your scarf 

to your partner and keep the scarf from touch-

ing the fl oor.  

3. Stand back to back and without turning 

around, toss your scarf for your partner to 

catch (See Figure 34).

Figure 33:  Blowing it upFigure 33:  Blowing it up
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4. When I turn on the music, play “Follow the 

Leader” and whatever trick the leader per-

forms with the scarf, the follower must per-

form. Now switch positions.

5. With your partner, invent your own scarf trick 

and show someone.

6. Free time, practicing previously learned skills 

with the scarf.

Figure 34:  Back to back partner catchFigure 34:  Back to back partner catch

Scrabblistic Unit — 3–8
Objective:  Challenge students’ throwing accuracy 

and spelling skills through the hair-raising game 

of Scrabblistic. In Scrabblistic, students must score 

points in order to earn scrabble tiles, and in turn, 

stretch the student’s minds by providing multiple 

opportunities to recall and practice spelling words. 

The combination of spelling fundamentals, exer-

cise, memorization, and teamwork forces players to 

strategize while constantly earning tiles in order to 

spell words and earn as many points as possible..

Equipment:  (Needs are based on a class of 56 

students)

 � Scrabble tile sets (2-4; Scrabble tile sets are rec-

ommended for their durability. Note: before pur-

chasing sets, I recommend asking colleagues and 

friends to donate any Scrabble games that they 

may have lying around their classroom or house. 

Also, consider what is in a typical Scrabble set 

to determine how many tile sets you will need 

for your classes. I recommend one set per 15-20 

students. A game of Scrabble contains 100 letter 

tiles (see Crack the Code for the complete letter 

tile distribution).

 � Gatorskin balls (30+ of the 6” to 8” balls; the 

more the better)

 � Hula hoops (4)

 � 5-gallon buckets or pop up hampers (2) 

 � Trashcans, barrels, or storage bins (4)

 � Basketball goals (2 if available; set between 8’ to 

10’)

 � Optional: consider making alphabet sets on in-

dex cards, printing and laminating sets of letters 

or utilizing pre-printed alphabet cards or teach-

ing tools.

Procedure:  Before classes arrive, place all Gator-

skin balls in the center of the gym and one trashcan 

in each corner of the gym. Next, place one 5-gal-

lon bucket containing half of the Scrabble tiles at 

the center of the sideline and the other 5-gallon 

bucket containing the remaining Scrabble tiles 

at the opposite center sideline. Finally, place two 

hoops at one end of the gym and two hoops on 

the opposite end of the gym (see diagram for set 

up). The object of the game is for each team to 

throw balls to score as many goals as possible in 

order to earn Scrabble tiles. Their intentions are to 

create more words than the opposing team. 

Divide the class into two teams and send each team 

to opposite sides of the gym to sit down and await 

further instructions. Provide a brief explanation 


