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Stepping up the “Game” in Physical Education

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 
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of the Scorer and Speller positions (described be-

low), informing students that they can choose and 

change positions at any time during the game. 

To Begin: on the teacher’s signal, “Scorers” will 

begin throwing the Gatorskin balls, trying to 

score them into the basketball goal or corner 

trash cans located on the opposite end of the 

gym. Scorers may not cross the midline to roll or 

throw balls. All Scorers who make a shot into the 

trash can are allowed to take one Scrabble tile 

from either 5-gallon bucket located on the side-

lines to take back and place inside their team’s 

hoops. All Scorers who make a shot into the bas-

ketball goal are allowed to take two Scrabble 

tiles from either bucket. Note: encourage Scorers 

to get the scored balls out of the trash cans before 

getting the Scrabble tiles. Scorers may also catch 

thrown balls from the opposing team’s Scor-

ers. Note: Scorers must stay within the boundar-

ies and may not cross the sidelines or end lines to 

catch a thrown ball, especially where the trash cans 

are located. After each catch, Scorers who catch 

a ball must immediately take the Scrabble tile 

earned from either 5-gallon bucket located on 

the sidelines to take back and place inside their 

team’s hoops. “Spellers” are any players who cre-

ate words with the Scrabble tiles stored in their 

team’s hoops (See Figure 35). Spellers may work 

by themselves or collaborate with other Spellers 

to create words. Note: encourage Spellers to com-

municate with Scorers to collect specifi c letters in 

order to quickly complete desired words.

The key to a teams’ success is to utilize the most let-

ters in order to create the most words (one point 

is earned for every letter in every word that each 

team creates). Note: all words chosen to be spelled 

must contain 4 or more letters and, blank tiles can 

represent any letter. For example, the word “jump” 

would earn a team four points. Bonus: double 

points will be awarded for words that contain sev-

en or more letters. For example, the seven letter 

word “fi tness” would earn a team 14 points. Spell-

ers may also have to protect the spelled words 

in their team’s hoop from any stray balls coming 

from the opponent’s side. Spellers may remove 

letters from one hoop in order to complete a word 

at another hoop. Spellers may also change or add 

to words to increase the point value.

A signal will be given at the end of class to stop 

the game. The teacher and/or students assigned 

by the teacher will then count one point for every 

letter in each word correctly spelled inside their 

team’s hoop. Any unused letters inside a team’s 

hoop will not be scored. Remind counters to re-

member double points for the bonus words. The 

team with the highest score will be declared the 

“Scrabblistic Champions.”

Rules and Safety:

1. All Scorers who make a shot into the trash can 

are allowed to take one Scrabble tile and Scor-

ers who make a shot into the basketball goal 

are allowed to take two Scrabble tiles.

2. Scorers may not cross the midline to roll or 

throw balls. Balls may not be thrown at other 

players or at anything other than the basket-

Figure 35:  Spelling wordsFigure 35:  Spelling words
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ball goal and trash cans.

3. Scorers who catch a ball are allowed to take one 

Scrabble tile(s) from either 5-gallon bucket.   

4. Scorers must stay within the boundaries to 

catch a thrown ball.

5. All words chosen to be spelled must contain 4 

or more letters. No proper nouns may be used 

such as Matt, Sara, etc. The teacher may off er 

guidance for any misspelled words or suggest 

that the team pick a new word to spell.

6. Each letter in a word equals one point. Double 

points will be awarded for words that contain 

seven or more letters. 

7. Spellers may remove letters from one hoop in 

order to complete a word at another hoop. 

8. Spellers may also change or add to words to 

increase the point value. 

9. Two words will be removed from a team’s 

hoop if any player is caught taking more than 

the designated amount of Scrabble tiles from 

a bucket.

Variations: 

1. Vary diffi  culty by utilizing diff erent sized tar-

gets at various distances. Add more trash cans 

to each side.

2. Increase or decrease the number of letters a 

Scorer may earn after scoring a goal or trash can.

3. Use the actual Scrabble scoring system. Play-

ers will add up the points labeled on each 

Scrabble letter tile.

4. Allow Scorers to take one or more Scrabble 

tiles from the opposing team’s hoops if a ball 

is caught.

5. Create predetermined word lists to reinforce 

the learning and spelling of Grade-level 

words.

Scrabblistic • Diagram

= Bucket of tiles = Hoops = Balls= Trash can or
     basket


