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Slingshot  –  3-8

Objective: Student teams will explore various 

ways to develop and improve ball manipulation and 

the slingshot skills of trajectory, force, accuracy, vi-

sual tracking, and improvement of socializational 

skills through the innovative game of Slingshot. It 

is recommended to play Slingshot aft er the game of 

Launch It!

Equipment:  (Needs are based on a class of 60 stu-

dents)

 � Flat Resistance Exercise or Can-Do Bands (30± 

or 15± bands per team). An Exercise Band is 

a rubber latex fl at band that comes in various 

lengths and resistances. I recommend purchas-

ing a medium resistance roll (usually the color 

green) and cutting it into lengths of 1.5 to 2.0 

feet segments.

 � Gator Skin Super 70 balls (30+; the more the 

better. A Gator Skin Super 70 ball is a 2.75” ball 

that is approximately the size of a baseball; col-

ored or numbered wiffl  e balls or other foam-

like balls may be substituted).

 � Traffi  c cones (20-24 or 10-12 per side)

 � Various targets for scoring points such as trash-

cans, hula hoops, and 5-gallon buckets, etc. (10-

20 targets per side).

 � Scoreboard or any means to keep score 

Procedure:  Before classes arrive, place six traffi  c 

cones approximately 8’-10’ from both sides of the 

midline. Place an additional fi ve to six traffi  c cones 

10’ to 15’ from each end wall. Place all of the Super 

70 balls within No Man’s Land. Randomly place 15 

therapy bands on each side of the gym or play area. 

Divide the 5-gallon buckets, hula hoops, trashcans 

and randomly place them on each side of the gym 

(see diagram for set up). Th e object of the game is 

for each team to score more points than the oppos-

ing team by slingshotting and scoring the most balls 

into the various targets on the opposite side of the 

gym. 

To Begin: divide the class into two teams and 

send each team to opposite sides of the gym to sit 

down and await further instructions. On the sig-

nal “go,” all students must choose to be in groups 

of 2- or 3-Player teams. Aft er teammates have been 

chosen, the 2- and 3-Player teams must experiment 

with ways on how to aim and shoot the ball at dif-

ferent angles and trajectories as well as determining 

fair ways of taking turns on who will hold and who 

will shoot the slingshot each time (see the game of 

Launch It for examples of the slingshot technique 

and some of the possible 2- and 3-Player ideas). 

Th e goal for each team is to slingshot the 

ball over No Man’s Land and the opponent’s teams 

 Figure 1: A ball shot into a bucket

 Figure 2: A ball shot into a hoop
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into one of the many targets on the opposite side of 

the gym. A score is considered successful if a ball 

lands and stays inside any of the various targets (see 

Figures 1 and 2). Note: there is no minimum to how 

many balls a target can hold. Each team will contin-

ue the process of slingshotting balls until the 10-30 

minute time limit has expired or a pre-determined 

score has been reached. Tally each team’s score to 

determine the Slingshot Champions for that round 

and return all balls to No Man’s Land before starting 

a new round. Option: create point values for scor-

ing a bucket, hoop, or trashcan. For example, scor-

ing into a trashcan equals 10 points, into a bucket 

equals 5 points, and into a hoop equals 3 points.

Rules and Safety:
1. Each group may only have one ball in their 

possession at a time and can retrieve balls 

from anywhere on their side of the playing 

area or inside “No Man’s Land”.

2. At no time may a group launch a ball from 

within “No Man’s Land” or from within 

the area that the targets are located (area 

between the closest traffi  c cones and their 

Diagram:  Slingshot

Players are not allowed in between these 

traffi  c cones (No Man’s Land), except to 

retrieve balls.

Super 70 balls that the Slingers 

will Slingshot.

Th erapy bands to be used as 

the Slingshots.

Each team’s Slingers are allowed to sling-

shot balls from anywhere in between 

these cones.

Nobody is allowed 

in this area except to 

retrieve balls that were 

not scored. Players are 

trying to score balls 

inside the targets on 

the opposing side.
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team’s end wall). 

3. Defending the targets by blocking airborne 

or rolling balls is not allowed.

4. Players may not remove balls from within a 

target until each game or round is over.

Variations: 
1. Instead of the teacher positioning the tar-

gets, allow each team the ability to position 

the opposing team’s targets before the game 

begins. 

2. Implement Slingshot Duel. Th e goal for 

this variation is for each team’s Slingers is to 

slingshot the ball over No Man’s Land to a 

teammate/Catcher on the opposite side of 

the gym. Th e object of the game is for each 

team to score more points than the opposing 

team by catching the most balls. A Catcher’s 

job is to catch a ball while staying inside 

there team’s “Catching Area”. A catch is con-

sidered successful if it is caught in the air or 

off  any wall before it hits the ground. Catch-

ers, upon catching a ball, will immediately 

go to and give the Scorekeeper (teacher) the 

caught ball. In turn, the Scorekeeper will 

give that Catcher’s team 1 point. Th e Score-

keeper will immediately put the ball back 

into play by dropping or rolling the ball into 

No Man’s Land. Each team will continue the 

process of slingshotting and catching balls 

until the time limit has expired or reached a 

pre-determined score.

Rules and Safety for SLINGSHOT DUEL:

1. Every player has a choice to be a “Slinger” or 

a “Catcher” and can change positions at any 

time. All players must decide on how they 

are going to contribute to their team. 

2. A Catcher’s job is to catch a ball while stay-

ing inside there team’s “Catchers Area”. A 

catch is considered successful if it is caught 

in the air or off  any wall before it hits the 

ground. 

3. Catchers may not pick balls up off  the 

ground and bring them to the Scorekeeper. 

Th is will result in an automatic forfeit or 

subtraction of 5 points. Note: this should be 

pre-determined by the teacher and mentioned 

at the beginning of the game.

Slingshot continued...


