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Smack Down — 2–8
Objective:  Smack Down reinforces throwing for 

accuracy and forces students to think about strate-

gy, while employing teamwork in order to succeed.

Equipment:   (Needs are based on a class of 48)

 � Noodles pieces (50-100). Create mini noodles 

by cutting long aqua foam noodles into 1- or 

2-inch pieces--an electric carving knife works 

best). Create mini-noodles by recycling used 

swim noodles. Foam building blocks may be 

substituted.

 � Large storage bin (1; for storing noodle pieces)

 � Hula-hoops (1 per team)

 � Gator Skin Super 70 balls (three of each color 

per team; for example, 3 red, 3 blue, 3 green, 3 

orange, 3 purple, or 3 yellow per team

Procedure:  Before classes arrive, place the con-

tainer of mini-noodle pieces in the center of the 

play area. When classes arrive, instruct students 

to get into groups of eight. Give each team one 

hula hoop, three mini-noodles (blocks), and set 

of three balls, and have them sit down with their 

group to await further instructions. The object of 

the game is to destroy the opposing teams’ tow-

ers while having the tallest tower (or most blocks) 

standing at the end of each round. 

Provide a brief explanation of the Builder, Protec-

tor, and Destroyer positions (described below), 

informing students that they can choose and 

change any position at any time during the game. 

Also, provide one minute for each group to quick-

ly brainstorm and strategize the best spot to place 

their team’s hula hoop, tower, and balls. 

To Begin: on the teacher’s signal, players can 

choose to play any of the following positions: 1. 

“Builders” are any players who choose to help 

build and rebuild their team’s tower by keeping 

their team’s blocks stacked on top of each other. 

Builders must stay aware of the fact that their tow-

er will probably be under constant attack during 

the game. Note: help teams realize that they must 

be careful when stacking the blocks because most 

blocks diff er in shape and width, which may cause 

the tower to become unsteady and fall. Teams must 

stop building when the designated time limit 

has expired or the signal is given by the teacher 

to stop. Note: a destroyed tower can be rebuilt at 

anytime during the game. 2. “Destroyers” are any 

players who roll or throw their team’s balls with 

the intent to destroy or knock down the oppos-

ing teams’ towers. A throw begins by standing 

inside the team’s hoop to advance their team’s 

ball to another Destroyer teammate(s) down the 

court. Once a ball is caught by a teammate, he or 

she may not advance or move towards another 

team’s hoop, but may rotate and toss it to his or 

her teammate(s) waiting further down the court 

(See Figure 36). Destroyers may also travel inside 

and outside the boundaries to throw balls. All 

balls that are dropped or contact the fl oor, even 

after destroying a tower, must be foot-dribbled 

and entered into the team’s hoop before being 

reentered into the game. Destroyers, at any time, 

can attempt to throw the ball and destroy an op-

ponent’s tower as long as they do not touch the 

Protectors or the Protector’s hoop. Note: encour-

age students to think of strategies to better assist 

them in destroying a team’s tower. Also, provide 

an opportunity for students to tell others some of 

their successful “knock down” strategies. Only the 

Destroyers who throw the ball and knock down 

a tower, causing the tower to fall to the ground, 

are allowed to take one of that team’s blocks back 

to add to their own team’s tower. Note: Destroy-

ers cannot throw balls at a team’s tower if that team 
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is down to their last block. 3. “Protectors” are any 

players who choose to do whatever it takes to de-

fend their team’s tower from the destroyers’ rolled 

or thrown balls. Protectors must clearly stand on 

the outside of their team’s hoop to protect their 

tower (See Figure 37). Protectors may only block 

balls and cannot physically touch an opponent.

A team may re-earn blocks if their team has less 

than three blocks. Teams must keep in mind the 

following rules when attempting to re-earn a 

block for their team: 

1. All members of a team must hold hands and 

circle up around their team’s hoop. 

2. Once connected, all members must sing aloud, 

“Ring around the Rosie, pocket full of posies, 

ashes, ashes, we all fall down” (See Figure 38). 

Occasionally, implement other songs such as 

“Twinkle, Twinkle, Little Star”, Mary had a little 

lamb”, or “Old McDonald”.

3. Each team, after singing the song, is allowed 

to go and get a total of one block to take back 

to their team’s hoop. Repeat the same process 

in order to earn another block. 

4. A team with at least three blocks is not allowed 

to re-earn more blocks.

The teacher, upon stopping the game, will quickly 

travel from hoop to hoop determining which team 

has the most blocks in their tower. Note: all blocks 

not stacked in the tower will not be counted in the 

overall total. Clean up and start a new round once 

a team has been declared a winner. Each team 

helps clean up by returning all but three blocks to 

the container and placing all three balls back into 

their team’s hoop. Note: allow each team the op-

portunity to reposition their team’s hoop anywhere 

within the gym boundaries.

Rules and Safety:

1. Teams at anytime may begin construction of 

their tower by stacking each building block. A 

destroyed tower can be rebuilt at anytime dur-

ing the game.

Figure 36:  Destroyers throwing to a teammateFigure 36:  Destroyers throwing to a teammate

Figure 38:  A team re-earning a blockFigure 38:  A team re-earning a block

Figure 37:  Protecting the tower from a DestroyerFigure 37:  Protecting the tower from a Destroyer
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2. A throw must begin from inside the team’s 

hoop to advance a ball to a teammate. Any 

player catching a ball may not advance or 

move towards another team’s hoop. 

3. Destroyers may travel inside and outside the 

boundaries to throw balls. 

4. All balls that are dropped or contact the fl oor 

must be foot-dribbled and entered into the 

team’s hoop before being reentered into the 

game. 

5. Destroyers can attempt to throw the ball and 

destroy an opponent’s tower as long as they 

do not touch the Protectors or the Protectors 

hoop. 

6. Destroyers who knock down a tower are al-

lowed to take one of that team’s blocks back 

to add to their team’s tower. Destroyers can-

not throw balls at a team’s tower if that team is 

down to their last block.

7. Protectors must clearly stand on the outside of 

their team’s hoop to protect their tower. Pro-

tectors may only block balls and cannot physi-

cally touch an opponent.

8. A team may re-earn blocks if their team has 

less than three blocks (see rules above).

9. Teams must stop building when the designat-

ed time limit has expired or the signal is given 

by the teacher to stop.

10. The teacher will travel from hoop to hoop 

counting each team’s blocks to determine 

which team has the most blocks. All blocks not 

stacked in the tower will not be counted in the 

overall total.

Variations:

1. Increase or decrease the size of each group 

based on class size. 

2. Create a diff erent method for re-earning 

blocks.

3. Allow teams to collect more than one block at 

a time. This will greatly increase the size and 

structure of the buildings being created.

4. Emphasize more strategy by allowing teams 

to form alliances with other teams. Discussing 

or demonstrating what an alliance is may be 

necessary.

5. Increase cardiovascular fi tness by increasing 

the boundaries or playing the game outside.

Snack Attack — K–3
Objective:  Snack Attack is a high-energy move-

ment based tag game designed to address and 

reinforce the importance of exercising and eating 

healthy snacks on a daily basis

Equipment:   
 � Healthy Snacks Food Set (1 set includes 18 piec-

es; substitute fruit and vegetables with various 

colored beanbags or pictures).

 � Whole swim noodles cut in half (3-5 half–size 

noodles; each noodle can represent some type 

of unhealthy snack. For example, a soft drink, ice 

cream, snack cake, cookies, and candy).

Procedure:  Before classes arrive, place one cone 

at opposite ends of the midline. The object of 

the game is to be as healthy and fi t as possible by 

avoiding too much unhealthy junk food. 

To Begin: instruct the class to sit down in personal 

space within the 10-second countdown and await 

further instructions. Hand out one of each of the 


