
The Tri Factor         3-8 
OBJECTIVE: 
Feeling Lucky? Watch as teammates communicate and try to guess each round’s Tri Factor to 
earn valuable points with the ultimate goal of being the Tri Factor Champions. But look out! A 
wrong guess forces your team into one of six different fitness choices and multiple wrong 
guesses just may cover all of your fitness minutes for the day.  
 

EQUIPMENT: (needs are based on a class of 48) 
! Hula Hoops (16 or 1 hoop per group of 3) 
! Die (1 for the teacher to roll)  
! Bucket of tongue depressor sticks (200±) 
! Jumbo Colored Craft Sticks (16 red, blue, and orange sticks; Can be purchased in packs of 75 

with 15 red, blue, green, orange, and yellow sticks at S&S Worldwide or www.ssww.com; 
see Figure 1). Choose 3 colors to use for this game and provide one of each color stick per 
hoop. Red, blue, and orange were chosen to be used in the game description below.   

! 1 bucket or the teacher’s pants pocket to hide one red, blue, and orange stick.      

            
               Figure 1: Jumbo Craft Sticks                     Figure 2: Sticks inside the center circle 
 

PROCEDURE:  
Spread all of the hoops around the perimeter of the gym and place one red, blue and orange stick 
inside each hoop. Randomly spread out the sticks from the bucket of sticks inside the center 
circle of the gym (See Figure 2). Instruct students to get into groups of three and then select a 
hoop as their home base. Each player from each team must then choose a certain color stick and 
represent that color the entire game. For example, Player 1 chooses the red stick to hold, Player 2 
chooses the blue stick to hold, and Player 3 chooses the orange stick to hold and these players 
must represent that color the entire game. Note: create one to two groups of four if the class 
numbers are not divisible by three. The fourth player on a team will have to partner up and 
share a color stick with a teammate. The object of the game is to get as many matches as 
possible in order to earn more sticks than the opposing teams.  
To Begin: At the beginning of every round, the teacher will provide a 10-second countdown. 
During the 10 seconds, each team must guess/declare what color order they think the teacher will 
draw from the bucket. Note: the teacher will be drawing sticks, one at a time, from inside a 
bucket, or pants pocket (I use my pocket) containing one red, blue, and orange stick (See Figure 
3). Each team’s players, before the 10-second countdown is over, must visibly declare their 
team’s color choices by lining up in the order of their guess (See Figure 4). 

• The first color chosen, the player must stand holding his or her color stick. 
• The second color chosen, the player must kneel on one knee with his or her color stick. 
• The third color chosen, the player must sit down with his or her color stick. 



                  
Figure 3: Teacher pulling stick from a bucket      Figure 4: A team declaring their order 
 

Note: It is at the teacher’s discretion to disqualify any teams for not being ready at the end of the 
10-second countdown. The teacher will continue the round by reaching into the bucket and 
pulling out the first stick. If the color of the first stick selected matches the stick color of the 
player on your team that is standing then that player is allowed to run to the center to collect one 
stick. The teacher will continue by choosing the second stick. If the color of the second stick 
selected matches the stick color of the player on your team that is kneeling then that player is 
allowed to run to the center to collect one stick. The teacher will continue by choosing the third 
and final stick. If the color of the third stick selected matches the stick color of the player on 
your team that is sitting down then that player is allowed to run to the center to collect one stick. 
Note: players getting a match must keep all of their earned points inside their team’s hoop and 
players not getting a match must stay at their hoops until all three sticks have been drawn.  
The teacher will then roll the die to determine which exercise each team must perform. All teams 
earning the “Tri Factor” (matched all three color sticks) for that round are exempt from 
performing any exercises. Teams with one match or less must perform the exercise. The exercise 
is determined by the rolled die performed by the teacher in the center of the gym. 

! A roll of a 1 = 1 lap around the gym boundaries 
! A roll of a 2 = 2 push ups 
! A roll of a 3 = 3 sit ups 
! A roll of a 4 = 4 squats 
! A roll of a 5 = 5 squat thrusts 
! A roll of a 6 = 6 mountain climbers 

All of the teams that did not earn the Tri Factor must complete the exercise as a team before 
beginning the next round. The teacher will continue on to the next round once all of the exercises 
have been completed. The point values at the end of the game will be as follows: 

1-8 sticks = your team is alright! 
9-16 sticks = your team is cool! 

17-24 sticks = your team is awesome! 
25-32 sticks =your team ROCKS! 

32 or more=Tri Factor Champions!!!!! 
Note: modify the point system as deemed necessary… 

 

RULES AND SAFETY: 
1. All teams first color choice, the player must stand, the second color choice, the player must 

kneel on one knee, and the third color choice, the player must sit down while holding their 
color stick. 



2. Teams may not change their three color choices after the 10-second countdown. 
3. All matches result in one stick from the center of the gym. 
4. All teams earning the “Tri Factor” for that round are exempt from performing any exercises.  
5. Teams with one match or less must perform the exercise. 
 

  


