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BOWL-A-HULABOWL-A-HULA

Objective
This zany, action-packed game reinforces spatial awareness, hula-hoop manipulation, 
and bowling for accuracy. There are three excellent versions of Bowl-a-Hula. Try each 
one to determine which version your students enjoy the most.

Version 1 Equipment
Needs for each version are based on a class of 54.

� Gator Skin or playground balls, 8.5 inch (6)
� Hula hoops in any size (48)

Version 1 Procedure
Place six Gator Skin balls in the center of the gym and randomly spread the hoops 
around the gym. When students arrive, select six players to be Bowlers and six players 
to be Hula Helpers; all other students are Rollers. Instruct Bowlers to go to the center 
and sit down with one ball in their lap. Have each Hula Helper go and sit in one corner 
of the gym or against any wall. Instruct Rollers to sit down inside a hula hoop and await 
further instructions.

The object of this version is for the Bowlers to capture or stop as many Rollers as 
possible. On your signal, the Rollers begin rolling their hula hoop all over the gym, 
attempting to avoid Bowlers. Bowlers may stand still or run and attempt to roll the 
Gator Skin balls through the Rollers’ hoops. (A demonstration of the correct way to 
bowl is recommended.) Rollers must stop and begin hula hooping or hula jumping if a 
Bowler rolls a ball through their hoop. Rollers must continue hula hooping or jumping 
until freed by a Hula Helper. The job of a Hula Helper is to move around the gym saving 
captured Rollers by taking the Roller’s hoop, “reenergizing” the Roller using the hoop, 
and returning the hoop (see illustration). To reenergize the Roller, the Roller stands 
inside the hoop while the Hula Helper waves the hoop from head to toe and back up.

Once reenergized, Rollers are free to continue rolling the hoops around the gym. 
Stop the game after 5 to 10 minutes and instruct Bowlers and Hula Helpers to switch 
positions with Rollers. You may also choose to have Rollers switch roles with the Hula 
Helper immediately after being freed.

Version 1 Rules and Safety
 1. Bowlers must bowl or roll balls.
 2. Rollers must continually roll their hoop and may not pick it up to avoid a ball. Encour-

age Rollers to pay attention where they roll their hoop to look out for the safety of 
others. Players must pick up the hoop if it falls and then continue rolling.

 3. Rollers can only be captured if the ball clearly goes through their hoop.
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Version 1 Variation
Allow Hula Helpers to tap (reenergize) captured Rollers with a noodle if there are not 
enough hoops to go around.

Version 2 Equipment
Needs for each version are based on a class of 54.

� Gator Skin or playground balls (1 each in red, blue, green, purple, yellow, and 
orange)

� Hula hoops in any size (48, at least 8 each in red, blue, green, purple, yellow, and 
orange or marked with colored tape)

� Jerseys to designate teams (optional but recommended)

Version 2 Procedure
Version 2 setup, procedures, and rules are the same as in version 1 with the following 
exception: Each Bowler is assigned one of the six colored Gator Skin balls and each 
Hula Helper is assigned one of the six colored hoops. Now, for example, the red Bowler 

� Hula Helper reenergizing the 
Roller.
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may only bowl the Gator Skin ball through players who are rolling red hoops and the 
red Hula Helper may only reenergize captured players with red hoops. The object of 
version 2 is for the Bowlers to capture as many Rollers from their color as possible.

Version 3 Equipment
Needs for each version are based on a class of 54.

� Gator Skin or playground balls (1 each in red, blue, green, purple, yellow, and 
orange)

� 36-inch hula hoops or same size hoops ( 48, at least 8 each in red, blue, green, 
purple, yellow, and orange; if different colored hoops aren’t available, mark hoops 
with colored tape)

Version 3 Procedure
Place all six Gator Skin balls in the center of the gym and randomly spread the hoops 
around the gym. When students arrive, select six players to be Bowlers and have them go 
to the center and sit down with one colored ball in their lap. There are no Hula Helpers 
in version 3, so all other students are Rollers. Instruct Rollers to sit down inside a hula 
hoop and await further instructions. The object of version 3 is for Bowlers to capture 
as many Rollers as possible in order to build the most hula huts.

On your signal, the Rollers begin rolling their hula hoop anywhere within the gym 
boundaries without stopping, attempting to avoid the Bowler who has their color. For 
example, a Roller with a blue hoop tries to avoid the Bowler with the blue Gator Skin 
ball. Bowlers may stand still or run and attempt to roll their Gator Skin ball through 
the hoops in their color. Rollers must stop, go outside the basketball court boundaries 
or predetermined area, and begin hula hooping or hula jumping until fi ve other Rollers 
from their color have also been captured. The six captured Rollers with the same hoop 
color work together to build a hula hut.

You should provide a quick, one-time demonstration of how to build a hula hut. Place 
one hoop on the ground (the foundation). Place two hoops on the inside edge of the 
foundation on opposite sides. Lean them together at 45-degree angles. Place two more 

� Hula hut.
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hoops on the inside edge of the foundation on opposite sides of the other two hoops. 
Lean them together at 45-degree angles over the fi rst two hoops. Place the sixth hoop, 
which is the roof, on top to hold the walls in place (see illustration).

All six captured players may retrieve their hoops and reenter the game after suc-
cessfully building their hula hut. Bowlers earn one point for every hut that is built of 
their color during the round, which lasts from 5 to 15 minutes. The Roller team with 
the fewest huts earns one point. Instruct Bowlers to switch with a Roller from their 
color, and start a new game.

Version 3 Rules and Safety
 1. Bowlers must roll balls at the hoops of Rollers with the same color as the 

Bowler.
 2. Rollers must continually roll their hoop and may not pick up hoops or lay them fl at 

on the ground to avoid a ball. Encourage Rollers to pay attention where they roll 
their hoop to look out for the safety of others. Rollers must pick up and continue 
rolling the hoop if it falls.

 3. Rollers must stop, go outside the boundaries, and hula hoop or hula jump every 
time they are captured until six Rollers from the same color have been captured, 
at which point they build a hula hut. Rollers may reenter the game upon complet-
ing this task.


