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GRADES

K-8K-8

C.H.A.O.S.C.H.A.O.S.

Objective
This is an invigorating fi tness game where teamwork and strategy can easily be con-
fused with “C.H.A.O.S.”

Equipment
Needs are based on a class of 48 students (16 teams of 3 students).

� Hula hoops (15)
� Jerseys (15)
� Noodles, whole or cut in half (3)
� Scooters (15)
� 4 each, preferably in the same color, of 15 different items (60 total items, such as 

balloons, beanbags, birdees, bowling pins, checkers, fl ags, Gator Skin balls, lummi 
sticks, noodle pieces, poly spots, pucks, scarves, tennis balls, Wiffl e balls, yarn 
balls)

Procedure
Place 15 hula hoops randomly around the gym. Put one scooter, one jersey, and four 
of the same item inside each hoop. Place three noodles in the center of the gym (see 
diagram for setup).

The object of the game is for each team to keep their four items while stealing items 
from the other teams. As students arrive, instruct them to form teams of three, choose 
one hula hoop to sit beside, sit down, and await further instructions. The team of three 
without a hula hoop will go to the center of the gym and will be called the noodle play-
ers. Explain that players from each team, except for the noodle players, must choose 
one of three roles: scooter, jersey, or running. Scooter players sit on their scooter and 
travel around the gym stealing items from other teams’ hula hoops. Jersey players wear 
the jersey and run around the gym stealing back their original four items. Running play-
ers run around the gym stealing other teams’ items but not stealing back any of their 
team’s original four items. Players may steal only one item at a time, taking it to their 
team’s hoop before they steal another item.

The job of the three noodle players is to use their noodle to tag players carrying 
stolen items. Once tagged, the player must drop the item, allowing the noodle player 
to pick it up and return it to the center circle of the gym. Any player may earn back one 
of their team’s items that a noodle player put into the center circle by performing 10 
jumping jacks or whatever exercise you determine before each round.

Explain that after each round, the acronym of C.H.A.O.S. will be used to describe each 
team’s award level. Each team earns a level based on how many of their original four 
items are inside their team’s hoop. If teams have none of their original items but have 
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at least one item from another team, they earn level C, which means that the team is 
Cool. One remaining original item earns level H, which means that the team is Hot. Two 
remaining original items earns level A, which means that the team is Awesome. Three 
remaining original items earns level O, which means that the team is Out of Sight. Four 
remaining original items earns level S, which means that the team is Super Human.

To begin the game, players must work together, choosing one of the three roles to 
perform for that round. Then each team member begins traveling around the gym per-
forming their specifi c duties. The ultimate goal is to be the only team to earn level S. 
After 10 minutes or whatever amount of time you deem necessary, stop the game and 
determine what level each team has earned (C, H, A, O, or S). The only award the noodle 
players may earn is the title of Super Human if no teams were able to earn Super Human 
status. After you determine each team’s level, teams retrieve their original four items. 
Perform a 10-second countdown to allow players to retrieve the items, and perform 
another 10-second countdown to allow each team to switch roles before starting the 
next round. Also, after each round, allow noodle players to switch with someone new 
from one of the 15 teams to give others the opportunity to be noodle players.

Rules and Safety
 1. Each team except for the noodle team must have a player performing one of the 

three roles. Players must follow the exact rules governing their role. There is no 
role switching during a round.

 2. Scooter players must be seated while riding the scooter.

= Jersey, scooter, hula hoop, and 4 items = Noodle
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 3. Players may only take one item at a time and must return it to their team’s hoop 
before stealing another item. Players may not hand off an item to another team-
mate.

 4. Any player who is tagged must drop the stolen item before going to steal another 
item.

 5. Noodle players may tag anyone to take away a stolen item, but they must pick 
up the dropped item and return it to the center circle before tagging anyone else. 
Noodle players may not steal items directly from hula hoops.

 6. Any player can go to the center to earn back one of their original four items by 
performing 10 repetitions of the required exercise. Noodle players may not tag 
and take back the item from players who have just completed an exercise.

 7. Play Rock, Paper, Scissors to settle any arguments over whether someone was 
tagged before placing an item in their hoop.

 8. No defense! Teams may not guard their hoops.
 9. The noodle players will be declared Super Human if no teams earned that level.

Variations
 1. If the number of students is not divisible by three, have the extra players be noodle 

players for one round and then switch them with other players before beginning 
the next round.

 2. Eliminate the noodle players if the game is too complex for students in grades K 
through 1. Each team simply steals from each other. Don’t worry about the levels; 
just promote being active. Allow two scooter players per group.

 3. Do not allow teams to earn back items stolen by noodle players.
 4. There are lots of possible variations, so you decide what twist you want to add. 

Your students will have to listen carefully to these instructions and think of their 
own strategies to win this challenging game!


