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GRADES

K-8K-8

YEAH, BABY!YEAH, BABY!

Objective
Students will learn how to strategically place items to avoid losing them to the other 
team, work on fi nesse, and improve throwing for accuracy.

Equipment
Needs are based on a class of at least 20 but no more than 80 players.

� 5-gallon buckets (10)
� Basketball goals at opposite ends of gym, set 8 feet high (2)
� Bowling pins (20)
� Gator Skin balls (40-50)
� Hula hoops (20)
� Indoor Frisbees (40-50)
� Jerseys (6 in two different colors, such as 3 green, 3 orange)
� Traffi c cones (10; any size works well)
� Wiffl e, tennis, or hockey balls (10)

Procedure
Before students arrive, place half of all hula hoops, bowling pins, buckets, cones with 
balls on them, and jerseys at each end of the gym. Place Frisbees and Gator Skin balls 
in the center circle (see diagram for setup).

The object of the game is to capture and retain more items than the other team. 
Divide the class into two teams and instruct teams to go to opposite ends of the gym. 
Select three captains from each team and have them put on a jersey.

Each team has one minute to strategize and determine the best place to put items 
so that they are as hard to capture as possible. Yell “Go!” once the minute is up. Each 
team begins throwing Frisbees or bowling balls, attempting to capture items from the 
other team. An item is captured once a thrown Frisbee or bowled ball 1) lands and 
stays inside of a hula hoop or bucket, 2) scores a basketball goal, or 3) knocks down a 
bowling pin or knocks a ball off a cone. Players who capture items yell “Yeah baby!” to 
let others know of their accomplishment before they cross the midline to retrieve the 
captured bucket or hula hoop. When a basketball goal is made, players are allowed to 
retrieve three items to bring back to their side. Captured items can be placed anywhere 
a player chooses, but they may not be picked up and moved once they have been 
placed on the ground.

Captains, or defenders, are the only players allowed to protect their team’s items by 
blocking with their bodies or by throwing Frisbees and balls at thrown objects. Captains 
may not touch or move items to better locations, but they may instruct teammates 
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where to put recently captured items. Captains can also participate in the game like 
everyone else.

The team to capture the most items within the time limit, about 10 to 20 minutes, is 
declared the winner for that round. Return all items and start a new round.

Rules and Safety
 1. Only the jersey-wearing captains are allowed to play defense. All other players 

must clearly be attempting to capture items. The teacher may take away defenders 
if their team commits any rule violations.

 2. Only one ball or Frisbee may be handled at a time.
 3. Players may capture one item at time (or three items for making a basketball goal) 

to bring back to their side. Both the ball and cone must be carried over if they are 
captured. No one may help a player retrieve captured items.

 4. Balls or Frisbees cannot be removed from inside items until they are claimed. Any 
players may cross the midline and retrieve unclaimed items that their team has 
captured.

 5. Captured items can be placed anywhere a player chooses, but they may not be 
moved once they have been placed on the ground. Items may not be stacked on 
top of each other or in corners.

 6. Defenders may protect their team’s items by blocking with their bodies or by 
throwing Frisbees and balls at thrown objects. Defenders may not touch or move 
items to better locations, but they may instruct teammates where to put recently 
captured items.

= 5-gallon bucket= Hula hoop

= Frisbees and Gator Skin balls = Jerseys= Bowling pin

= Traffic cone with ball
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 7. Defenders may switch with their teammates any time during the game by giving 
their jersey to whomever they choose.

 8. Players are not allowed to physically knock over other items when retrieving cap-
tured items from the side of the opposing team. If they accidentally knock down 
pins or balls, the other team will be allowed to reset those items.

Variations
 1. Add more items to be captured.
 2. Create new ways to capture items.
 3. Assign different point values to each item and tally results at the end of the 

game.
 4. Make players travel using different locomotor movements.
 5. The teacher may want to place items closer for grades K through 1 to make the 

game less diffi cult.


