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Double the Physical + Double the Education = Double the Fun

Moving On Up  –  2-8

Objective:  Students will practice and reinforce 

fi tness skills, number recognition, and be able to 

recognize the diff erences between greater than, less 

than, more, less, high, low, and equal to through the 

thrilling game of Moving On Up.

Equipment:  (Needs are based on a class of 60 stu-

dents)

 � Hula Hoops (20)

 � Foam dice (26) 

 � Jumbo craft  sticks or tongue depressor sticks 

(300-400)

 � Traffi  c cones (6)

 � Buckets (8; four empty buckets and 4 buckets, 

each with 75-100 jumbo craft  sticks)

 � Numbered cone covers or numbered cones (6; 

labeled 1-6 or print and tape the numbers 1-6 

on the cones)

 � Wristbands or jerseys (four sets; for example, 15 

red, 15 blue, 15 purple, and 15 green)

Procedure:  Before classes arrive, randomly place 

20 hoops and 15 of each color wristband all over 

the gym. Select six hoops and place one numbered 

cone in each hoop along with two dice inside each 

of those hoops. Select four more empty hoops and 

place one bucket of sticks and one die inside each 

of those hoops. Place one die inside the 10 remain-

ing empty hoops. Finally, place one empty bucket 

in each corner of the gym. Label one bucket Red 

team, one bucket Purple team, one bucket Green 

team, and one bucket Blue team (see diagram for 

set up). Option: instead of labeling the bucket, place 

each bucket inside of the color hoop that represents 

that team’s color. Th e object of the game is to be the 

team to have the most sticks in their team’s bucket. 

To Begin: Divide the classes into four teams 

(using the wristbands) and have them sit down and 

await further instructions. On the signal “go,” all 

players must participate at Level I Hoop by going 

to any of the available hoops containing one die to 

take their turn by rolling the die. Note: some players 

may have to wait a few seconds if all 10 hoops are oc-

cupied. Th e number rolled determines which Level 

II Hoop (or hoop with numbered cone) that player 

must report. For example, Players A and F roll a 

three at a Level I hoop and go to a Level II Hoop 

containing the cone #3 and two dice. Both players 

must perform “three” push ups (because they are at 

cone #3) before facing off  against each other (See 

Figures 1 and 2). Note: each numbered cone repre-

sents the number of push ups a player must perform 

before facing off  against an opponent. Th e teacher can 

 Figure 2: Facing off at a level II Hoop Figure 1: Doing push ups before 

facing off
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change the required exercise to sit ups, squats, jump-

ing jacks, etc., every 5-10 minutes. 

Aft er performing the required number of ex-

ercises outside of the numbered cone area, the two 

players will face off . A face off  occurs when two op-

ponents meet at a hoop, each picking up a die and 

rolling the die inside the hoop to determine who has 

the highest number. Th e player with the less than or 

the lowest number goes back to a Level I Hoop to 

repeat the process. Th e player with the greater than 

or the highest number reports to any Level III Hoop 

that contains one die and a bucket of sticks. Each 

player at a Level III Hoop will roll the die one time 

and take the number of sticks out of the bucket based 

on the number rolled (See Figure 3). 

Th e stick(s) will then be taken and dropped off  

at his or her team’s bucket. For example, Player B of 

the Red team rolls a four at Level III. Player B will 

immediately get four sticks out of the bucket and 

drop them off  at the Red team’s bucket located in 

one of the four corners. Player B will then go to a 

Level I Hoop to continue playing the game. Note: 

make sure students understand that the three levels 

are completely diff erent from the numbered cones. All 

numbered cones are within the Level II Hoops.

Each player will continue rolling one die at a 

Level I Hoop to determine which Level II Hoop to 

report and perform the number of exercises based 

on the numbered cone. Each player will face off  

against any opponent (even if it is a teammate) at 

a Level II Hoop to determine who goes back to a 

Level I Hoop and who advances to a Level III Hoop. 

Players will roll the die at a Level III Hoop to deter-

mine how many sticks to collect out of the bucket 

before dropping them into their team’s bucket and 

starting over at a Level I Hoop. Note: instruct play-

ers to go to another Level III Hoop if a bucket is out of 

sticks. Th e teacher may stop the game to determine 

a winner at anytime or if there are no more sticks 

available. Th e team with the most sticks will be de-

clared the winners for that round. Return all sticks 

to the Level III buckets before starting a new round. 

Rules and Safety:

1. Players must clearly drop their die ONE 

time and may not touch or alter the num-

ber in anyway once it is rolled. Th e roll still 

counts if if goes out of the hoop. A re-roll is 

performed at the Level II Hoops if players 

have a tie.

2. All players must participate at Level I Hoop 

by going to any of the available hoops con-

taining one die to take their turn by rolling 

the die. 

3. Th e number rolled determines which Level 

II Hoop (or hoop with numbered cone) that 

player must report to immediately. 

4. Each numbered cone represents the number 

of push ups a player must perform before 

facing off  against an opponent. 

5. A face off  may occur aft er performing the 

required number of push ups outside of the 

numbered cone area. 

6. Th e player with the less than or the lowest 

number must go back to a Level I Hoop to 

repeat the process. 

 Figure 3: Rolling die and collecting 

sticks at a Level III Hoop
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7. Th e player with the greater than or the high-

est number reports to any Level III Hoop 

that contains one die and a bucket of sticks. 

8. Each player at a Level III Hoop will roll the 

die one time and take the number of sticks 

out of the bucket based on the number 

rolled. Th e stick(s) will then be taken and 

dropped off  at his or her team’s bucket. Each 

player will then go to a Level I Hoop to con-

tinue playing the game.

9. All sticks won may not be kept. Th ey must 

be placed in the the team bucket.

10. Teams caught cheating will lose all of their 

sticks or be disqualifi ed. 

Variations: 
1. Eliminate teams and allow each player to 

keep the sticks for themselves. Create point 

ranges or levels to determine which cat-

egories each child falls under based on the 

number of sticks each child has earned.

2. Eliminate the Level III Hoops for Kinder-

garten, First, and possibly Second Grades. 

Allow players at each Level II Hoop, who 

rolls the highest number, go and get one 

stick from the bucket before starting over at 

a Level I Hoop.

Diagram:  Moving On Up


