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PE2: Double the Physical + Double the Education = Double the FunHow to Use This Book
PE²: Double the Physical + Double the Education = Double the Fun contains innovative physi-
cal education games for elementary and middle school classes with as few as 16 students and 
as many as 80. Th is section will familiarize you with the organizational format of each game. 

Grade-level: Age group the game works best 
with. Please note that the game’s age-appropriate-
ness is at the discretion of the physical education 
teacher.

Objective: Th e game’s purpose and some or all of 
the skills it reinforces. 

Equipment: Equipment needed to meet the game’s 
objective. Please note that the amount of necessary 
equipment will vary according to class size. For ex-
ample, the number of items listed for each piece of 
equipment might be based on a class of 48 students 
with 6 players per team. For smaller or larger class-
es, simply provide the amount of equipment needed 
for the number of teams.

Th e equipment is only recommended. You 
might decide a game would benefi t from adding, 
subtracting, or completely eliminating some of the 
recommended equipment. Also, you can substitute 
similar pieces of equipment. For example, instead of 
using 28-inch traffi  c cones as targets, markers, and 
dividers, you can use smaller cones, poly spots, or 
any other suitable item.

Procedure: Recommended series of steps for 
game setup and preparation. Pay close attention to 
the object of the game, how to begin, and special 
notes and options.

Rules and safety: Overview of rules that helps 
maintain a safe environment.

Variations: Possible modifi cations to enhance or 
alter each game’s outcome. Th e variations listed are 
not exhaustive—make creative changes in order to 
meet your program’s needs.

Individual Activities: Explains, as if speaking 
to the students, ways to vary the activity for stu-
dents, to work alone, with a partner, or in a group. 
Not all games contain these components.

Diagrams and figures: Diagrams of the game’s 
setup illustrate approximately where to place equip-
ment. Due to facility or space limitations and safety, 
you may need to adapt the setup. Figures are includ-
ed to help you visualize part of the activity.

 � Take advantage of opportunities to relate the 
game challenge to real-life situations students 
will encounter one day. Th e end of a game is of-
ten an ideal opportunity for such discussions.

 � Unless otherwise indicated, all games are de-
signed to be played in a gym or open space. 
You may modify any game or activity by vary-
ing equipment or play-area dimensions to meet 
your program’s goals.

 � Th e systems for equipment setup and disper-
sion, signals for starting and stopping games, and 
methods for dealing with behavior problems are 
necessary time-management components that 
help ensure the overall success of each game.

 � Consider the time of year, season, and weather 
conditions when determining game compat-
ibility, especially when the gym is not the ideal 
place for the activity.

Teaching Tips

Game Organization
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 � Try the following strategy for counting or tal-
lying points. Th is strategy is extremely help-
ful with time management, especially when 
the game involves groups or teams earning or 
collecting lots of sticks/points:

• Choose one or two captains from each 
team. Captains play the game just like ev-
eryone else, but are allowed to go gather 
the sticks that have already been earned 
from their team’s bucket and bring them 
to the teacher in exchange for wristbands. 
For example, 20 sticks can equal one 
wristband. A wristband is given to a cap-
tain each time he or she drops off  20 sticks 
into the teacher’s bucket. Th e teacher, at 
the end of the round or game, will multi-
ply each team’s wristbands by 20 and add 
any remaining sticks to quickly calculate 
each team’s total.

 � Try the following grouping methods, which 
give students the responsibility of choosing 
and the accountability of maintaining groups:

• Instruct students to go and put on a color 
jersey or wristband that has already been 
set out, and wait for further instructions. 
Note: before the classes arrive, set out 
a predetermined number of each color 
based on the class size. Additional jerseys 
or wristbands will not be set out until all 
of the remaining colors have been chosen.

• Perform a 10-second countdown at the be-
ginning of class to quickly group students. 
For example, say “Groups of four” and be-
gin the 10-second countdown. During the 
countdown, students choose their own 
groups. Aft er the countdown, they come 
to you so you can instruct them to go to a 
particular hoop or area of the gym. Also 
use the 10-second countdown to allow 
students just enough time to fi nd a piece 
of equipment, to get into personal space, 
or to join their team that was instructed to 
sit down in a certain area. 

• At the beginning of the year, instruct stu-
dents to fi nd a partner and play the game 
of Rock, Paper and Scissors (RPS). Note: 
I allow them to pick partners because stu-
dents always pair up with a friend and that 
friend is typically similar in athletic ability. 
Instruct the winning players to sit on one 
side of the gym and the losing players to 
sit on the opposing side of the gym. Im-
plementing the game of RPS has now dis-
tributed the talent levels of the class. Once 
seated, assign each group a team name. 
For example, Team 1 will be the Falcons 
and Team 2 will be the Bulldogs. Explain 
that for the remainder of the year, when 
a team against team game is played, stu-
dents must go to there assigned team and 
sit down before the 10-second countdown 
expires. Note: from now on in future class-
es, the teacher will not have to remember 
who is on each team because students will 
hold each other accountable (or tattle) to 
who was assigned to the Falcons or Bulldogs 
team. Anyone joining the wrong team or 
not being on their team’s side before the 
10-second countdown will owe 2-5 min-
utes when the game begins. 

• If problems arise in a group, remind stu-
dents that they chose their group and are 
responsible for following class rules and 
working together.


