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All or nothing!  –  3-8

Objective:  A strategy-based game where team-
work, decisiveness, and communication skills are 
critical to win it ALL or walk away with NOTH-
ING (accept having fun with your friends and get-
ting active)! 

Equipment:  (Needs are based on a class of 60+ 
students)

 � Hula hoops (13 or one per team)
 � Deck of playing cards (3 full decks; jokers op-

tional)
 � Traffi  c Cones (4)
 � Wristbands (13 or one per team)

Procedure:  Spread out 13 hula hoops, with one 
wristband inside each hoop, as close to the gym 
walls around the perimeter (oval shape around the 
center circle), but within the gym boundaries. Also 
place one traffi  c cone in each corner of the gym, 
but within the gym boundaries. Mix up and scat-
ter all three decks of playing cards (face down) on 
the fl oor in the center of the gym. Th e object of the 
game is for each team to quickly fi nd and collect 10 
of the same playing card (or whatever requirement 
is selected) faster than all of the opposing teams.  

To Begin: instruct students to get into groups, 
select one hoop, and sit down to await further in-
structions. Note: groups should be approximately 
the same size, but there should not be more than 13 
teams because there are only 13 diff erent cards in a 
deck of playing cards-A, 2, 3, 4, 5, 6, 7, 8, 9, 10, J, Q, 
and K. Each team must select one captain to wear 
the wristband. Note: inform students that the former 
captain will select a new captain aft er each round of 
All or Nothing. When the game begins, each team 
must leave their hula hoop and jog one lap together 
as a team, traveling around all four traffi  c cones un-
til arriving back to their team’s hoop. Upon com-
pleting a lap, the captains will run to the center to 
retrieve one playing card and place it face down in 

their team’s hoop. Note: whichever card is turned 
over by a captain, while in the center of the gym, must 
be kept! Teams will continue running laps to collect 
cards until 10 playing cards are lying face down in-
side their team’s hoop.

Each team, once 10 playing cards have been 
earned, has a new goal. Th e new goal will be to turn 
over all 10 cards, collaborate and choose one card 
to focus on, and be the fi rst team to locate 10 of the 
same playing card (See Figure 1). Teams can use 
any “give and get” trading strategy to collect cards 
by turning up cards at the center of the gym and by 
trading with other teams. Each team must obey the 
following rules:

1. Teammates must be connected by locking 
elbows when traveling with all 10 playing 
cards.

2. Teammates may not unlock elbows to divide 
up to go and fi nd matches (See Figure 2).

3. Teams may turn over multiple cards while 
in the center of the gym, but if for example 
three matches are found then three cards 
must be left  behind to be an equal “give and 
get” trade. 

4. All teams must follow the 10-Card Rule. 
Teams are disqualifi ed if the teacher stops 
them and fi nds more than 10 cards in their 
possession. Note: the teacher may choose 
to take the team’s matches to the center and 
trade them for mismatches to allow the cheat-
ing team to continue playing the game, but 
from the beginning. 

5. Teams can make multiple trades with the 
same team, but an equal amount of cards 
must be exchanged with each “give and get” 
transaction to maintain the 10-Card Rule.

Hint: Strategy is essential to winning All of Noth-
ing. Get opposing teams to fi nd matches for your 
team, especially if your team possesses one or more 
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matches that another team needs. Also, take mul-
tiple trips to the center of the gym to search for 
matches. 

A team will signal the teacher by jumping up 
and down to make the teacher aware that they are 
fi nished and have completed the requirement for 
that round. Th e fi rst team to get 10 of the same 
playing card wins round number one. Instruct all 
teams to return and mix up the cards face down to 
the center, repeat the same requirement or select a 
new requirement to be met, and start a new round. 
Note: the teacher should make sure all of the playing 
cards are thoroughly mixed up.

Examples of new requirements that can 
be played each succeeding round:

1. Find 10 of the same playing cards. For exam-

ple, a team could win with 10 aces of any suit.
2. Find 5 diff erent playing cards, but two of 

each of those cards for a total of 10 cards. 
Each pair must be of the same suit. For ex-
ample, two 5 of ♠, two King of ♣, two 3 of ♥, 
two 9 of ♦, and two Ace of ♣.

3. Find 10 suited playing cards in consecutive 
order. For example, 2, 3, 4, 5, 6, 7, 8, 9, 10, 
and Jack, but all in diamonds.

4. Or, make up your own unique requirement.

Rules and Safety:
1. Each team may only run one lap at a time to 

earn one trip to the center to get a playing 
card before running another lap.

2. Captains may not turn over more than one 
card. Th e card turned over must be taken.

3. Stealing is not a trading strategy! Each trade 
must be consensual.

4. Teams must make equal trades with other 
teams or while at the center by using any 
“give and get” trading strategy, while main-
taining the 10-Card Rule.

5. Teams may not split up to fi nd matches. All 
strategies must be completed as a team. 

6. Players must always turn over all unwanted 
cards to their original face down position in 
the center of the gym. 

7. If jokers are added to the three decks of 
cards, then each team may fi nd and keep 
one joker and the joker can represent any 
card a team chooses.

Variations: 
1. Change the exercise requirement every 

round or every other round. For example, 
each team has to perform fi ve squats togeth-
er to earn a trip to get one playing card in 
Round 2. In Round 3, teams must perform 
2 push ups together to earn a trip to get one 

 Figure 1: Which card should 
we go with?

Figure 2: Locking elbows and trading
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playing card (See Figures 3 and 4). 
2. Shorten or eliminate the exercise require-

ment if you need to get a quick round in be-
cause the class period is almost over.

Figure 3: Performing pushups 
to earn cards

Figure 4: Performing squats 
to earn cards

Objective:  Bamboozled, according to www.mer-
riam-webster.com, means to confuse, frustrate, or 
throw off  thoroughly or completely. Teams will get 
active and moving, strategizing on how to bamboo-
zle or outsmart the opposing team in order to be 
declared the Bamboozle Champions. 

Equipment:  (Needs are based on a class of 50 or 
less. See Variations for class sizes over 50)

 � Gator Skin Super 70 balls (12 or 1 Green, 1 
Yellow, 1 Orange, 3 Purple, 3 Blue, & 3 Red; A 
Gator Skin Super 70 ball is a 2.75” ball that is 
approximately the size of a baseball; colored or 
numbered wiffl  e balls or other foam-like balls 
may be substituted).

 � Catch Buckets or small, plastic pails (36; can be 
found in most school cafeterias-see “A Drop in 
the Bucket for examples).

 � Bucket of jumbo craft  sticks or tongue depressor 
sticks (200±)

 � Empty Bucket or pop up hamper (2; label one 
bucket “blue” and label one bucket “red”-See 
Figure 1)

 � Optional: two diff erent color wristbands to des-
ignate each team. For example, in this game the 
wristband colors selected are blue and red.

 � Recommended, but optional: Dry erase board 
or poster board labeling what each ball color 
represents (See Figure 2). I also recommend typ-


