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Stepping up the “Game” in Physical Education

Objective:  Students will practice and improve 
throwing for accuracy, spatial awareness, and de-
fensive strategy in the high-energy game of Cone 
Heads.

Equipment:  Bowling pins (40; 20 per team)
 � Gator Skin Super 70 balls (40; A Gator Skin Su-

per 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 sub-
stituted).

 � Dome or half cones (40; A dome cone is 7 – ¾” 
in diameter, 2” in height plastic cone, with a 2 – 
¼” diameter hole on top).

 � Gatorskin balls (20± of the 6” to 8” balls)

 � Traffi  c cone (2)

Procedure:  Before classes arrive, place all balls 
and dome cones in the center of the play area. 
Finally, place each traffi  c cone at opposite ends of 
the midline. When classes arrive, select and send 
40 students to each get a small Super 70 ball and 
a dome cone, and instruct these students to have 
a seat in personal space. Instruct the 20 remain-
ing students to get a Gatorskin ball and have a 
seat in the middle of the play area to await fur-
ther instructions. The object of the game is for 
“Coners” to have a dome cone with a ball on top 
of it by defending it from the “Cone Heads” who 
are trying to knock the ball off  of the dome cone. 
All players with a ball and dome cone when the 
game is stopped will be declared the winners of 
that round. To Begin: provide a brief explanation 
of the Cone Head and Coner positions (described 
below). Also, provide a 10-second countdown for 
the Coners to quickly determine the best spot to 
place their dome cones and balls. On the teacher’s 
signal, players must follow the rules as defi ned by 
the following positions: 1. “Coners” are all players 

that have a small ball placed on top of their dome 
cone (See Figure 9). Note: make sure Coners do not 
place their ball under their cone or lodge the ball 
inside the cone hole. All Coners must defend or 
protect their dome cone and ball from the Cone 
Heads (See Figure 10). Coners must stand at all 
times when defending their dome cones and may 
not touch their dome cone or ball when playing 
defense. “Cone Heads” are players who want to 
become Coners. Cone Heads move around the 
play area with their Gatorskin ball trying to roll 
and knock the Coners ball off  of their dome cone.

All Coners, upon getting their small ball knocked 
off , must retrieve the Cone Head’s Gatorskin ball 
and go to one of the traffi  c cones to jog one com-
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Figure 9: Dome cone with a ball on topFigure 9: Dome cone with a ball on top

Figure 10: Figure 10: 
Coner protecting his coneConer protecting his cone
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plete lap around the play area until returning to 
that traffi  c cone. After completing a lap, the for-
mer Coner assumes the role of a Cone Head, and 
tries to become a Coner again. All Cone Heads, 
upon knocking a ball off  of a dome cone, replace 
the original Coner and place the small ball on top 
of the dome cone and begin protecting it from 
the Cone Head attacks (See Figure 11). Note: Con-
ers who accidentally knock off  their own ball may 
reset the ball on the dome cone.

End each round every 5-10 minutes and declare 
all students who are Corners the winners for that 
round. Note: it may be necessary to inform stu-
dents that the goal of the game is to avoid being 
a Cone Head before the time elapses. I treat being 
caught with the big ball like the game “Hot Potato”. 
When the time expires, I ask “who was caught with 
the hot potato”? Send all Cone Heads to the center 
of the play area, and start a new round after al-
lowing the Coners the opportunity to reposition 
their dome cone and ball anywhere within the 
play area. Note: a few extra balls for both Coners 
and Cone Heads may need to be put into the game 
in case a child has a hard time fi nding his or her ball.

Rules and Safety: 
1. Coners may not place their ball under their 

dome cone or lodge the ball inside the cone 
hole.

2. Coners must stand at all times when defend-
ing their dome cones and may not touch their 
dome cone or ball when playing defense.

3. Cone Heads may travel inside and outside the 
boundaries to throw balls. 

4. Cone Heads can only throw balls to knock off  a 
Coners ball. They can not physically touch the 
Coner or the Coners ball and dome cone. 

5. Coners can only block balls, and cannot physi-
cally touch the Cone Heads.

6. All Coners, upon getting their ball knocked 
off , must retrieve the Cone Head’s Gatorskin 
ball and go to one of the traffi  c cones to jog 
one complete lap around the play area until 
returning to that traffi  c cone.

7. All Cone Heads, upon knocking a ball off  of a 
cone, replace the original Coner and place the 
small ball on top of the dome cone and begin 
protecting it from the Cone Head attacks.

Variations: 
1. Do not allow Cone Heads to switch with Con-

ers every time a ball is knocked off  the dome 
cone. Instead, instruct Coners to perform fi ve 
pushups (or any fi tness activity) before replac-
ing the original Coner. Have some Cone Heads 
switch positions with some Coners before the 
next round.    

2. Increase cardiovascular fi tness by increasing 
the boundaries or playing the game outside.  

3. Pin Ball: Select fi ve helpers and give them 
each a scooter. Give each of the remaining 
students one or two cones with balls or bowl-
ing pins. Remove all Super 70 balls and dome 
cones if you are only using bowling pins. Ob-
ject: players can move anywhere in the gym 
and attempt to knock opponents’ balls off  
cones or pins down, but they must also pro-
tect their own cones and pins from getting 

Figure 11: Figure 11: 
A Coner protecting her ball A Coner protecting her ball 

from a Cone Headfrom a Cone Head



27

Stepping up the “Game” in Physical Education

knocked down. Players cannot place balls 
back on their cones or reset their pins until a 
scooter helper comes over and High-5’s them 
or switches positions with them.

4. Modifi ed variation of Pin Ball: Eliminate scoot-
ers and randomly spread pins throughout the 
gym. Game 1, boys knock pins down and girls 
set pins up. Game 2, girls knock pins down and 
boys set pins up.

Objective:  Each student will demonstrate com-
petency in fi tness skills while being challenged to 
crack the mysterious codes in order to reveal their 
hidden words..

Equipment:  
 � Scrabble tile sets (2-4; Scrabble tile sets are 

recommended for their durability. Note: be-
fore purchasing sets, I recommend asking col-
leagues and friends to donate any Scrabble 
games that they may have lying around their 
classroom or house. Also, consider what is in 
a typical Scrabble set to determine how many 
tile sets you will need for your classes. I recom-
mend one set per 15-20 students. A game of 
Scrabble contains 100 letter tiles in the follow-
ing distribution:

• E x 12, A x 9, I x 9, O x 8, R x 6, N x 6, T x 6, 
L x 4, S x 4, and U x 4 (scoring 1 point)

• D x 4, and G x 3 (scoring 2 points)
• B x 2, C x 2, M x 2, and P x 2 

(scoring 3 points)
• F x 2, H x 2, V x 2, W x 2, and Y x 2 

(scoring 4 points)
• K x 1 (scoring 5 points)
• J x 1, and X x 1 (scoring 8 points)
• Q x 1, and Z x 1 (scoring 10 points)

 � Hula hoops (2-4)

 � Foam dice (8+ sets; the more the better)

 � Speed ropes or jump ropes (2-4)

 � Fitness List (1 copy taped to each wall or copy 
the list to a dry erase board; see page 19).

 � Number codes (1 copy of each code; some ex-
amples of 7 and 8-letter words have been pro-
vided on pages 30-32). 

• The words chosen can be individually writ-
ten on 3x5 index cards or typed on paper 
and cut out (See Figure 12). I recommend 
laminating each coded card/paper to make 
them more durable. 

• New words can be added to the game by 
assigning each word a number code. For 
example, A=1, B=2, C=3, D=4, E=5, and so 
on all the way to the letter Z, which will 
equal 26. The word “cat” would be coded 3  
1  20.

 � Bucket or pop up hamper of jumbo craft sticks 
or tongue depressor sticks (100-200). 

 � Optional: type, copy, and tape the following al-
phabet codes (Cheat Sheet to the wall: 1 = A,   2 
= B, 3 = C, 4 = D, 5 = E, 6 = F, 7 = G, 8 = H, 9 = I, 
10 = J, 11 = K, 12 = L, 13 = M, 14 = N, 15 = O, 16 
= P, 17 = Q, 18 = R, 19 = S, 20 = T, 21 = U, 22 = V, 
23 = W, 24 = X, 25 = Y,    26 = Z. Note: these are 
especially useful as a “cheat sheet” for those stu-
dents who may struggle with fi guring out certain 
letters in the alphabet.

Procedure:  Before classes arrive, place all the 
Scrabble tiles face up in the center of the gym, 
and spread out all of the number codes, dice, 
hoops, and jump ropes anywhere inside the gym 
boundaries. Tape the Fitness Lists and Alphabet 
Codes (if being used) on surrounding walls. The 
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