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PE2

Dice Dash  –  K-5
Objective:  Students will practice and reinforce 
number recognition, number comparisons, and 
teamwork in the fast-paced, high-energy, cardio-
vascular game of Dice Dash.  

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

 � Hula Hoops (15 or one per 4 students)
 � Foam dice (60 or four per hoop) 
 � Bucket of jumbo craft  sticks or tongue depressor 

sticks (200-400)
 � Buckets (15 or one per team; any size buckets to 

hold sticks)
 � Optional: traffi  c cones (2)

Procedure:  Before classes arrive, randomly place 
the hoops all over the gym with 4 diff erent colored 
dice inside each hoop. Next, place one empty bucket 
beside each hoop. Finally, place the bucket of sticks 
in the center of the gym. Optional: place one cone 
at opposite ends of the midline (see diagram for set 
up). Th e object of the game is to be the team to win 
more sticks than the opposing teams. 

To Begin: divide the class into teams of four and 
send each team to a hoop to sit down and await fur-
ther instructions. Note: create one to two groups of 
fi ve if there are one to two extra players; otherwise 
allow one group of three. On the signal “go,” each 
of the four players at a hoop will pick up a die and 
face-off  against each other at their team’s hoop (See 
Figure 1). A “face-off ” in Dice Dash is when all four 
players meet at a hoop with each player picking up 
a die and rolling the die inside the hoop to deter-
mine who has the lowest number(s). Th e player or 
players who rolled the lowest number (in case of a 
tie for the lowest number) must immediately report 
to a cone and jog (skip, gallop, etc.) one lap before 
returning to their team’s hoop. Note: remind play-
ers to always keep their one die in their possession 

at all times. It goes with them wherever they go. Th e 
remaining two to three players will face-off  again. 
Th e player or players who rolled the lowest num-
ber must also jog a lap. Th is process continues each 
round until one player remains. Note: a face-off  that 
results in all players tying in that no player has the 
lowest number will always result in a re-roll or new 
face-off . Th e “last person standing” is rewarded with 
a Bonus Roll at the center of the gym. A player earn-
ing a Bonus Roll is allowed to go to the center and 
roll the die to collect the number of sticks from the 
stick bucket based on the number rolled (See Figure 
2). Th e player will then report to her team’s hoop to 
drop the sticks into her team’s bucket before starting 
a new round with all four players.

 Figure 1: Four players facing-off at 
hoop with point bucket

Figure 2: Bonus Roll in the center
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Double the Physical + Double the Education = Double the Fun

For example, Team 1 consists of players A, B, 
C, and D. Th e team faces-off  against each other by 
rolling their dice inside their hoop. Player A rolls a 
3, Player B rolls a 6, Player C rolls a 2, and Player D 
rolls a 3. Player C must jog a lap because she rolled 
the lowest number. Players A, B, and D will face-
off  again. Th is time, Player A rolls a 5, and Players 
B and D roll a 2. Players B and D must leave and 
jog a lap because they tied with the lowest numbers. 
Players B, C, and D must wait at their team’s hoop 
until Player A returns from the Bonus Roll. Player 
A reports to the center for the Bonus Roll and rolls 
a 5. Player A will get fi ve sticks from the bucket and 
return to her team’s hoop to drop the sticks off  into 
their team bucket. Note: help students realize that 
although teammates face off  against each other to 
determine a winner, ultimately the sticks won at the 
Bonus Roll become their team’s overall points. Th e 
process of facing-off  to establish a single winner to 
determine who gets the Bonus Roll will be repeated 
until the end of class or until the teacher stops the 
game. Teams will then be given a two to three min-
ute countdown to count their team’s total number of 
sticks in their team’s bucket. Note: to avoid arguing 
or fi ghting, a warning/reminder may need to be given 
to implement some type of strategy or come to some 
kind of agreement to quickly and fairly count sticks. 
Th e team with the most sticks will be declared the 
Dice Dash Champions (See Point System for levels 
earned). Clean up by performing a 10-second count 
down while students return the sticks to the center 
bucket of sticks before starting a new round. 

Rules and Safety:
1. Players must stand on the outside of the 

hoop and clearly drop their die. 

2. Players may not touch or alter the number 
in anyway once it is rolled and must wait un-
til all players have seen everyone’s numbers 
before picking up their dice.

3. A face-off  that results in all players tying in 
that no player has the lowest number will al-
ways result in a re-roll or new face-off .

4. All players who roll the lowest numbers, un-
til there is one player left , must immediately 
report to a cone and jog one lap before re-
turning to their team’s hoop.

5. Players must keep their dice with them at all 
times.

6. A player earning a Bonus Roll is allowed to 
go to the center and roll the die to collect the 
number of sticks from the stick bucket based 
on the number rolled.

7. A team will be disqualifi ed from playing the 
game or will forfeit their teams sticks if any 
player is caught taking more than the rolled 
number of sticks aft er making a Bonus Roll.     

Variations: 
1. Place an additional bucket of sticks beside 

one of the midline cones and allow all play-
ers who have to jog a lap to get one  bonus 
stick for their eff ort (contributed by Tom 
Shenk, VA)

2. Instruct the players from each team to roll 
their die one time and the largest number 
automatically gets to go make the Bonus 
Roll. Allow multiple players to go make the 
Bonus Roll if more than one player has a tie 
for the largest number rolled. Th is process 
is easier to remember and works especially 
well for Kindergarten and First Grades.

Point System to recognize all teams: 
{Modify to meet your team’s point levels}

 20-40 = Cool
 41-60 = Awesome
 61-80 = Super Human
 81+ = Champions



24

PE2

Double or Nothing  –  2-8

Diagram:  Dice Dash

Objective:  Double or Nothing combines the 
strategy and luck game of Rock, Paper, and Scissors 
with the cardiovascular endurance activity of jog-
ging to encourage students to run for fun with the 
anticipation of possibly having the chance of being 
a Double or Nothing Champion.

Equipment:  
 � Bucket of jumbo craft  sticks or tongue depressor 

sticks (100±)
 � Bucket of wristbands (20±)
 � Empty bucket (1; any size)

 � Traffi  c cone (1)
 � Optional: pedometers to consider individual 

and group steps     

Procedure:  Place one traffi  c cone and bucket of 
sticks at one intersection of the midline and sideline. 
Instruct students to sit down to await further in-
structions. Th e object of the game is to outwit your 
opponents (or have the best luck) and win multiple 
face off s through the game of “Rock, Paper, and 
Scissors” (RPS) in order to double up your sticks 
against each opponent you face until you reach 20 


