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PE2

Double or Nothing  –  2-8

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 
sticks or more to earn the reward of one wristband. 

To Begin: On the signal go, all players must go 
to the traffi  c cone and jog one complete lap before 
retrieving one stick from the bucket beside the traf-
fi c cone. All players, each time a stick is earned, may 
fi nd any opponent with at least one stick to “face 
off ” against them by playing RPS (See Figures 1 and 
2). Note: before the game begins, it is recommended 
that the teacher show students how to play a four 
count game of “rock, paper, scissors, shoot”. Also, en-
courage players to place the sticks being wagered on 
the ground. For example, players must show their 
hand symbol of a rock, paper, or scissors, prefer-
ably in the ball of their hand, on the fourth count of 
“shoot”. Th e winning player will collect the wagered 

sticks from off  the ground.
Aft er any face off  of RPS, all winning players 

will take their opponent’s stick or sticks, and quick-
ly fi nd another opponent to begin a new face off .  
Note: opponents who face off  against each other may 
or may not have the same number of sticks. For ex-
ample, Player A has eight sticks and he wants to face 
off  against Player B who has two sticks. If Player A 
wins then he takes Player B’s two sticks. Player B 
must leave and go jog another lap to earn a new 
stick. Note: players with fewer sticks must always 
wager all of their sticks in a face off ... students must 
remember that the game is called Double or Noth-
ing. If Player A loses RPS then he loses only two of 
his sticks and may go and face off  against another 
player with his remaining six sticks or continue the 
face off  against Player B, but now Player B has four 
sticks to win or lose in the face off . Note: all players 
must jog a lap to earn another stick before they may 
begin a new face off  if the loss during a face off  results 
in the player not having any more sticks.  

All players will continue facing off  with the goal 
in mind of earning at least 20 sticks. A student who 
has earned 20 sticks (the student should keep any 
sticks over 20) may come to the teacher to drop off  
the 20 sticks in the empty bucket in exchange for 
one wristband to show his or her Double or Nothing 
Champion status. Th e new champion will continue 
the game with his or her remaining sticks (if any were 
left  over) or jog a lap to earn one stick before start-
ing a new game with the intent to earn another wrist-
band reward. Th e process of jogging laps and facing 
off  to earn the Double or Nothing Champion status 
will continue until the class period is over. Note: the 
teacher may need to return sticks used to earn wrist-
bands by replenishing the bucket beside the traffi  c cone. 
End the class by recognizing each player that earned 
one or more wristbands and congratulating all other 
players for exercising and never quitting. 
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Double the Physical + Double the Education = Double the Fun

Rules and Safety:

1. When facing off , all players must show their 
hand symbol of a rock, paper, or scissors in the 
ball of their hand on the fourth count of “shoot”. 

2. All winning players will take their opponent’s 
stick or sticks, and quickly fi nd another oppo-
nent to begin a new face off .

3. Players with fewer sticks must always wager all 
of their sticks in a face off .

4. All players must jog a lap to earn one stick be-
fore they may begin a new face off  if the loss 
during a face off  results in the player not having 
any more sticks.

5. Players may NOT jog consecutive laps to earn 
additional sticks.

6. A student who has earned 20 sticks may come to 

the teacher to drop off  the 20 sticks in the empty 
bucket in exchange for one wristband.

Variations:
1. Allow players the ability to wager or risk less 

sticks in their possession before facing off .
2. Allow players who have earned wristbands the 

ability to wager their wristbands against other 
players with wristbands.

3. Allow players the ability to jog consecutive laps 
to earn additional sticks.

 Figure 1: Facing off Figure 2: Doubling up is awesome!


