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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.

Frisbee Smack Down  –  2-8

Objective:  Students will develop and improve 

Frisbee manipulation skills of visual tracking, ac-

curacy, control, throwing, and catching. Frisbee 

Smack Down utilizes various positions to provide 

teammates multiple opportunities to communicate 

and elicit teamwork and strategy to become team 

champions.

Equipment:  

 � Two storage containers of noodle pieces (100-

200 per container; create mini noodles by cut-

ting long aqua foam noodles into 1- or 2-inch 

pieces--an electric carving knife works best). 

Note: two diff erent colored noodle pieces (blocks) 

is highly recommended to help with the redistri-

bution of blocks at the end of the game. For ex-

ample, return Team 1’s blue noodle pieces to 

one side and Team 2’s red noodle pieces to the 

other side.

 � Indoor Frisbees or mesh covered foam discs 

(30+; the more the better)

 � Optional: wristbands or jerseys to distinguish 

each team

 � Optional: traffi  c cones (12 or 6 per side)

Procedure:   Before classes arrive, place all Fris-

bees in the center of the gym. Finally, place one con-

tainer of noodle pieces (blocks) at the center of each 

sideline of the gym (see diagram for set up). Th e 

object of the game is to be the team with the most 

towers built when the time expires or at the end of 

a round. 

Divide the class into two teams and send each 

team to opposite sides of the gym to sit down and 

await further instructions. Provide a brief expla-

nation of the Th rower/Catcher, Builder, Gather-

er, Protector, and Destroyer positions (described 

below), informing students that they can choose 

and change any position at any time during the 

game. To Begin: On the teacher’s signal, team-

mates should attempt to get into as many 2-person 

“Th rower/Catcher” teams as possible. Th rower/

Catcher teams are created by fi nding a teammate 

and deciding who will be the Th rower and who 

will be the Catcher. Th e Catcher will cross the 

midline to go and get between the end line and the 
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wall (Th e Catch Zone). Note: use the optional traf-

fi c cones to designate the Catch Zone if the space 

between the end line and the wall does not provide a 

big enough area (see diagram). Th rowers will then 

begin throwing Frisbees to their partner Catchers 

(See Figures 1 and 2)

All Th rower/Catcher teams to make a success-

ful throw and catch in the Catch Zone allows the 

Catcher to go and get 3 blocks from either container 

to take and put on their team’s side. Each team will 

continue the “block earning” process for the entire 

game, keeping in mind that for every six blocks 

earned, one tower may be built. 

Each of the positions that can be performed 

during each game will be defi ned as: 1. “Builders” 

are any players who choose to help build a tower 

each time six blocks have been earned. Note: towers 

may be built with anybody’s six blocks anywhere on a 

team’s side except within the Catch Zone. 2. “Gather-

ers” are any players who choose to cross the midline 

and go to the opposing team’s side to gather Fris-

bees to bring back to their team’s side. Th e Gath-

erer position is important, especially when there 

are not many Frisbees available on a team’s side. 

3. “Destroyers” are any players from the opposing 

team who choose to throw Frisbees with the intent 

to destroy or knock down towers. Each Destroyer 

who knocks down a tower, causing one or more of 

the blocks to fall, must cross the midline and gather 

the six blocks from the fallen tower and place them 

back into one of the containers for the chance to be 

re-captured. 4. “Protectors” are any players who 

choose to do whatever it takes to defend a tower 

from the destroyers’ thrown Frisbees (See Figure 3).

Th rower/Catcher teams will continue to earn 

blocks, Builders will continue building towers for 

every six blocks that are earned, Gatherers will con-

tinue retrieving Frisbees from the opposing team’s 

side, Protectors will continue protecting as more 

towers are built, and Destroyers will continue de-

stroying the opposing team’s towers as long as at least 

one tower is still standing until the stop signal (time 

limit to be determined by the teacher) is given. Th e 

team to have the most 6-block towers built when 

the time expires will be declared the winner for that 

 Figure 2: Catcher inside Catch Zone

 Figure 1: Throwers

 Figure 3: Protectors defending their 

towers
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round. Clean up and start a new round. Note: re-

mind students that all fi ve positions are available to 

anyone and that any player can change positions at 

anytime. Also, mention that all positions are chosen 

and performed on a voluntary basis, especially Pro-

tectors who are at the risk of getting hit by Frisbees 

while protecting their towers.

 Rules and Safety:
1. Th rowers and Destroyers may not cross the 

midline to throw Frisbees.

2. Gatherers may cross the midline to go and 

retrieve Frisbees from the opposing team’s 

side, but may not throw Frisbees until they 

are back on their team’s side.

3. Catchers are allowed to earn three blocks for 

each catch within the Catch Zone.

4. Towers may be built anywhere on a team’s 

side except within the Catch Zone, but 

Builders should strategize and determine 

the safest and best places to build towers. 

5. All towers are “free game” to be destroyed 

once a Builder places the sixth block on top 

of the tower. Players may not touch the tow-

ers again once a Builder places the last block 

on top of the tower. 

6. A tower is considered destroyed if one or 

more blocks are knocked off  of the tower.

7. Protectors may guard the tower in any way 

as long as the each Protector remains stand-

ing and does not touch the tower.

8. Protectors are the only players allowed to 

play defense and their defense is limited to 

protecting the towers. Defending or block-

ing Frisbees from Th rower/Catcher teams is 

not allowed.     

9. Destroyers may also cross the midline, but 

only to collect the six blocks of the tower 

that was destroyed. All blocks of a destroyed 

tower must immediately be returned to one 

of the containers.

10. Protectors must understand that they are 

at risk of getting hit by Frisbees since they 

are guarding the towers. Th e teacher may 

administer a one to fi ve-minute penalty if it 

is determined that a student is intentionally 

throwing at another student.   

Variations:
1. Remove Frisbees and implement other types 

of balls such as Gatorskin balls. 

2. Increase or decrease the width of the Catch 

Zone based on the ability levels of your stu-

dents.

3. Create four or fi ve block towers instead of 

six block towers.
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Diagram:  Frisbee Smack Down

Noodle
Pieces

Noodle
Pieces

Gee Whiz!  –  2-8

Objective:  Gee Whiz is a rock, paper, and scis-

sors-like game that encourages students to imple-

ment strategy, honesty, fairness, and honorable 

sporting behavior, while constantly making laugh 

out loud, goofy faces and gestures.

Equipment:  

 � Hula hoops (25-36 hoops; poly spots can be 

substituted for hula hoops)

 � 2 to 3 buckets of jumbo craft  sticks or tongue 

depressor sticks (500± sticks)

 � Foam dice (8 or two diff erent colored dice per 

hoop)

 � 2 empty buckets (2, or one bucket for the blue 

team and one bucket for the red team).

 � Optional: placing fl oor tape on the ground in-

side each hula-hoop will help eliminate confu-

sion if any hoop is accidentally moved.

Procedure:   Before students arrive, set up all four 

levels with hoops on each side of the gym. Place one 

hoop along with two diff erent colored dice inside 

each hoop on the ground where each midline meets 

each sideline. Note: hoops can be added or removed 

from the rows inside each level to accommodate larg-

er or smaller classes. Add more hoops to certain rows, 

especially if the rows become too congested. Place one 


