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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 

to three buckets of sticks in the middle of the gym 

and one empty bucket in one corner of the gym and 

one empty bucket in the opposing corner of the gym 

(See Diagram for set up; 1-2 extra buckets of sticks 

to avoid overcrowding at one bucket). Th e object of 

the game is to earn as many points as possible for 

your team within the allotted time. 

To Begin: Divide the class into two equal teams 

and send each team to opposing end walls of the 

gym. All players must start in the fi rst row and they 

advance up one row by facing off  against a team-

mate. Note: students not in one of the fi rst eight hoops 

at the start of the game will immediately enter the 

game once players begin advancing out of the fi rst 

row. A face off  occurs when two opponents meet in-

side or at a hoop and count out loud to three before 

performing their choice of a Giant, a Wizard, or an 

Elf. Th e face off  is similar to “rock, paper, scissors.”, 

but with a twist. In Gee Whiz, the giant beats the 

wizard, the wizard beats the elf, and the elf beats the 

giant. Demonstrate the diff erent signs and noises 

each character should perform (See Figure 1). Aft er 

the count of three, if the giant is chosen, the student 

will stand tall, with arms stretched high over his 

head, roaring “Rarrrrrr” like a lion. If the wizard is 

chosen, the student will stand at regular height with 

arms pointed forward, wiggling his fi ngers chant-

ing Whooooo! If the elf is chosen, the student will 

squat down low, with hands on the ground, palms 

up, wiggling his fi ngers, shrieking Eeeeeee!

For example, Player A and Player B meet at a 

hoop, quickly decide (in their minds) which crea-

ture to perform, and count together to three. On the 

count of three, Player A performs the wizard and 

Player B performs the elf (See Figure 2). Player A 

will advance up one row because wizards always 

beat elves. Note: players must perform a redo if they 

perform the same creature. Player B (or the losing 

player) will go back one row to face off  against a 

new opponent. Note: if any player is waiting within 

the same row, but in diff erent hoops than another 

player, then those players may quickly leave their 

hoop to join at the same hoop so play can quickly re-

sume. Players may have to wait a few seconds some-
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times when advancing or going backward because the 

hoops may already be occupied. In this case simply, 

have the players wait until the round is fi nished be-

fore they enter the hoop. Th e teacher should stop the 

game and point out players who are demonstrating 

honesty and integrity. Players oft en forget to go back 

a hoop when they lose because when they lose some-

one is usually ready to face off  again in the hoop they 

are currently occupying and they forget they have to 

go back one hoop. 

Players from both teams will continue this pro-

cess the entire game with the goal of trying to get to 

the fourth row and winning the face off . A win at 

the fourth and fi nal row allows each player to go to 

either one of the championship hoops with the dice 

to face off  against the winner of the fourth row from 

the opposing team. A face off  at a championship 

hoop involves each player picking up a die and roll-

ing the die inside the hoop to determine who has 

the highest number. Players must clearly drop their 

die ONE time and may not touch or alter the num-

ber in anyway once it is rolled. Th e roll still counts 

if if goes out of the hoop. Th e player who rolled the 

highest number will create and verbalize a multi-

plication math sentence with both numbers rolled 

to determine the number of sticks she is allowed to 

take from the stick bucket. Th e player who rolled the 

lowest number is allowed to take half of the number 

that was determined. For example, if Player A rolls 

a 6 and Player B rolls a 4 then Player A will state “6 

times 4 = 24” and will go and get 24 sticks out of the 

bucket. Player B is allowed to get half or 12 sticks 

from the bucket. Note: ask the teacher for assistance 

if the players are unable to determine the answer to 

a multiplication sentence. Both players will go and 

drop their sticks into their team’s buckets and each 

player must jog two victory laps before starting the 

game over from the fi rst row. Note: players rolling 

the same number must perform a re-roll. If 3 x 1 is 

rolled the losing player gets one stick, if 5 x 1 is rolled 

the losing player gets two sticks, or if 5 x 3 is rolled the 

losing player gets 7 sticks.

At the end of each round or at the end of class 

the teacher will stop the class and retrieve both 

teams’ buckets to add up their sticks to determine 

their overall score. Th e team with the highest score 

will be declared the Gee Whiz Champions. 

Rules and Safety:
1. A face off  occurs when two opponents meet 

inside or at a hoop and count out loud to 

three before performing their choice of a Gi-

ant, a Wizard, or an Elf. In a Gee Whiz face 

off , the giant beats the wizard, the wizard 

beats the elf, and the elf beats the giant. 

2. Th e winning player will always advance up 

one row and the losing player will always go 

back one row to face off  against a new op-

ponent. 

Figure 2: The Wizard beats the ElfFigure 1: Examples of how the Giant, 

Wizard and Elf should be performed
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3. A face off  at a championship hoop involves 

each player picking up a die and rolling the 

die inside the hoop to determine who has 

the highest number.

4. Players must clearly drop their die ONE 

time and may not touch or alter the num-

ber in anyway once it is rolled. Th e roll still 

counts if if goes out of the hoop.

5. Th e player who rolls the highest number will 

create and verbalize a multiplication math 

sentence to determine the number of sticks 

allowed to be taken from the stick bucket 

and the player who rolled the lowest num-

ber is allowed to take half of the number that 

was determined. 

6. Players rolling the same number must per-

form a re-roll.

7. All sticks must be dropped into the team 

bucket.

8. Any player who earns sticks must jog two 

victory laps before starting the game over.

Variations:
1. Add more rows within each level to increase 

the length of the game. 

2. Eliminate one to two rows from each level. 

Th is works best for smaller classes. Add 

more hoops to rows if particular areas are 

too congested.

3. Make students perform a certain number of 

exercises before going up or back a row.
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Diagram:  Gee Whiz!

Gobble, Gobble  –  K-5

Objective:  Students will practice and improve 

kicking and soccer-style dribbling, defensive and 

off ensive strategy, and cardiovascular endurance 

in the throwback, Pac Man-like game of Gobble, 

Gobble.

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

 � Gator Skin Super 70 balls (50+; the more the 

better)

 � Catch Buckets or small, plastic pails (30 or one 

bucket for every two players) 

 � Large containers, buckets, or pop up hampers 

(2)

 � Stop watch or game clock

Procedure:   Before classes arrive, place all balls 

in the center of gym (See Figure 1). Place one con-

tainer at each intersection of the midline and side-

line. When classes arrive, divide the class into two 


