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Going Cuckoo! — 2–8
Objective:  To cooperatively and quickly work 
together to get all of the misplaced Cuckoo eggs 
safely to their mother’s nest, while reinforcing 
throwing, catching, hand-eye coordination, and 
cardiovascular fi tness. 

Equipment:  Needs are based on a class of 70. 
 � Hula hoops (36; any size)

 � Spectrum Poly Markers/spots 9” Circles (32; any 
size)

 � Fleece or yarn balls (60-100, ideally 30-50 red 
fl eece balls and 30-50 blue fl eece balls; the 
more balls used, the longer the duration of 
each round. Optional: substitute fl eece balls 
with bean bags, indoor Frisbees, small Gator-
skin balls, etc.)

 � Trashcans or storage bins (2) 

 � Wristbands or jerseys (5 red and 5 blue)

Scenario:  There are two common kinds of 
cuckoos in North America, the blue-billed cuck-
oo and the red-billed cuckoo. Bird watchers 
have observed and learned that cuckoos do not 
like to care for their young. The sad truth is that 
cuckoos actually lay their eggs in another bird’s 
nest and leave them to be hatched and cared 
for by another bird. To avoid the risk of extinc-
tion, a group of bird watchers have decided to 
team up and fi nd the misplaced cuckoo eggs 
and safely transfer all the fragile eggs to their 
natural mother’s nest.

Procedure:  Spread out 30 hula hoops and 
poly spots anywhere within the gym bound-
aries. Next, divide the red yarn balls and place 
them inside two hula hoops, between the end 
line and wall, at one end of the gym. Then divide 
the blue yarn balls and place inside two other 
hula hoops, between the end line and wall, at 
the opposite end of the gym. Then spread all 

jerseys anywhere on the fl oor. Finally, place one 
trashcan against the wall at the center of each 
end wall (see diagram for setup). The object of 
the game is for the entire class to establish the 
quickest time by cooperatively working togeth-
er to get ALL of the misplaced Cuckoo eggs 
safely to their mother’s nest.

To Begin: instruct students to stand inside a 
hula hoop, to stand on a spot, or to put on a 
jersey and sit down and await further instruc-
tions. Players inside a hula hoop or on a spot 
are called Bird Catchers. Select three of the 
fi ve blue and red jersey players (Bird Watchers) 
and send them to stand next to their color’s 
yarn balls (Cuckoo eggs). Send the remaining 
jersey players (Nesters) to stand next to the 
trashcan (Mother’s Nest) on the opposite end 
of gym from their team’s Bird Watchers. For ex-
ample, three of the blue players will have a seat 
next to the blue yarn balls, while the remaining 
two blue jersey players stand by the trashcan 
(mother’s nest) located opposite the gym of 
their team’s Bird Watchers (see diagram for set-
up). Add more hoops or spots if all hoops and 
spots are occupied. Note: I recommend provid-
ing a few extra hoops and/or spots to provide stu-
dents with a variety of choices. Read the scenario 
to the class. 

Explain that players from each team are respon-
sible for one of the following three roles. Each 
of the three roles to be performed during each 
round has specifi c rules as follows (the teacher 
may allow players to switch roles after approxi-
mately 5 to 10 minutes): 

1. Bird Watchers remove Cuckoo eggs from ei-
ther hula hoop and may move anywhere be-
tween the end line and wall in order to enter 
them into the game by tossing/throwing them 
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to any player inside a hula hoop or on a spot. 
Bird Watchers are also responsible for retriev-
ing and returning their dropped eggs back to 
its beginning hoop. Note: red Bird Watchers may 
only throw or retrieve red eggs and vice-versa. 

2. Bird Catchers must stay inside their hula hoop 
or stand on their spot when trying to catch a 
thrown ball from a Bird Watcher or other Bird 
Catcher. Bird Catchers may throw and catch any 
color egg. Two special rules for Bird Catchers: 
All Bird Catchers, upon making successful com-
pletions to a teammate, may move from their 
hoop/spot and go to any other hoop/spot of 
their choosing. All unsuccessful throws result 
in having to stay at the present hoop/spot. Any 
Bird Catcher who drops or misses any thrown 

ball must immediately jog one lap around the 
gym, and upon completing the lap may go to 
the same hoop/spot, or if now occupied, to a 
new hoop/spot. Note: encourage all players to 
think about strategy and communicate to one an-
other before making throws; otherwise there will 
be lots of players jogging. For example, anyone 
throwing a ball must keep in mind that their 
teammates must jog a lap if they try to make 
too long of a throw or make a poor throw re-
sulting in an incompletion. 

3. Nesters may move anywhere between the 
end line and wall in order to catch an egg that 
has fi nally made it from the other side of the 
gym. A Nester, each time an egg is caught, 
must carry the egg and drop it into the trash-

Going Cuckoo! • Diagram
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can (mother’s nest). Nesters too have to jog one 
lap each time they miss a ball. Note: red Nesters 
may catch red eggs and vice-versa.

The teacher will start a timer as soon as each 
round begins and the transfer of eggs will con-
tinue until all Cuckoo eggs have crossed the 
gym and been placed inside the correct moth-
er’s nest. The teacher will stop the timer once all 
eggs are inside the mother’s nest to determine 
the time for each round. If time permits, return 
all eggs to their original place and begin a new 
round by challenging students to see if they 
can break their existing time record

Rules and Safety:  
1. One ball may be handled at a time.

2. Bird Watchers and Nesters may move any-
where between the end line and wall in or-
der to transfer or catch an egg. Bird Watch-
ers and Nesters may only handle eggs that 
are the same color as their jersey.

3. Only Bird Watchers may retrieve and return 
dropped eggs back to its beginning hoop.

4. Bird Catchers may throw and catch any col-
or egg. 

5. Bird Catchers must stay inside their hula 
hoop or stand on their spot when trying to 
catch a thrown ball. Hoops or spots may not 
be moved at any time. Option: allow Bird 
Catchers the choice to have one foot out of 
the hoop or keep one foot on spot. This op-
tion will allow them to extend their bodies 
to reach balls not thrown right to them.

6. Bird Catchers may move from their hoop/
spot and go to any other hoop/spot upon a 
successful completion. 

7. All unsuccessful throws result in having to 
stay at the present hoop/spot. 

8. A Bird Catcher who drops or misses a 
thrown ball must jog one lap around the 
gym and upon completing the lap may go 
to the same hoop/spot, or if now occupied, 
to a new hoop/spot.

9. Nesters too have to jog one lap each time 
they miss a ball.  

Variations:

1. Increase the diffi  culty by using basketballs in-
stead of yarn balls. Also, implement a new rule 
for how the ball must be passed. For example, 
a bounce pass must be made to anyone on a 
poly spot and a chest pass must be made to 
anyone standing in a hoop.

2. Modify the rule if same color jerseys as the 
yarn balls are unavailable. For example, the 
Bird Watchers and Nesters who have an or-
ange scarf may only handle the red and green 
yarn balls.

3. Place yarn balls on one side of the gym and 
equal amounts of beanbags, Frisbees, or any 
other item on the opposite side of the gym 
and play the same game.

4. Add more Bird Watchers, especially if a lot 
of balls are on the ground and need to be 
collected


