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4. A rescue is complete once a high-fi ve takes 

place and the Hula Helper switches posi-

tions with the Hooper. Note: select new Hula 

Helpers if they are being selfi sh by just riding 

the scooter and not saving people.

5. Remind students on scooters to be aware 

of the players that are hula hooping so 

that they do not accidentally get hit by the 

hoop.

Variations:  

1. Allow Hula Hunters to tap and capture 

Hoopers with a noodle if enough hoops are 

not available.

2. Increase the speed of traveling with hoops 

by allowing players to travel with one foot 

on the outside of the hoop.

3. Allow only the Hoopers the ability to travel 

with one foot on the outside of the hoop. 

This, in turn, will make it harder for the Hula 

Hunters because it is slower to move with 

both feet in the hoop.

4. Give each Hula Hunter a diff erent color 

beanbag. Now Hula Hunters may only cap-

ture Hoopers that have the same color hoop 

as their beanbag. For example, a Hula Hunt-

er with a red beanbag may only attempt to 

capture Hoopers that have a red hoop.

Hula Hut Throw Down — 2–8
Objective:  Hula Hut Throw Down is a non-stop, 

action packed game adapted from Hula Hut Relay 

(No Standing Around in My Gym) and Castle Ball 

(Larouche, PE Central; Kelly-Cram, Great Activities). 

Hula Hut Throw Down combines the art of hula 

hut building, the strategical tactics incorporated 

in off ense and defense, the skills of hitting various 

targets, along with the “never give up” attitude it 

takes to be successful. 

Equipment:   

 � Gatorskin balls (30+; the more the better)

 � Hula hoops (36+; the more the better) 

 � Trashcans, barrels, or storage bins (4)

 � Basketball goals (2, set between 8’ to 10’)

 � Traffi  c Cones (2)

 � Optional: wristbands or jerseys for at least one 

team are recommended, but not required

Procedure:  Before classes arrive, place all Ga-

torskin balls in the center of the gym and place 

half the hoops around one traffi  c cone at the 

center of the sideline and the rest of the hoops 

around the other cone at the opposite center 

sideline (see diagram for set up). Finally, place 

one trashcan in each corner of the gym. The 

object of the game is to be the team with the 

most Hula Huts built when the time expires. 

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 explana-

tion of the Scorer, Builder, Gatherer, Protector, and 

Destroyer positions (described below), informing 

students that they can choose and change any po-

sition at any time during the game. Also, provide 

a quick, one-time demonstration of how to build a 

hula hut (See Figure 25). 

• To build a Hula Hut, place one hoop on the 

ground (the foundation). Place two hoops on 

the inside edge of the foundation, but on op-

posite sides of each other. Lean them together 

at 45-degree angles. Place two more hoops on 

the inside edge of the foundation, but on op-

posite sides of the other two hoops. Again, lean 

them together at 45-degree angles over the fi rst 
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two hoops. The sixth hoop, which is the roof, is 

placed on top to hold the walls in place.

To Begin: On the teacher’s signal, “Scorers” 

(everyone will be scorers at this stage in the 

game) will begin throwing the Gatorskin balls, 

trying to score them into the basketball goal or 

corner trashcans located on the opposite end 

of the gym. All players who make a shot into 

the basketball goal are allowed to go and “cap-

ture” one hoop from either cone to take and 

put on their team’s side. All players who score 

a ball into the trashcan are allowed to go and 

“capture” two hoops from either cone to take 

to their team’s side. Note: encourage scorers to 

get the scored balls out of the trashcans before 

getting the hoops. Each team will continue the 

“hoop capturing” process for the entire game, 

keeping in mind that for every six hoops cap-

tured, one Hula Hut may be built. Once six 

hoops are captured, the four positions of Build-

er, Gatherer, Protector, and Destroyer may be in-

stituted. Each of the new positions that can be 

performed, once six hoops have been earned, 

will be defi ned as: 1. “Builders” are any players 

who choose to help build a Hula Hut each time 

six hoops have been captured. 2. “Gatherers”

are any players who choose to cross the mid-

line to go to the opposing team’s side to gather 

balls and bring them back to their team’s side. 

The Gatherer position is important, especially 

when there are not many balls available on 

a team’s side. 3. “Destroyers” are any players 

from the opposing team who choose to roll or 

throw balls with the intent to destroy or knock 

down Hula Huts. Each Destroyer who knocks 

down a Hula Hut, causing all the hoops to fall to 

the ground, must cross the midline and gather 

the six hoops from the fallen Hula Hut and place 

them back around one of the traffi  c cones for 

the chance to be re-captured. 4. “Protectors” 

are any players who choose to do whatever it 

takes to defend a Hula Hut from the destroyers’ 

rolled or thrown balls. Note: nobody, other than 

the Protectors who guard the Hula Huts, are al-

lowed to play defense by blocking balls or guard-

ing the trashcans at any other time during the 

game. Scorers will continue to capture hoops 

that are still available, Builders will continue 

building Hula Huts for every six hoops that are 

captured, Gatherers will continue retrieving 

balls from the opposing team’s side, Protectors 

will continue protecting as more Hula Huts are 

built, and Destroyers will continue destroying 

the opposing team’s Huts as long as at least 

one Hula Hut is still standing until the stop sig-

nal (time limit to be determined by the teacher) 

is given. The team to have the most Hula Huts 

built when the time expires will be declared the 

winner for that round. Clean up and start a new 

round. Note: remind students that all fi ve posi-

tions 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 Protectors who are 

at the risk of getting hit by balls while protecting 

their Hula Huts.

Figure 25: Hula HutFigure 25: Hula Hut
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Rules and Safety:  

1. Scorers and Destroyers may not cross the 

midline to roll or throw balls.

2. Gatherers may cross the midline to go and 

retrieve balls from the opposing team’s side, 

but may not roll or throw balls until they are 

back on their team’s side.

3. Scorers are allowed to capture one hoop for 

each score into the basketball goal and two 

hoops for each score into the corner trashcans.

4. Hula Huts may be built anywhere on a 

team’s side, but Builders should strategize 

and determine the safest and best places to 

build Hula Huts. 

5. All Hula Huts are “free game” to be destroyed 

once a Builder places the last hoop (roof ) on 

top of the hut. Players may not touch the 

Hula Huts once a Builder places the last hoop 

on top of the hut. Also, a damaged Hula Hut 

may not be repaired at anytime.

6. Protectors may guard the Hula Hut in any 

way as long as they do not touch the hut.

7. Protectors are the only players allowed to 

play defense and their defense is limited to 

protecting Hula Huts. Defending trashcans 

or blocking balls that are not directed at the 

Hula Huts is not allowed.

8. Destroyers may also cross the midline, but 

only to collect the six hoops of the Hula Hut 

that they have completely destroyed. All 

hoops of a destroyed hut must immediately 

be returned to one of the traffi  c cones.

Hula Hut Throw Down • Diagram
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9. Protectors must understand that they are 

at risk of getting hit by balls since they are 

guarding the Hula Huts. The 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. Allow teams to build another hut on an ex-

isting hut.

2. Provide each team with other types of balls. 

For example, one to two playground balls 

per team that may only be rolled. 

3. Move the trashcans closer to the midline for 

the younger students.

Let’s Dance — 2–8
Objective:  To elevate dance appreciation 

through unique, fun, and exciting rhythmic dance 

skills with the attempt to alleviating any precon-

ceived negative feelings concerning dance. Note: 

All dance steps use an 8 or 16 count and L = Left 

and R = Right. The songs selected (artist is in pa-

renthesis by the dance title) for the dances are not 

required to perform each dance! All songs can be 

purchased online at sites such as www.apple.com/

itunes or www.frostwire.com. The teacher must 

determine what is appropriate for his or her class-

es. Simply choose a fun, upbeat song with a similar 

beat to the song listed beside the dance title if the 

song cannot be found or is considered inappropri-

ate for your class. In some cases, the “radio” version 

of a song should be downloaded or purchased. 

1.  1–2 Step (Ciera)

PART 1:

Step R together, then step L together while raising 

hands high to the R doing the “Car Wash” (palms 

up or down) on counts 3, 4, and 7, 8. 

Repeat 3 more times for a total of two 8 counts

PART 2: “Old School” Arm swing or “Step Show”

Step, swing R, step, swing L (with closed fi st) 

 4 counts

Step, swing R, step, swing L (with closed fi st) 

 4 counts

Repeat, but pivot on L, while turning to the R only 

on counts 7 and 8 to lead into the Grapevine on 

Part 3.

PART 3:
Grapevine R 4 counts

Grapevine L 4 counts

PART 4:  1-2 Step

Grapevine R with delay 

   (Step-delay on 2, 3, 4) 4 counts 4 counts

Grapevine L with delay 

   (Step-delay on 2, 3, 4) 4 counts 4 counts

Repeat

PART 5:  Repeat all 4 Parts again for the entire song

Start Over

2.  I like the way you move  (Outkast-radio ver-

sion or Somebody to Love by Jusin Bieber): With 

or without Lummi Sticks

PART 1:
Grapevine R, Clap on 4th beat 

Grapevine L, Clap on 4th beat 8 counts

PART 2:
Step forward R, step together with L and tap sticks 

two times 

Step back R, step together with L and tap sticks 

two times 8 counts


