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Launch It!  –  2-8

Objective:  Watch student teams “Launch It” in 

a cooperative game that will allow students the op-

portunity to explore various ways to develop and 

improve ball manipulation, and slingshot skills of 

trajectory, force, and accuracy. Th e game of Launch 

It is a great prerequisite to the games of Slingshot 

and Slingshot Golf.

Equipment:  (Needs are based on a class of 60 

students)

 � Flat Resistance Exercise or Can-Do Bands (30± 

or 15± bands per team). An Exercise Band is 

a rubber latex fl at band that comes in various 

lengths and resistances. I recommend purchas-

ing a medium resistance roll (usually the color 

green) and cutting it into lengths of 1½ to 2 foot 

segments; see Figures 1 and 2).

 � Gator Skin Super 70 balls (20-30 or one ball 

per every group of 2-3 students. A Gator Skin 

Super 70 ball is a 2¾” ball that is approximately 

the size of a baseball; colored or numbered wif-

fl e balls or other foam-like balls may be sub-

stituted; see Figure 3).Optional: placing fl oor 

tape on the ground inside each hula-hoop will 

help eliminate confusion if any hoop is acci-

Figure 1: Exercise Band 

Roll

Figure 2: 1.5’ to 2.0’ Segment Figure 3: Super 70 Ball
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dentally moved.

 � 5-gallon bucket of jumbo craft  sticks or tongue 

depressor sticks (200±).

 � Optional: wristbands (30±; color does not mat-

ter). 

Procedure: Instruct students to form groups 

of 2- or 3-Player teams. Each 2- or 3-Player team 

may now get one ball and one slingshot from the 

teacher and then go sit down at the end line on one 

side of the gym. Th e object of the game is for each 

team to score more points than the opposing team 

by slingshotting and hitting more walls located on 

the opposite end of the gym than any other sling-

shot team. 

To Begin: On the signal “go”, the 2- and 3-Play-

er teams must start from behind the end line and 

begin experimenting with ways on how to aim and 

shoot the ball at diff erent angles and trajectories 

as well as determining fair ways of taking turns on 

who will hold and who will shoot the slingshot each 

time (see the following Slingshot pictures on page 

43 and 44 for examples of the slingshot technique 

and some of the possible 2- and 3-Player ideas). 

Note: teammates must always use caution when pull-

ing back and releasing the slingshots to avoid hitting 

anyone with the therapy band or ball!!!

Th e goal for each team is to slingshot the ball, 

attempting to hit the wall on the opposite side of the 

gym. Aft er the fi rst shot and each shot thereaft er, 

teams must retrieve the ball from where it came to 

a rest and shoot if from “that” spot. Th e process of 

launching balls will continue until the ball physical-

ly hits the wall. Note: A score is considered successful 

if the ball hits the wall in the air. Th e captain or one 

player from each team is allowed to go and get one 

stick from the bucket aft er each score against a wall. 

Aft er the stick is collected, each team will start the 

process of launching the ball from behind the end 

line of the wall that was just scored against. Option: 

allow teams, each time they collect 10 sticks, to trade 

them in for one wristband. Each team will continue 

the process of slingshotting balls, traveling back and 

forth across the gym to hit as many walls as possible 

until the 10-30 minute time limit has expired or a 

pre-determined score has been reached. Tally each 

team’s score by adding together each 10-point wrist-

band with the 1-point sticks. Th e point values at the 

end of the game will be as follows:

1-10 sticks = your team is alright!

11-20 sticks = your team is cool!

21-30 sticks = your team is awesome!

31-40 sticks =your team ROCKS!

41 or more=Launch It Champions!!!

Note: modify the point system as deemed 

necessary.

Rules and Safety:

1. Players may not slingshot a ball if another 

team is in their “line of fi re” or shooting 

pathway. Encourage teams to wait for the 

Too tight

Hold slingshot loosely
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2-Player Strategy 2-Player Strategy

Cradle ball inside slingshot and pull back 

from the outside: 3-Player Strategy

2-Player Strategy

3-Player Strategy 3-Player Strategy
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other team to move or to slide to the left  or 

right before shooting. 

2. Encourage players to use an upward trajec-

tory when slingshotting a ball. Using an up-

ward trajectory typically slingshots the ball 

further and avoids hitting others in the line 

of fi re.

3. Teams may not advance towards a wall once 

the ball has been picked up. Th e next shot 

has to be taken from where their team’s ball 

came to rest.

4. One player from each team is allowed to go 

and collect one stick from the bucket upon 

hitting a wall. 10 sticks must be traded in to 

earn one wristband.

5. Once a wall is hit, teams turn around and 

begin at the new end line and slingshot at 

the wall on the opposite end of the gym.

Variations: 
1. For larger classes, start half of the teams at 

one end of the gym and the other half on the 

opposite side of the gym.

Launch It! Rules and Safety continued...

Let’s Dance  –  2-8

Objective:  To elevate dance appreciation through 

unique, fun, and exciting rhythmic dance skills with 

the attempt to alleviating any preconceived negative 

feelings concerning dance. Note: All dance steps use 

an 8 or 16 count and L = Left  and R = Right. Th e 

songs selected (artist is in parenthesis 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.frost-

wire.com. Th e teacher must determine what is ap-

propriate for his or her classes. 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 inappropriate for your class. In some 

cases, the “radio” version of a song should be down-

loaded or purchased. More dances are available in 

my third book titled PE2theMax II: Stepping up the 

“Game” in Physical Education. Th is 8.5 x 11 paper-

back book is 100 pages in length and is published by 

J.D. Hughes and Waymaker Printing, Inc., January 

of 2008. Note: See the example of a dance routine ru-

bric that can be used as a culminating activity.

Equipment:  (Needs are based on a class of 60 

students)

1.  Apache-Jump on it (by The Sugarhill Gang; 
YouTube “Fresh Prince-Jump on it” to hear 
the song and get an idea of how part of the 
dance will look)

Introduction: with hands on your hips, move to the 

beat of the music a total of four 8-counts

Part 1:  

• When you hear the fi rst “Ho”: point R hand to

4 o’clock 2 counts

• When you hear the second “Ho”: point L hand 

to 8 o’clock 2 counts

• When you hear the third “Ho”: simultaneously 

point R and L hand to 2 and 10 o’clock 

  4 counts

• Slowly lower your arms to the ground while 

moving to the beat 8 counts


