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Objective:  Dicey Situation is a fast-paced and 
exciting fi tness game, requiring a little strategy, 
luck, and honesty; but ultimately perseverance will 
make the diff erence to be successful. Students will 
practice and reinforce number recognition, num-
ber comparisons, and be able to recognize the dif-
ferences between greater than, less than, more, 
less, high, low, and equal to through the game of 
Dicey Situation.

Equipment:  
 � Hula hoops (1 hoop for every 2 students; add 

one more hoop if there is an odd number of 
students). Hula hoops can be substituted with 
poly spots.

 � Foam dice (2 diff erent colored dice per hula 
hoop)

 � Buckets or pop up hampers (1 bucket for every 
4-6 hoops in the game)

 � Jumbo craft sticks or tongue depressor sticks 
(150+; divide equally into however many buck-
ets are in the game)

 � Container of wristbands, nylon juggling scarves 
or anything other than sticks (25+ wristband/
scarves)

 � Optional: 1 empty container placed beside the 
container of wristbands

Procedure:  Before classes arrive, place all hula 
hoops around the perimeter of the gym with 2 
dice inside each hoop. Next, place one bucket 
inside every fi fth or sixth hoop (every fourth if 
there are less than 20 hoops). Finally, place one 
container of wristbands in the center of the gym 
(see diagram for set up). The object of the game 
for each player is to win the most face-off s in or-
der to earn the most sticks. To Begin: instruct stu-
dents to get into a hoop, with a maximum of two 
students per hoop, and sit down to await further 

instructions. On the signal “go,” the two players at 
each hoop will have a face off  by rolling their die. 
A “face-off ” is when two players meet at a hoop 
to roll their die inside the hoop to determine 
who has the highest number. All players with the 
greater number will step away from the hoop and 
perform one knee bend (See Figure 17) before 
advancing counterclockwise one hoop. All play-
ers with the lower number will step away from 

the hoop and perform one push up (See Figure 
18) before going back clockwise one hoop. 

Note: any exercise can be implemented to replace 
the existing exercises. Players who face off  and roll 
the same number (equal to) perform a re-roll of 

Dicey Situation — K–5

Figure 17: Knee BendFigure 17: Knee Bend

Figure 18: Push UpFigure 18: Push Up
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the dice until there is a winner. Note: make sure 
to leave the dice inside each hoop. Also, some 
hoops contain a bucket of sticks (See Figure 19). 
All players who win a face off  at these hoops are 
allowed to get one stick from the bucket to hold 
or place inside their pockets.

New players who arrive at an occupied hoop 
must wait until the occupying players have fi n-
ished their face off  before continuing play. Note: 
stop class and reposition two players per hoop if 
someone accidentally gets misplaced or consec-
utive hoops have nobody inside of them. Players 
who have earned at least 10 sticks have the op-
tion to cash in their sticks at the bank located in 
the center of the gym (See Figure 20). For exam-
ple, Player A goes to the bank after earning her 

tenth stick and cashes the 10 sticks in by retriev-
ing one wristband and placing it on her arm. The 
10 sticks can be placed on the fl oor or dropped in 
the (optional) empty container.

Players will continue this process the entire class 
until the time limit is up or there are no more 
sticks available. The player(s) who has earned the 
most sticks will be declared the Dicey Situation 
Champion(s). Clean up by performing a 10-sec-
ond count down while students return the sticks 
to the buckets before starting a new round. Note: 
the teacher may have to check the buckets and 
equally redistribute the sticks

Rules and Safety:

1. Players must clearly drop their die and may 
not touch or alter the number in anyway once 
it is rolled.

2. Players who face off  and roll the same number 
will result in re-rolling the dice until there is a 
winner.

3. All players with the greater number will step 
away from the hoop and perform one knee 
bend before advancing counterclockwise one 
hoop. 

4. All players with the lower number will step 
away from the hoop and perform one push up 
before going back clockwise one hoop.

5. New players who arrive at an occupied hoop 
must wait until the occupying players have 
fi nished their face off  before continuing play. 
There should never be more than two players 
at a time facing off  at a hoop.

6. Players may not skip hoops. Players may ad-
vance or go back one hoop at a time.

7. Dice may not be removed from a hoop.

8. Players who take more than one stick at a time 
or do not rotate correctly will lose one or more 
sticks for cheating.

Figure 20: Cashing in sticks for a wristbandFigure 20: Cashing in sticks for a wristband

Figure 19: A hoop with a bucket of sticksFigure 19: A hoop with a bucket of sticks
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Variations:

1. Allow players to cash in more or less sticks at 
the bank. For example, a player with fi ve sticks 
may cash them in at the bank for one wrist-
band. 

2. The teacher can recognize all players by an-
nouncing the following categories that each 
player may fall under based on the number of 
sticks they earned:

• 6+ points = Dicey Situation Champions
• 3 to 5 points = Marvelous
• 2 or less points = Super

Note: number requirement and achievement names 
can be altered in any way.

Dicey Situation • Diagram
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Mathletics — 3–8
Objective:  Mathletics will reinforce and provide 
multiple practice opportunities to deepen student 
comprehension of basic mathematical concepts. 
The combination of math fundamentals, athletics, 
and teamwork forces teammates to strategize and 
think while constantly exercising to solve 10 num-
ber sentences quicker than the opposing teams. 

Equipment:   (Needs are based on a class of 36-48 
students or 12 teams of 3–4 per team)

 � Hula hoops (12 or one per team)

 � Large Face Playing Cards with jokers (8-12; ap-
proximately one deck of cards per team)

 � Mathletic Task Sheet (one per team; Task sheet A 
for round 1 and sheet B for round 2)

 � Pen/pencil (one per team) 

 � Optional: one jump rope per team

Procedure:  Spread out 12 hula hoops within 
the gym boundaries. Next, place one jump rope, 
Mathletic Task Sheet A, and pencil inside each hula 
hoop. Finally, scatter all of the decks of cards (face 
up) on the fl oor around the center area of the gym. 
The object of the game is for each team to fi nd 
and collect the answers to all 10 math problems 
on the Mathletic Task Sheet.

To Begin: instruct students to get into groups of 
three/four and sit beside a hoop to await further 
instructions. Explain that each team must work to-
gether to seek out and collect the answers to all 
10 math problems on the Mathletic Task Sheet. For 
round 1, players must answer the problems from 
Mathletic Task Sheet A. 

All players must fi rst read the Mathletic Task Sheet 
and determine what cards can be retrieved from 
the center to solve each math problem. Note: each 
Mathletic Task Sheet contains 10 math problems 
that can be answered in any order. Each player must 

fi rst earn the right to take a trip to the center of 
the gym each time they want to get a card. A trip 
to the center to get or return an unwanted card 
is earned by performing any exercise/skill listed at 
the top of the Mathletic Task Sheet (See task sheets 
A and B). Note: the exercises, skills, and math prob-
lems can be replaced or modifi ed on each task sheet 
at the teacher’s discretion. Each player, after earn-
ing a trip, may go to the center and choose one 
card to take back to his or her team’s hoop (See 
Figure 27).

Note: aces equal 1 or 11, cards 2-10 represent their 
face value and J’s, Q’s, and K’s equal 10. Jokers equal 
anything, but only one Joker may be used by each 
team. Occasionally, teammates must gather at 
their hoop to make sure the correct cards are be-
ing chosen to answer each math problem. Note: 
remind players at some point to make sure they 
are solving problems from Mathletic Task Sheet A. 
Teammates must place the cards side by side in-
side their hoop in descending order from 1-10 to 
match up with each problem (1-10) on the Math-
letic Task Sheet. For example, Mathletic Task Sheet 
A, math problem number one states, “Find three 
matching numbers, shapes, or symbols.” Those 
three cards must be placed at the very top, side-
by-side, and inside their team’s hoop, in order to 
get credit for math problem number one at the 
end of the game. Note: the teacher should be able 
to look inside of each team’s hoop and match all 10 
answers (1-10 in descending order) with its corre-
sponding math problem (See Figure 28). It is also 
important that each team remembers that even 
though they can solve any math problem at any 
time, all answers must be inside their team’s hoop 
in the correct order (1-10). 

 A team, after double-checking their answers, 
should let the teacher know when the feel they 
have all 10 math problems correct. Upon arriving 
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to check a team’s answers, the teacher’s fi rst step 
will be to determine if procedures were followed 
on how to display all 10 answers. Before moving 
on, the teacher will provide a brief explanation of 
the rules to the team if procedures were not fol-
lowed. The teacher will proceed to the second 
step if it is determined that all procedures were 
followed. The second step involves checking to 
see if each math problem was answered correctly. 
Note: there are a few choices (based on the learn-
ing level of each group) the teacher can make at 
this point if an answer(s) is wrong before moving 
on to check another team: 1) the teacher can be 
extremely vague and say “incorrect” without let-
ting them know which answers are wrong or how 
many are wrong, 2) the teacher can be somewhat 
vague and inform the team of how many answers 
are wrong, or 3) the teacher can be very helpful 
and inform the team of exactly which answer(s) 
from 1-10 is wrong. The team to successfully an-
swer each problem from Mathletic Task Sheet A the 
fastest will be declared the winner for that round. 

Optional: before going to the next round, stop 
and let students share the many possible solu-
tions to some or all 10 of the problems and place 

special emphasis on those teams that were think-
ing “outside of the box.” A few examples would be 
fi nding three Kings of Spades for problem #1 in-

stead of just three Kings, or a 2♥ 4♥, 2♥, 4♥, 2♥, 
4♥, suited for the AB pattern on problem #5 in-
stead of 2’s and 4’s of any suit. Return the cards 
to the center, hand out Mathletic Task Sheet B, and 
start a new round.

Rules and Safety:

1. Players must earn the right to make a trip to 
the center of the gym each time they want 
to get a card.

2. A trip to the center to get or return an un-
wanted card is earned by performing any 
exercise/skill listed at the top of the Math-
letic Task Sheet.

3. Teams may walk around to see what cards 
other teams have chosen to solve their 
math problems.

4. Teammates must place the cards side by 
side inside their hoop in descending order 
from 1-10 to match up with each problem 
(1-10) on the Mathletic Task Sheet.

5. Any math problem can be solved at any 
time, but all answers must be inside their 
team’s hoop in the correct order (1-10). 

6. The team to successfully answer each prob-
lem from the Mathletic Task Sheet the fastest 
will be declared the winner for that round.

Figure 27: Choosing a card after performing an exerciseFigure 27: Choosing a card after performing an exercise

Figure 28:  A team answers 1–10 in descending orderFigure 28:  A team answers 1–10 in descending order
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Variations:  
1. Allow players to get more than one card at 

a time or allow teams to use more than one 
joker.

2. Simplify or increase the diffi  culty level on 
the Mathletic Task sheets. Implement mul-
tiplication, division, or any other number 
sentences deemed age-appropriate.

3. Play a quick version of the game if there is 
only about 8-10 minutes left in class by hav-
ing students locate all of one suit plus one 
joker for a total of 14 cards. For example, 
Ace through King of hearts and a joker
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Mathletic Task Sheet A

 a)  Perform 20 jumping jacks
 b)  Jog 1 lap around the boundaries
 c)  Perform 10 jumps with your rope
 d)  Perform 5 forward lunges on each foot

 e)  Perform 10 sit ups
 f )  Perform 10 knee bends
 g)  Hop on 1 foot 20 times
 h)  Perform 10 push ups

Perform one of the skills from the list to earn a trip 
to the center of the gym to collect one card. A skill 
has to be performed for every trip made to the 
center. Do NOT take turns. Everyone should be ac-
tive at all times. Place the cards side by side inside 
your hoop in descending order from 1-10 to match 

up with each problem (1-10) on this task sheet. 
Also, write your answer in the blank space pro-
vided by each math problem. Note: all problems 
have more than one solution. Hint: J’s, Q’s, and K’s, = 
10, and Aces = 1 or 11. Jokers = anything 1-11, but 
only one Joker per team.

1. Find 3 matching numbers, shapes, or symbols ____________

2. Find 6 diff erent cards ____________

3. Find any cards that add up to the sum of 37 ____________

4. Create a number sentence that = 11 ____________

5. Create any AB pattern using 6 cards ____________

6. Find 3 diff erent even number cards ____________

7. Find any 4 cards that = the sum of 19 ____________

8. Create any ABC pattern using 6 cards ____________

9. Find 3 diff erent Prime numbers ____________

10. Find 3 diff erent odd numbers ____________ 

After double-checking your answers, raise your hands and let the 

teacher know that you are ready to be checked.



60

PE2 the Max II

Mathletic Task Sheet B

 a)  Perform 20 jumping jacks
 b)  Jog 1 lap around the boundaries
 c)  Perform 10 jumps with your rope
 d)  Perform 5 forward lunges on each foot

 e)  Perform 10 sit ups
 f )  Perform 10 knee bends
 g)  Hop on 1 foot 20 times
 h)  Perform 10 push ups

Perform one of the skills from the list to earn a trip 
to the center of the gym to collect one card. A skill 
has to be performed for every trip made to the 
center. Do NOT take turns. Everyone should be ac-
tive at all times. Place the cards side by side inside 
your hoop in descending order from 1-10 to match 

up with each problem (1-10) on this task sheet. 
Also, write your answer in the blank space pro-
vided by each math problem. Note: all problems 
have more than one solution. Hint: J’s, Q’s, and K’s, = 
10, and Aces = 1 or 11. Jokers = anything 1-11, but 
only one Joker per team.

1. Find 3 numbers < 8 ____________

2. Find any cards that add up to the sum of 29 ____________

3. Create a number sentence that = 8 ____________

4. Create any AABB pattern using 8 cards ____________

5. Find 3 numbers < 8 ____________

6. Find any 4 cards that = the sum of 23 ____________

7. Find 4 consecutive numbers ____________

8. Find 3 multiples of the number 2 ____________

9. Find 3 diff erent even and odd numbers ____________

10. Create a subtraction problem where the 
 diff erence is 6 ____________ 

After double-checking your answers, raise your hands and let the 

teacher know that you are ready to be checked.
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Mathletic Task Sheet C

 a)  Perform 20 jumping jacks
 b)  Jog 1 lap around the boundaries
 c)  Perform 10 jumps with your rope
 d)  Perform 5 forward lunges on each foot

 e)  Perform 10 sit ups
 f )  Perform 10 knee bends
 g)  Hop on 1 foot 20 times
 h)  Perform 10 push ups

Perform one of the skills from the list to earn a trip 
to the center of the gym to collect one card. A skill 
has to be performed for every trip made to the 
center. Do NOT take turns. Everyone should be ac-
tive at all times. Place the cards side by side inside 
your hoop in descending order from 1-10 to match 

up with each problem (1-10) on this task sheet. 
Also, write your answer in the blank space pro-
vided by each math problem. Note: all problems 
have more than one solution. Hint: J’s, Q’s, and K’s, = 
10, and Aces = 1 or 11. Jokers = anything 1-11, but 
only one Joker per team.

1. Find 2 cards with the product of 14, 18, or 22 ____________

2. Find 2 cards with the quotient of 2, 3, 4, or 6 ____________

3. Create a fraction equivalent to ½, 1/3, or ¼ ____________

4. Create a mixed number for 12/5 or 12 over 5 ____________

5. Find the sum of ¼ + ½ ____________

6. Find 3 factors of 10 ____________

7. Find the sum of ¼ + 3/8 ____________

8. Create an improper fraction for 2 ¼ ____________

9. Find 5 factors of 24 ____________

10. Create a multiplication sentence that = 
 the product of 24 ____________ 

After double-checking your answers, raise your hands and let the 

teacher know that you are ready to be checked.
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Mathletic Task Sheet D

 a)  Perform 20 jumping jacks
 b)  Jog 1 lap around the boundaries
 c)  Perform 10 jumps with your rope
 d)  Perform 5 forward lunges on each foot

 e)  Perform 10 sit ups
 f )  Perform 10 knee bends
 g)  Hop on 1 foot 20 times
 h)  Perform 10 push ups

Perform one of the skills from the list to earn a trip 
to the center of the gym to collect one card. A skill 
has to be performed for every trip made to the 
center. Do NOT take turns. Everyone should be ac-
tive at all times. Place the cards side by side inside 
your hoop in descending order from 1-10 to match 

up with each problem (1-10) on this task sheet. 
Also, write your answer in the blank space pro-
vided by each math problem. Note: all problems 
have more than one solution. Hint: J’s, Q’s, and K’s, = 
10, and Aces = 1 or 11. Jokers = anything 1-11, but 
only one Joker per team.

1. Find 3 factors of 12 ____________

2. Find 2 cards that have a quotient of 2, 3, or 4 ____________

3. What is ¼ of 36? ____________

4. Create a division sentence that = the quotient of 3 ____________

5. Create an improper fraction for 2 ¼ using 2 cards ____________

6. Find the diff erence of 5/8 – ¼ ____________

7. Create an addition problem with a 3-digit sum ____________

8. Create a mixed number for 22/3 or 22 over 3 ____________

9. What is the product of 3 x 4 x 5 ____________

10. Create a multiplication sentence where the
 product is 33, 48, 54, 63, or 72 ____________ 

After double-checking your answers, raise your hands and let the 

teacher know that you are ready to be checked.
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Roll with It — K–5
Objective:  Students will practice and reinforce 
number recognition, number comparisons, and be 
able to recognize the diff erences between greater 
than, less than, more, less, high, low, and equal to 
through the thrilling game of Roll with It.

Equipment: 
 � Foam dice (30-40 or two diff erent colored dice 

per hoop that is on the midline)

 � Hula Hoops (15-20 on the midline plus one in 
opposing corners. Note: remove a few hoops 
and dice for smaller classes, especially if it ap-
pears that some students are at hoops by them-
selves waiting for long periods of time)

 � Two buckets or pop up hampers with an equal 
amount of sticks (200+ sticks; add more sticks to 
increase the duration of the game)

 � Traffi  c cones (2)

 � Optional: wristbands or jerseys to designate 
each team

Procedure:  Before classes arrive, place all but 
two hoops, side by side, on the midline with two 
diff erent colored dice inside each hoop. Next, 
place one bucket of sticks at opposing corners 
along with one hoop in each of the two remain-
ing corners of the gym. Finally, place one cone at 
opposite ends of the midline (see diagram for set 
up). The object of the game is to win more sticks 
than the opposing team. 

To Begin: divide the class into two teams and 
send each team to opposite sides of the gym to sit 
down and await further instructions. On the signal 
“go,” each player will go meet at any of the cen-
ter hoops to face-off  against one of the opposing 
team’s players (See Figures 30 and 31). Note: some 
players may have to wait a few seconds if all hoops 
are occupied. A “face-off ” is when two players meet 
at a hoop with each player picking up a die and 

rolling the die inside the hoop to determine who 
has the highest number. 

All players with the greater number will get one 
stick from their team’s bucket and place it inside 
their team’s hoop located in the other corner. The 
player with the lower of the two numbers rolled 
must go to a traffi  c cone and skip, jog, gallop, etc., 
one lap around the gym back to the that cone 
before being allowed to face off  against anoth-
er player. Note: make sure to leave the dice inside 
each hoop. Players who face off  and roll the same 
number (equal to) are both considered winners 
and get one stick from their team’s bucket. Teams 
will continue this process the entire class and the 
game is over and a team is declared the winners if 

Figure 30:  Facing-off  with a friendFigure 30:  Facing-off  with a friend

Figure 31:  Facing-off  at a hoopFigure 31:  Facing-off  at a hoop
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the following situation occurs:

1. A team wins all of their sticks from their bucket. 

2. One team has more sticks than the opposing 
team when the teacher stops the game after 
10-20 minutes. 

Clean up by performing a 10-second count down 
while students return the sticks to their team’s 
bucket before starting a new round.

Rules and Safety:  
1. All players with the greater number pick 

up one stick from their team’s bucket and 
place it inside their team’s hoop located in 
the other corner.

2. Each player with the lower of the two num-
bers rolled must skip or jog one lap around 
the gym before being allowed to face off  
against another player.

3. Players must clearly drop their die and may 
not touch or alter the number in anyway 
once it is rolled.

4. Players who face off  and roll the same num-
ber are considered winners and get one 
stick from the other team’s bucket.

5. The opposing team will be awarded an au-
tomatic win if any player is caught taking 
more than one stick at a time.

Variations:

1. Introduce or reinforce the terminology that 
is implemented in each grade level. Replace 
the use of “high” and “low” numbers with 
“greater than” and “less than” or “more” and 
“less.” Post a number line on the wall to help 
the younger students visualize that the num-
ber 5 is further down the number line than 
the number 2. Therefore, 6 is higher than 2 

Roll with It • Diagram
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and/or 2 is lower than 5.

2. Instruct 2nd – 5th graders to create and state 
the math sentence with the numbers rolled 
inside their hoop. For example, “6 is greater 
than 3” or “3 is less than 6”, or “2 is equal to 2”. 
Increase the diffi  culty by having them create 
and state math sentences such as, “5 is 3 more 
than 2,” or “4 is 2 less than 6.” 

3. Place four dice in each hoop. For example, two 
dice are green and two dice are white. The 
combination of adding two dice will allow for 
larger numbers to be created.

4. Switch up the rule for how players win. For 
example, the lowest number rolled wins. Cre-
ate new skills to be performed for the losing 
players.

Scarf Unit — K–2
Objective:  Students will explore the various ways 
to develop and improve manipulation skills such 
as visual tracking, accuracy, control, throwing, 
catching, right- and left-handed manipulation, 
and socialization skills through the use of juggling 
scarves.

Equipment: 
 � One nylon juggling scarf per student; Music 

works great as well

Procedure:  Instruct students to sit down in 
personal space. Give each child one scarf. Note: 
remind each student that failure to hold the scarf 
when the teacher is talking will result in it being 
taken away! Choose the ideas from the following 
activities that will work best for you. This list is not 
exhaustive. Feel free to add or eliminate ideas to 
meet the class objective.

Individual Activities 

Single Skills:

1. Throw the scarf up and keep it from hitting the 
ground:

• While sitting down 
• While lying on your back
• While standing 

2. Now stand up and throw the scarf up as high 

as you can. How low or close to the ground 
can you let the scarf get before catching it? 

•  Try catching at a medium or high level
•  How many jumping jacks (or any other 

activity) can you do before the scarf hits 
the ground? 

3. Toss the scarf with your right hand and catch it 
with your left hand…..and visa versa.

4. Throw the scarf under your leg and then catch 
it (See Figure 32). 

5. Throw the scarf behind your back with one 
hand and catch with the other hand.

6. Throw the scarf up and catch it behind your 
back.

Figure 32:  Under leg throw and catchFigure 32:  Under leg throw and catch
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Stick it to Ya! — 2–8
Objective:  Stick it to Ya is a fast-paced, high-ener-
gy, dice-rolling game where students will practice 
and reinforce number recognition, number com-
parisons, and subtraction problems in the attempt 
to get rid of all of their sticks.

Equipment:   
 � Hula hoops (20-30). Hula hoops can be substi-

tuted with poly spots.

 � Dice (2 diff erent colored dice per hula hoop)

 � Bucket or pop up hamper of jumbo craft sticks 
or tongue depressor sticks (10 or more per stu-
dent as long as the number is equal)

 � Bucket or pop up hamper of wristbands or ny-
lon juggling scarves (25+ wristband/scarves; 
each will represent a 10-pointer) 

 � Optional: traffi  c cones (2; to designate starting 
points for jogging laps).

Procedure:  Before classes arrive, spread the hula 
hoops all over the gym with two diff erent colored 
dice inside each hoop. Next, place one container 
of wristbands in the center of the gym along with 
the bucket of sticks (see diagram for set up). The 
object of the game is for each player to get rid of 
all of their sticks in order to earn the most wrist-
bands/scarves. 

To Begin: hand each student 10 sticks and in-
struct them to go and sit down in personal space 
and await further instructions. On the signal “go,” 
all players, while holding their sticks, will travel to 
any hoop to have a face off  against another player. 
A “face off ” is when two players meet at a hoop 
to roll their die inside the hoop to determine who 
has the highest number. The player with the high-
est (or greater) number is the winner and must 
create a subtraction problem on the fl oor with 

both of the numbers rolled and then determine 
the answer. The answer will determine how many 
sticks the winner is allowed to give to the losing 
player. For example, if Player A rolls a 6 and Player 
B rolls a 3, then Player A must create the number 
sentence (6-3) inside the hoop to determine that 
the answer is 3. Hint: show students how to create 
a visual subtraction problem with their sticks. For 
example, a roll of fi ve and one could be demon-
strated by placing fi ve sticks on the ground and 
removing one stick to reveal four as the answer. 
Player A will then hand Player B four of his/her 
sticks (See Figure 41). 

Player A must go to one of the traffi  c cones and 
jog a total of “three” cones (because three sticks 
were given away) before going to a new hoop to 
participate in another face off . Note: jogging from 
one cone to the next cone counts as one, which is ba-
sically the same as half of a lap. Player B, after tak-
ing Player A’s three sticks, may immediately go and 
participate in another face off . Note: any exercise 
or choice of exercises can be implemented to replace 
jogging. A bonus is awarded for any players who 
face off  and roll the same number (equal to) by be-
ing allowed to drop off  the number of sticks at the 
bucket based on the number that was rolled. Play-
ers must keep in mind that they still have to jog 
the total number of cones based on the number 
of sticks that were dropped into the bucket. Note: 
make sure to leave the dice inside each hoop. New 
players who arrive at an occupied hoop must wait 
until the occupying players have fi nished their 
face off  before continuing play. Players who have 
given away all 10 of their sticks have earned the 
right to go and get one wristband from the cen-
ter of the gym. Players, after getting a wristband, 
must get 10 more sticks in order to continue play-
ing the game (See Figure 42).
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Note: players can give away whatever sticks they 
have left if, for example, a player wins and the sub-
traction problem produces an answer that is higher 
than the number of sticks available.

Players will continue giving away sticks, exercis-
ing, and earning wristbands the entire class un-
til a predetermined time limit has expired or the 
class is over. The player(s) who has earned the 
most wristbands will be declared the Stick It to Ya 
Champion(s). Clean up by performing a 10-second 
count down while students return the wristbands 
to the buckets and get 10 sticks before starting a 
new round.

Rules and Safety:

1. Players must clearly drop their die and may 
not touch or alter the number in any way once 
it is rolled. Dice may not be removed from a 
hoop.

2. The player with the highest number is the win-
ner and must create a subtraction problem on 
the fl oor with both of the numbers rolled and 
then determine the answer. The answer will 

determine how many sticks the winner is al-
lowed to give to the losing player.

3. The winning player must jog the number of 

cones based on the number of sticks given 
away.

4. The losing player may immediately go and 
participate in another face off .

5. Players who face off  and roll the same number 
are allowed to drop off  the number of sticks 
at the bucket based on the number that was 
rolled. Both players must jog the number of 
laps based on the number of sticks dropped 
off  at the bucket. 

6. New players who arrive at an occupied hoop 
must wait until the occupying players have 
fi nished their face off  before continuing play. 
There should never be more than two players 
at a time facing off  at the same hoop.

7. Players who have given away all 10 of their 
sticks have earned the right to go and get one 
wristband from the center of the gym. Players, 
after getting a wristband, must get 10 more 
sticks in order to continue playing the game. 

8. Players who take more than one wristband or 
less than 10 sticks from the bucket will forfeit 

all of their wristbands for cheating.

Figure 41:  Five minus one equals fourFigure 41:  Five minus one equals four

Figure 42:  Getting a wristband and 10 more sticksFigure 42:  Getting a wristband and 10 more sticks
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PE2 the Max II

Variations: 

1. The teacher can recognize all players by an-
nouncing the following categories that each 
player may fall under based on the number of 
sticks they earned:

• 4+ points = Stick It to Ya Champions

• 2 to 3 wristbands = Marvelous

• 1 or less wristbands = Super

Note: number requirement and achievement names 
can be altered in any way.

Stick it to Ya! • Diagram


