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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.
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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.


