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Stepping up the “Game” in Physical Education

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


