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knocked down. Players cannot place balls 
back on their cones or reset their pins until a 
scooter helper comes over and High-5’s them 
or switches positions with them.

4. Modifi ed variation of Pin Ball: Eliminate scoot-
ers and randomly spread pins throughout the 
gym. Game 1, boys knock pins down and girls 
set pins up. Game 2, girls knock pins down and 
boys set pins up.

Objective:  Each student will demonstrate com-
petency in fi tness skills while being challenged to 
crack the mysterious codes in order to reveal their 
hidden words..

Equipment:  
 � Scrabble tile sets (2-4; Scrabble tile sets are 

recommended for their durability. Note: be-
fore purchasing sets, I recommend asking col-
leagues and friends to donate any Scrabble 
games that they may have lying around their 
classroom or house. Also, consider what is in 
a typical Scrabble set to determine how many 
tile sets you will need for your classes. I recom-
mend one set per 15-20 students. A game of 
Scrabble contains 100 letter tiles in the follow-
ing distribution:

• E x 12, A x 9, I x 9, O x 8, R x 6, N x 6, T x 6, 
L x 4, S x 4, and U x 4 (scoring 1 point)

• D x 4, and G x 3 (scoring 2 points)
• B x 2, C x 2, M x 2, and P x 2 

(scoring 3 points)
• F x 2, H x 2, V x 2, W x 2, and Y x 2 

(scoring 4 points)
• K x 1 (scoring 5 points)
• J x 1, and X x 1 (scoring 8 points)
• Q x 1, and Z x 1 (scoring 10 points)

 � Hula hoops (2-4)

 � Foam dice (8+ sets; the more the better)

 � Speed ropes or jump ropes (2-4)

 � Fitness List (1 copy taped to each wall or copy 
the list to a dry erase board; see page 19).

 � Number codes (1 copy of each code; some ex-
amples of 7 and 8-letter words have been pro-
vided on pages 30-32). 

• The words chosen can be individually writ-
ten on 3x5 index cards or typed on paper 
and cut out (See Figure 12). I recommend 
laminating each coded card/paper to make 
them more durable. 

• New words can be added to the game by 
assigning each word a number code. For 
example, A=1, B=2, C=3, D=4, E=5, and so 
on all the way to the letter Z, which will 
equal 26. The word “cat” would be coded 3  
1  20.

 � Bucket or pop up hamper of jumbo craft sticks 
or tongue depressor sticks (100-200). 

 � Optional: type, copy, and tape the following al-
phabet codes (Cheat Sheet to the wall: 1 = A,   2 
= B, 3 = C, 4 = D, 5 = E, 6 = F, 7 = G, 8 = H, 9 = I, 
10 = J, 11 = K, 12 = L, 13 = M, 14 = N, 15 = O, 16 
= P, 17 = Q, 18 = R, 19 = S, 20 = T, 21 = U, 22 = V, 
23 = W, 24 = X, 25 = Y,    26 = Z. Note: these are 
especially useful as a “cheat sheet” for those stu-
dents who may struggle with fi guring out certain 
letters in the alphabet.

Procedure:  Before classes arrive, place all the 
Scrabble tiles face up in the center of the gym, 
and spread out all of the number codes, dice, 
hoops, and jump ropes anywhere inside the gym 
boundaries. Tape the Fitness Lists and Alphabet 
Codes (if being used) on surrounding walls. The 

Crack the Code — 3–8
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object of the game for each player is to decode 
as many words in order to earn the most points. 
Instruct each student to get a number code off  
the fl oor, sit down in personal space, and await 
further instructions.   

To Begin: each card is labeled with a unique set 
of numbers that each student will attempt to de-
code. The previous example demonstrates the 
procedures that each student must follow in or-
der to decode a word. For example, student A has 
the following card to decode: 

1. To begin decoding the numbers, student A 
must locate and roll a set of dice.

2. Student A will remember the number that was 
rolled and look at one of the Fitness Lists to 
determine which activity has to be performed 
(See Figure 13; and see a copy of the Fitness 
List on page 29). If student A rolls a nine for 
example, then he will go look at any Fitness 
List to determine that activity nine states 
“Jump Rope.” 

• Student A will then perform seven rope jumps 
because the fi rst number to decode on his card 
is a seven. 

• Student A will count to seven with his fi ngers 
(or whatever method he chooses to fi gure out 
the seventh letter in the alphabet) while saying 
the ABC’s to determine that the seventh letter 
in the alphabet is the letter “G.” Note: provide 
the “cheat sheet” for those students who may 
struggle with fi guring out certain letters in the 
alphabet (See Figure 14). 

• This student must then travel to the center to 
locate and retrieve a “G” Scrabble tile and re-
turn back to his personal space (See Figure 15).

• Student A will continue following procedures 
1-5 to decode the remaining letters to eventu-
ally collect all of the correct Scrabble tiles to 
spell the word “gymnast” (See Figure 16). 

Figure 12: Coded CardFigure 12: Coded Card

____    ____    ____    ____    ____    ____    ________    ____    ____    ____    ____    ____    ____
 7 25 13 14 1 19 20 7 25 13 14 1 19 20

Figure 13: Fitness ListFigure 13: Fitness List

Figure 14: Cheat SheetFigure 14: Cheat Sheet

Figure 15: Traveling to center for Scrabble TilesFigure 15: Traveling to center for Scrabble Tiles
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• Student A will return the letters and coded 
card to the center and retrieve one stick from 

the bucket. Optional: students must bring their 
cards and say their words to provide proof of 
understanding to the teacher before getting 
a stick. The teacher may provide assistance to 
any students with misspelled words or inability 
to pronounce the word.

• Student A will then locate any unused coded 
card to repeat the process again.

At the end of class, the player(s) who has earned 
the most points will be declared the “Crack the 
Code Champion(s).”

Fitness List

1. Jumping Jacks
2. Squats or knee bends
3. Push Ups
4. 1 foot Line Hops (hop back and forth over a 

line)
5. Hula Hoop
6. Run Downs (run back and forth from the end 

line to the free throw line)
7. 2-feet Line Jumps (jump back and forth over a 

line)
8. Lunges
9. Jump Rope
10. Mountain Climbers

11. Sit Ups
12. High Kicks to the front

Rules and Safety:

1. All players, even if they have fi gured out what 
letter the coded number represents before-
hand, must roll the dice, look at the Fitness 
List, and perform the designated number of 
exercises to earn each letter in their word.

2. Players must patiently wait to use the dice, 
ropes, or hoops if they are being used.

3. One blank Scrabble tile can be used in each 
word, especially if a child has trouble locating 
a particular letter. 

4. Players must return all letters and coded cards 
to the center of the gym after completing a 
word.

5. One stick may be taken from the bucket upon 
completion of each word.

6. Players who take more than one Scrabble tile 
at a time or do not perform their exercises will 
lose one stick for each violation.

Variations:

1. Allow students to work together in teams.

2. Use one die and only perform items 1-6 from 
the Fitness List.

3. 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 = Crack the Code Champions
• 3 to 5 points = Marvelous
• 2 or less points = Super

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

Figure 16: Earning letters to spell wordsFigure 16: Earning letters to spell words
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Number Codes (7-letter words)

1. mittens = 13  9  20  20  5  14  19 39. gymnast = 7  25  13  14  1  19  20  
2. seventy = 19  5  22  5  14  20  25 40. camping = 3  1  13  16  9  14  7
3. jukebox = 10  21  11  5  2  15  24 41. student = 19  20  21  4  5  14  20
4. tornado = 20  15  18  14  1   4  15 42. science = 19  3  9  5  14  3  5
5. matches = 13  1  20  3  8  5  19 43. studies = 19  20  21  4  9  5  19
6. snowman = 19  14  15  23  13  1  14 44. dancing = 4  1  14  3  9  14  7
7. blender = 2  12  5  14  4  5  18 45. barking = 2  1  18  11  9  14  7 
8. soldier =19  15  12  4  9  5  18 46. bulldog = 2  21  12  12  4  15  7
9. rooster = 18  15  15  19  20  5  18 47. reading = 18  5  1  4  9  14  7
10. lantern = 12  1  14  20  5  18  14 48. dentist = 4  5  14  20  9  19  20 
11. popcorn = 16  15  16  3  15  18  14 49. cheetah = 3  8  5  5  20  1  8
12. pitcher = 16  9  20  3  8  5  18 50. grading = 7  18  1  4  9  14  7
13. cupcake = 3  21  16  3  1  11  5 51. concert = 3  15  14  3  5  18  20
14. cabbage = 3  1  2  2  1  7  5 52. nightly = 14  9  7  8  20  12  25
15. balloon = 2  1  12  12  15  15  14 53. running = 18  21  14  14  9  14  7
16. fi fteen = 6  9  6  20  5  5  14 54. replace = 18  5  16  12  1  3  5
17. octopus = 15  3  20  15  16  21  19 55. phantom = 16  8  1  14  20  15  13
18. painter = 16  1  9  14  20  5  18 56. musical = 13  21  19  9  3  1  12
19. toolbox = 20  15  15  12  2  15  24 57. compass = 3  15  13  16  1  19  19
20. toaster = 20  15  1  19  20  5  18 58. feather = 6  5  1  20  8  5  18
21. mission = 13  9  19  19  9  15  14 59. walking = 23  1  12  11  9  14  7
22. bathtub = 2  1  20  8  20  21  2 60. hopping = 8  15  16  16  9  14  7
23. believe = 2  5  12  9  5  22  5 61. inspire = 9  14  19  16  9  18  5 
24. present = 16  18  5  19  5  14  20 62. rolling = 18  15  12  12  9  14  7
25. goggles = 7  15  7  7  12  5  19 63. lettuce = 12  5  20  20  21  3  5
26. racecar = 18  1  3  5  3  1  18 64. catcher = 3  1  20  3  8  5  18
27. referee = 18  5  6  5  18  5  5 65. cymbals = 3  25  13  2  1  12  19 
28. pelican = 16  5  12  9  3  1  14 66. writing = 23  18  9  20  9  14  7
29. giraff e = 7  9  18  1  6  6  5 67. pyramid = 16  25  18  1  13  9  4
30. numbers = 14  21  13  2  5  18  19 68. mermaid = 13  5  18  13  1  9  4
31. pretzel = 16  18  5  20  26  5  12 69. vampire = 22 1  13  16  9  18  5
32. recycle =19  15  12  4  9  5  18 70. trumpet = 20  18  21  13  16  5  20
33. jumping = 10  21  13  16  9  14  7 71. whistle = 23  8  9  19  20  12  5
34. mailbox = 13  1  9  12  2  15  24 72. avocado = 1  22 15  3  1  4  15
35. landing = 12  1  14  4  9  14  7 73. teacher = 20  5  1  3  8  5  18
36. scooter = 19  3  15  15  20  5  18 74. pumpkin = 16  21  13  16  11 9  14
37. general = 7  5  14  5  18  1  12 75. surfi ng = 19  21  18  6  9  14  7
38. bending = 2  5  14  4  9  14  7 76. coconut = 3  15  3  15  14  21  20
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Number Codes (8-letter words)

1. employee = 5  13  16  12  15  25  5  5 39. learning = 12  5  1  18  14  9  14  7
2. dinosaur = 4  9  14  15  19  1  21  18 40. triangle = 20  18  9  1  14  7  12  5 
3. lipstick = 12  9  16  19  20  9  3  11       41. creative = 3  18  5  1  20  9  22  5
4. windmill = 23  9  14  4  13  9  12  12     42. reindeer = 18  5  9  14  4  5  5  18 
5. physical = 16  8  25  19  9  3  1  12        43. broccoli = 2  18  15  3  3 15  12  9  
6. trombone = 20  18  15  13  2  15  14  5   44. maintain = 13  1  9  14  20 1  9  14
7. notebook = 14  15  20  5  2  15  15  11   45. national = 14 1  20  9  15  14 1  12
8. evolving = 5  22  15  12  22  9  14 7         46. fl ippers = 6 12  9  16  16  5  18  19
9. scissors = 19  3  9  19  19  15  18  19      47. schedule = 19  3  8  5  4  21  12  5  
10.  pointing= 16  15  9  14  20  9  14  7       48. crutches = 3 18  21  20  3  8  5  19
11.  standard = 19  20  1  14  4  1  18  4         49. chemical = 3  8  5  13  9  3  1  12
12.  envelope = 5  14  22  5  12  15  16  5      50. language = 12  1  14  7  21  1  7  5
13.  keyboard = 11  5  25  2  15  1  18  4        51. meditate = 13  5  4  9  20  1  20  5
14.  unicycle= 21  14  9  3  25  3  12  5         52. bathrobe = 2  1  20  8  18  15  2  5
15.  juggling= 10  21  7  7  12  9  14  7         53. football = 6 15  15  20  2  1  12  12
16.  phantoms = 16  8  1 14  20  15  13  19    54. crackers = 3  18  1  3  11  5  18  19       
17.  cucumber = 3  21  3  21  13  2  5  18       55. recharge = 18  5  3  8  1  18  7  5
18.  squirrel = 19  17  21  9  18  18  5  12      56. designed = 4  5  19  9  7  14  5  4
19.  mountain = 13  15  21  14  20  1  9  14    57. fi elding = 6  9  5  12  4  9  14  7 
20.  skipping = 19  11  9  16  16  9  14  7       58. friendly = 6  18  9  5  14  4  12  25
21.  computer = 3  15  13  16  21  20  5  18 59. airplane = 1  9  18  16  12  1  14  5 
22.  elephant= 5  12  5  16  8  1  14  20 60. artistic = 1  18  20  9  19  20  9  3
23.  building= 2  21  9  12  4  9  14  7 61. talented = 20  1  12  5  14  20  5  4
24.  umbrella = 21  13  2  18  5  12  12  1 62. oriental = 15  18  9  5  14  20 1  12
25.  sneakers = 19  14  5  1  11  5  18  19 63. inspires = 9  14  19  16  9 18  5  19
26.  pancakes = 16  1  14  3  1  11  5  19 64. catching = 3  1  20  3  8  9  14  7
27.  doughnut = 4  15  21  7  8  14  21  20 65. socially = 19  15  3  9 1  12  12  25
28.  pictures = 16  9  3  20  21  18  5  19 66. slightly = 19  12  9  7  8  20 12  25
29.  lollipop = 12  15  12  12  9  16  15  16 67. sandwich = 19  1  14  4  23  9  3  8
30.  requests = 18  5  17  21  5  19  20  19 68. mechanic = 13  5  3  8  1  14  9  3
31.  resource = 18  5  19  15  21  18  3  5 69. backpack = 2  1  3  11  16  1  3  11
32.  scramble = 19  3  18  1  13  2  12  5 70. barbecue = 2  1  18  2  5  3  21  5
33.  students = 19  20  21 4  5  14  20  19 71. internet = 9  14  20  5  18 14  5  20
34.  swimming = 19  23  9  13  13  9  14  7 72. hospital = 8 15  19  16  9  20 1  12 
35.  teamwork = 20  5  1  13  23  15  18  11 73. policies = 16  15  12  9  3  9  5  19
36.  download = 4  15  23  14   12  15  1  4 74. children = 3  8  9  12  4  18  5  14
37.  maximize = 13  1  24  9  13  9  26  5 75. hurdling = 8  21  18  4  12  9 14  7
38.  continue= 3  15  14  20  9  14  21  5 76. improved = 9 13 16  18 15 22  5  4
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Word Search Showdown — 3–8

Objective:  Word Search Showdown will stretch 
the student’s minds by providing multiple opportu-
nities to recall and practice spelling words. The com-
bination of spelling fundamentals, exercise, memo-
rization, and teamwork forces players to strategize 
and think while constantly exercising to spell words 
and earn as many points as possible.

Equipment:   (Needs are based on a class of 56 
students)

 � Scrabble tile sets (Scrabble tile sets are recom-
mended for their durability. Note: before pur-
chasing sets, I recommend asking colleagues and 
friends to donate any Scrabble games that they 
may have lying around the house. Also, consider 
what is in a typical Scrabble set to determine 
how many tile sets you will need for your class-
es. I recommend one set per 15-20 students. A 
game of Scrabble contains 100 letter tiles in the 
following distribution:

• 2 blank tiles (scoring 0 points)
• E x 12, A x 9, I x 9, O x 8, R x 6, N x 6, T x 6, L x 

4, S x 4, and U x 4 (scoring 1 point)
• D x 4, and G x 3 (scoring 2 points)
• B x 2, C x 2, M x 2, and P x 2 (scoring 3 points)
• F x 2, H x 2, V x 2, W x 2, and Y x 2 (scoring 4 

points)
• K x 1 (scoring 5 points)
• J x 1, and X x 1 (scoring 8 points)
• Q x 1, and Z x 1 (scoring 10 points)

 � Optional: consider making alphabet sets on in-
dex cards, printing and laminating sets of letters 
or utilizing pre-printed alphabet cards or teach-
ing tools.  

 � Paper (one per student; standard 8.5 x 11 paper 
cut into 4 sections)

 � Pens and/or pencils (10-15; these will be placed 
somewhere outside of the playing area for safe-
ty reasons)

 � List of exercises (written on board or posted on 
gym walls)

 � Optional: traffi  c cones (8-12)

Procedure:   Scatter all of the Scrabble tiles or 
alphabet sets (face up) on the fl oor in the center 
area of the gym. Optional: encircle the scrabbles 
tiles with the traffi  c cones to provide a small buff er 
between the tiles and the students. Next, place all 
pens at a table or area outside of the designated 
playing area or gym boundaries. The object of the 
game is for each player to score as many points as 
possible by exercising and earning letters to cre-
ate words.

To Begin: hand each student a piece of paper and 
instruct them to sit in personal space, away from 
the scrabble tiles, to await further instructions. Ex-
plain that a point is earned for every letter in every 
word that a player creates. Each word must also 
be checked by the teacher before it can be record-
ed onto each player’s piece of paper. Each player 
must fi rst earn the right to take a trip to the cen-
ter of the gym each time they want to get a letter. 
A trip to the center to get or return an unwant-
ed letter is earned by performing any exercise/
skill written on the board or posted on the gym 
walls. Note: the exercises and skills can be replaced 
or modifi ed at the teacher’s discretion (see Mathletic 
Task Sheet A-D for some exercise examples). All play-
ers, after earning a trip, may go to the center and 
choose one letter to go towards their word (See 
Figure 49). 

 The key to a player’s success is to determine how to 
create words. Each player has the choice to create 
words as an individual, with a partner, in groups, 
and/or a combination of the three choices. For ex-
ample, a player could work by himself, change his 
mind and go work with a friend, change his mind 
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again and go join a group of friends, etc. at any-
time during a game. Note: all words chosen to be 
spelled must contain 4 or more letters (See Figures 
50 and 51).  

Players choosing to work alone can pace them-
selves and create any word they want. The only 
possible setback is that no one else will be con-
tributing to the word, thus taking longer to com-
plete a word. A potential benefi t could be that 
there is nobody to argue with about what words 
to choose and which letters to fi nd. Players choos-
ing to work with a partner or in larger groups have 
diff erent challenges. These groups must commu-
nicate much more by deciding on a word that 
equals the amount of people in their group since 
everyone must contribute a letter to the selected 
word. They must also communicate who will go 
and get what letters, which if not discussed can 
lead to chaos. The potential for arguing and frus-
tration is much greater if this strategy is chosen. 
On the other hand, the potential benefi t would be 
getting letters to a word much quicker than the 
individual method. For example, a group of six 
players could spell “apples” six times faster than 
an individual who would have to perform six exer-
cises to earn the same letters. Each player/group 
must adhere to the following procedures to get 
credit for each word:

1. Select a word and earn one letter from the 
center for each exercise completed.

2. Find a personal space within the gym bound-
aries and spell the word on the ground.

3. Get the teacher’s attention by raising your 
hands. All players, upon the teacher’s approval 
of the word and its spelling, must return all let-
ters to center before going to the designated 
area where the pens are located to record the 
word on their personal piece of paper. Note: 
students should also write their names on their 
paper during their fi rst trip. The teacher may of-
fer guidance for any misspelled words or sug-
gest that the student(s) pick a new word to 
spell (See Figure 52).

4. Continue the game by choosing a new word 

Figure 49:  Choosing a letter to complete a wordFigure 49:  Choosing a letter to complete a word

Figure 50:  QuintupletFigure 50:  Quintuplet

Figure 51:  SkeletonFigure 51:  Skeleton
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to spell. Note: remind students that they can 
change groups or work alone at anytime during 
the game.    

Optional: before going to the next round, stop 
and let students share some possible strategies 
they utilized to be successful, placing special em-
phasis on those teams that were thinking “outside 
of the box.” 

A signal will be given at the end of class for each 
player to fi nd their own personal space. Players will 
then count one point for every letter in each word 
recorded on their piece of paper. The player(s) 
with the highest score will be labeled the Word 
Search Showdown Champion. The teacher will 
recognize all other players by announcing the fol-
lowing categories that each player may fall under:

1. 81-100 points is a Genius

2. 61-80 points is  a Scholar

3. 41-60 points is Gifted

4. 21-40 points is Exceptional

5. 1-20 points is Skilled

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 letter.

2. A trip to the center, to get or return an un-
wanted letter, is earned by performing any ex-
ercise/skill on the exercise list.

3. All words chosen to be spelled must contain 4 
or more letters. A word may not be repeated 
on an individual’s paper. No proper nouns may 
be used such as Matt, Sara, etc.

4. Players may go to the designated area to re-
cord their word upon the teacher’s approval 
of the word and its spelling. The teacher may 
off er guidance for any misspelled words or 
suggest that the student(s) pick a new word to 
spell.

5. All letters must be returned to the center be-
fore going to record the word.

6. Each letter in a word equals one point. 

Variations: 

1. Allow players to get more than one letter at a 
time.

2. Use the actual Scrabble scoring system. Play-
ers will add up the points labeled on each 
Scrabble letter tile.

3. Create predetermined word lists to reinforce 
the learning and spelling of Grade-level 
words.

Figure 52:  A sample word listFigure 52:  A sample word list
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4. When I turn on the music, play “Follow the 
Leader” and whatever trick the leader per-
forms with the scarf, the follower must per-
form. Now switch positions.

5. With your partner, invent your own scarf trick 
and show someone.

6. Free time, practicing previously learned skills 
with the scarf.

Figure 34:  Back to back partner catchFigure 34:  Back to back partner catch

Scrabblistic Unit — 3–8
Objective:  Challenge students’ throwing accuracy 
and spelling skills through the hair-raising game 
of Scrabblistic. In Scrabblistic, students must score 
points in order to earn scrabble tiles, and in turn, 
stretch the student’s minds by providing multiple 
opportunities to recall and practice spelling words. 
The combination of spelling fundamentals, exer-
cise, memorization, and teamwork forces players to 
strategize while constantly earning tiles in order to 
spell words and earn as many points as possible..

Equipment:  (Needs are based on a class of 56 
students)

 � Scrabble tile sets (2-4; Scrabble tile sets are rec-
ommended for their durability. Note: before pur-
chasing sets, I recommend asking colleagues and 
friends to donate any Scrabble games that they 
may have lying around their classroom or house. 
Also, consider what is in a typical Scrabble set 
to determine how many tile sets you will need 
for your classes. I recommend one set per 15-20 
students. A game of Scrabble contains 100 letter 
tiles (see Crack the Code for the complete letter 
tile distribution).

 � Gatorskin balls (30+ of the 6” to 8” balls; the 
more the better)

 � Hula hoops (4)

 � 5-gallon buckets or pop up hampers (2) 

 � Trashcans, barrels, or storage bins (4)

 � Basketball goals (2 if available; set between 8’ to 
10’)

 � Optional: consider making alphabet sets on in-
dex cards, printing and laminating sets of letters 
or utilizing pre-printed alphabet cards or teach-
ing tools.

Procedure:  Before classes arrive, place all Gator-
skin balls in the center of the gym and one trashcan 
in each corner of the gym. Next, place one 5-gal-
lon bucket containing half of the Scrabble tiles at 
the center of the sideline and the other 5-gallon 
bucket containing the remaining Scrabble tiles 
at the opposite center sideline. Finally, place two 
hoops at one end of the gym and two hoops on 
the opposite end of the gym (see diagram for set 
up). The object of the game is for each team to 
throw balls to score as many goals as possible in 
order to earn Scrabble tiles. Their intentions are to 
create more words than the opposing team. 

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 explanation 
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of the Scorer and Speller positions (described be-
low), informing students that they can choose and 
change positions at any time during the game. 

To Begin: on the teacher’s signal, “Scorers” will 
begin throwing the Gatorskin balls, trying to 
score them into the basketball goal or corner 
trash cans located on the opposite end of the 
gym. Scorers may not cross the midline to roll or 
throw balls. All Scorers who make a shot into the 
trash can are allowed to take one Scrabble tile 
from either 5-gallon bucket located on the side-
lines to take back and place inside their team’s 
hoops. All Scorers who make a shot into the bas-
ketball goal are allowed to take two Scrabble 
tiles from either bucket. Note: encourage Scorers 
to get the scored balls out of the trash cans before 
getting the Scrabble tiles. Scorers may also catch 
thrown balls from the opposing team’s Scor-
ers. Note: Scorers must stay within the boundar-
ies and may not cross the sidelines or end lines to 
catch a thrown ball, especially where the trash cans 
are located. After each catch, Scorers who catch 
a ball must immediately take the Scrabble tile 
earned from either 5-gallon bucket located on 
the sidelines to take back and place inside their 
team’s hoops. “Spellers” are any players who cre-
ate words with the Scrabble tiles stored in their 
team’s hoops (See Figure 35). Spellers may work 
by themselves or collaborate with other Spellers 
to create words. Note: encourage Spellers to com-
municate with Scorers to collect specifi c letters in 
order to quickly complete desired words.

The key to a teams’ success is to utilize the most let-
ters in order to create the most words (one point 
is earned for every letter in every word that each 
team creates). Note: all words chosen to be spelled 
must contain 4 or more letters and, blank tiles can 
represent any letter. For example, the word “jump” 
would earn a team four points. Bonus: double 

points will be awarded for words that contain sev-
en or more letters. For example, the seven letter 
word “fi tness” would earn a team 14 points. Spell-
ers may also have to protect the spelled words 
in their team’s hoop from any stray balls coming 
from the opponent’s side. Spellers may remove 
letters from one hoop in order to complete a word 
at another hoop. Spellers may also change or add 
to words to increase the point value.

A signal will be given at the end of class to stop 
the game. The teacher and/or students assigned 
by the teacher will then count one point for every 

letter in each word correctly spelled inside their 
team’s hoop. Any unused letters inside a team’s 
hoop will not be scored. Remind counters to re-
member double points for the bonus words. The 
team with the highest score will be declared the 
“Scrabblistic Champions.”

Rules and Safety:

1. All Scorers who make a shot into the trash can 
are allowed to take one Scrabble tile and Scor-
ers who make a shot into the basketball goal 
are allowed to take two Scrabble tiles.

2. Scorers may not cross the midline to roll or 
throw balls. Balls may not be thrown at other 
players or at anything other than the basket-

Figure 35:  Spelling wordsFigure 35:  Spelling words
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ball goal and trash cans.

3. Scorers who catch a ball are allowed to take one 
Scrabble tile(s) from either 5-gallon bucket.   

4. Scorers must stay within the boundaries to 
catch a thrown ball.

5. All words chosen to be spelled must contain 4 
or more letters. No proper nouns may be used 
such as Matt, Sara, etc. The teacher may off er 
guidance for any misspelled words or suggest 
that the team pick a new word to spell.

6. Each letter in a word equals one point. Double 
points will be awarded for words that contain 
seven or more letters. 

7. Spellers may remove letters from one hoop in 
order to complete a word at another hoop. 

8. Spellers may also change or add to words to 
increase the point value. 

9. Two words will be removed from a team’s 

hoop if any player is caught taking more than 
the designated amount of Scrabble tiles from 
a bucket.

Variations: 

1. Vary diffi  culty by utilizing diff erent sized tar-
gets at various distances. Add more trash cans 
to each side.

2. Increase or decrease the number of letters a 
Scorer may earn after scoring a goal or trash can.

3. Use the actual Scrabble scoring system. Play-
ers will add up the points labeled on each 
Scrabble letter tile.

4. Allow Scorers to take one or more Scrabble 
tiles from the opposing team’s hoops if a ball 
is caught.

5. Create predetermined word lists to reinforce 
the learning and spelling of Grade-level 
words.

Scrabblistic • Diagram

= Bucket of tiles = Hoops = Balls= Trash can or
     basket
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Word Up — 2–8

Objective:  Word Up, derived from Building Blocks 
(Hughes, PE2theMax, 2003) is a game designed to 
stretch student’s minds by providing multiple op-
portunities to recall and practice spelling words and 
creating sentences. The combination of spelling 
fundamentals, locomotor movements, and team-
work forces players to strategize and think while 
constantly exercising to spell words and earn as 
many points as possible.

Equipment:   (Needs are based on a class of 60)
 � Scrabble tile sets (2-4; Scrabble tile sets are 

recommended for their durability. Note: be-
fore purchasing sets, I recommend asking col-
leagues and friends to donate any Scrabble 
games that they may have lying around their 
classroom or house. Also, consider what is in a 
typical Scrabble set to determine how many tile 
sets you will need for your classes. I recommend 
one set per 15-20 students. A game of Scrabble 
contains 100 letter tiles (see Crack the Code for 
the complete letter tile distribution).

 � Buckets or pop up hampers (2) 

 � Hula-hoops (12 or 1 per team)

 � Optional: consider makings alphabet sets on in-
dex cards, printing and laminating sets of letters 
or utilizing pre-printed alphabet cards or teach-
ing tools.

Procedure:   Before classes arrive, divide the 
Scrabble tiles and place them inside two 5-gallon 
buckets to be positioned at opposite ends of the 
longest length of the gym against each end wall. 
Rest six hoops fl at on the fl oor against the wall 
at each end of the gym (see diagram for set up). 
When classes arrive, instruct students to get into 
groups of fi ve, choose a captain, go to one of the 
12 hoops and sit down to await further instruc-
tions. The object of the game is for each team to 

earn as many Scrabble tiles as possible to create 
the most words. 

To Begin: each group must quickly brainstorm 
and determine how to travel from their hoop to 
the opposite end line and back in order to collect 
two Scrabble tiles. Teams must keep in mind the 
following rules when attempting to earn Scrabble 
tiles: 

1. All fi ve players from each team must be con-
nected or in contact with each other while 
traveling to the end line and back (See Figure 
53).

2. Teams must come up with a new way to travel 
to the end line each time they attempt to earn 
a Scrabble tile (See Figure 54). A team may not 
perform the same locomotor skill twice. For 
example, all fi ve players might hold hands and 
skip to the end line and back, after which they 
may not travel by skipping again. The fi rst four 
or fi ve skills will be easy, but creating new ways 
to travel as a team will gradually get tougher, 
requiring teammates to use critical thinking to 
come up with more ideas. 

3. Teams earn two Scrabble tiles at a time with 
each new team locomotor skill performed to 
the end line and back. Upon returning to their 
hoop, each captain goes to the 5-gallon buck-
et on their side of the gym, grabs two Scrabble 
tiles, and drops them inside their hoop before 
the team performs a new movement.

When given the opportunity to develop new ways 
to travel, students may come up with some po-
tentially unsafe ideas, such carrying teammates 
in various ways. If the class is mature enough, let 
teams explore the endless ways they can use. You 
will be amazed at many of the fascinating ideas 
that teams come u with. If you are in doubt about 
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your students’ ability to make safe choices, then 
you must determine which of the following rules 
to implement:

1. Players, if you think an idea is potentially 
dangerous, do not do it!

2. No carrying teammates on each other’s 
shoulders.

3. Teams must walk when carrying a team-
mate.

Rules and Safety: 

Teams must keep in mind the following rules, safe-
ty, and strategies when attempting to spell words: 

1. Teams may collaborate and work together to 
spell words at anytime during the game. En-
courage teams not to spend too much time 

spelling words because they may lose valu-
able time for collecting more Scrabble tiles.

2. One point is earned for every letter in every 
word. A word may not be repeated and proper 
nouns may not be used such as Matt, Sara, etc. 
Blank tiles can represent any letter. 

3. All words chosen to be spelled must contain 
one or more letters. 

4. The key to a team’s success is to utilize the 
most letters by placing them in words in or-
der to earn the most points. Each team should 
think ahead of words they want to spell and 
encourage their captain to get the letters to 
spell the predetermined words. Bonus: dou-
ble points will be awarded for creating com-
plete sentences. The sentence must include 
six or more words. For example, the 31-letter 
sentence “I love playing in physical education” 
would earn a team 62 points.

5. Captains may not return or exchange letters 
once they have been removed from the bucket. 

6. Teams may not interfere with another team’s 
hoop due to the possibility of accidentally 
scrambling up words.

7. Captains who take more than two letters 
or teams who interfere with another team’s 
hoops will be penalized by having two or 
more words removed from their hoop. 

All teams must return to their hoops when the 
time limit designated by the teacher has expired 
or when there are no more Scrabble tiles. Be sure 
to provide a 1- to 3-minute countdown to allow 
each team the opportunity to fi nish spelling their 
words. Instruct captains to calculate their team’s 
totals. The teacher will travel to each team’s hoop 
to gather scores and to double check scores if nec-
essary. After the countdown, words may not be 
completed or altered. Clean up and start a new 
game once a team has been declared a winner. 

Figure 53:  Connected and travelingFigure 53:  Connected and traveling

Figure 54:  Connecting and traveling a new wayFigure 54:  Connecting and traveling a new way
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Variations:

1. Increase or decrease the size of each group 
based on class size. 

2. Create a diff erent method for earning Scrab-
ble tiles.

3. Allow teams to collect one scrabble tile at 
a time or more than two at a time. This will 
greatly increase the number of words being 
created.

4. Do not allow teams to talk.

Word Up • Diagram


