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PE2

Trading Places  –  K-5
Objective:  Each 3-player team will incorporate 

teamwork, communication, and improve throwing, 

catching, and visual tracking skills, while learning 

how to share three diff erent positions by trading 

places each time a point is earn.

Equipment:  

 � Gator Skin Super 70 balls (1 per group of 3 

players; A Gator Skin Super 70 ball is a 2.75” 

ball that is approximately the size of a baseball; 

colored or numbered wiffl  e balls or other foam-

like balls may be substituted).

 � Hula Hoops (1 per group of 3 players)

 � Spectrum Poly Markers/spots 9” Circles (1 per 

group of 3 players)

Procedure:  the object of the game is for each 

3-player team to incorporate throwing and catching 

strategies to advance their team’s ball to each end 

wall as many times as possible. 

To Begin: instruct students to get into groups 

of three and choose any side of the gym to sit down 

and await further instructions. Note: create one or 

two groups of four by adding an extra hula hoop if a 

fi nal group of three cannot be created. Once seated, 

give each team one poly spot, one hula hoop, and 

one Super 70 ball. Th ere are 3 positions in Trad-

ing Places, the Hooper, the Spotter, and the Baller. 

On the signal “go,” each player of the 3-player team 

must choose a position as long as all positions are 

fi lled. Note: remind each 3-player team that they will 

get to “trade places” aft er scoring a point. 

Th e Hooper must place the hula hoop on the 

ground and may travel within the hoop and catch 

the ball while keeping both feet inside the hoop. Th e 

Spotter may pick up and move the poly spot, but 

must have at least one foot on the spot when trying 

to catch the ball. Th e Baller is not bound by any 

hula hoop or spot and can move anywhere within 

the boundaries to catch the ball. 

Once positions are selected the team may be-

gin by determining who will throw the ball fi rst. For 

example, Team A decides that the Baller will throw 

fi rst, followed by the Spotter, and then the Hooper. 

Th e Baller, starting behind the end line, throws the 

ball to the Spotter who advanced down the court 

about ten feet away, and aft er catching the ball turns 

around and throws the ball to the Hooper who ad-

vanced down the court 15 feet away, and aft er catch-

ing the ball turns around and throws the ball to the 

Baller who advanced down the court 10 feet away 

(See Figures 1 and 2). Note: remind teams that they 

can make short throws to play it safe or long throws 

to advance to the wall at a faster pace. Players must 

remember that they cannot advance toward the end 

wall once the ball has been caught or travel while 

in possession of the ball. Players, in possession of a 

ball may rotate or turn around.

Team A will continue this process of throwing 

and catching as long as the rules for each position 

are followed. Each 3-player team must start the 

process over at the end line if at anytime the ball is 

dropped or hits the ground. Note: encourage teams 

to consider the wisest strategies that will increase 

their chances of catching the ball and advancing to-

ward the end wall. 

A point is scored each time a player from the 

3-player team catches the ball and is able to reach 

and touch the opposing end wall without taking a 

step. Each team, aft er scoring a point, will go get a 

total of one wristband from the teacher. Th e scoring 

team will return to the wall that was just scored to 

“trade places” or positions and, continuing from the 

new end line, start the whole process over from the 

beginning. At the end of each round or designated 

time limit, tally each team’s score by adding togeth-

er each wristband. Th e point values at the end of the 

game will be as follows:
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Double the Physical + Double the Education = Double the Fun

1-5 wristbands = your team is alright!

6-10 wristbands = your team is cool!

11-15 wristbands = your team is awesome!

16-20 wristbands =your team ROCKS!

21 or more wristbands =Trading Places 

Champions!!

Note: modify the point system as 

deemed necessary

Rules and Safety:

1. Th e Hooper must place the hula hoop on the 

ground and may travel within the hoop and 

catch the ball while keeping both feet inside 

the hoop. 

2. Th e Spotter may pick up and move the poly 

spot, but must have at least one foot on the 

spot when trying to catch the ball. 

3. Th e Baller is not bound by any hula hoop 

or spot and can move anywhere to catch the 

ball.

4. Players cannot advance toward the end wall 

once the ball has been caught or travel while 

in possession of the ball.

5. Each 3-player team must start the process 

over at the end line if at anytime the ball is 

dropped or hits the ground.

6. A point is scored each time a player from the 

3-player team catches the ball and is able to 

reach and touch the opposing end wall with-

out taking a step.

7. A total of one wristband is collected from 

the teacher aft er scoring a point. 

8. Teammates must “trade places” and contin-

ue the game from the new end line.

Variations: 

1. I recommend substituting the Super 70 balls 

with larger Gator Skin balls or yarn balls, 

especially when playing this game with the 

kindergarten and fi rst grades.

2. Replace the Super 70 balls with indoor Fris-

bees or foam footballs. 

 Figures 1 & 2: Advancing the ball by using the Baller, Hooper, and Spotter positions


