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UFOs  –  2-8
Objective:  UFOs is a unique, cooperative game 

where speed, teamwork, slingshotting, and visual 

tracking skills are essential to earning a maximum 

number of points. Like the game of Launch It, 

UFOs also provides the opportunity to explore var-

ious ways to develop and improve ball manipula-

tion, and the skills of trajectory, force, and accuracy. 

Played in conjunction with the game of Launch It, 

UFOs is a great prerequisite to the games of Sling-

shot and Slingshot Golf.

Equipment:  

 � Flat Resistance Exercise or Can-Do Bands 

(30±).

 � Gator Skin Super 70 balls (20-30 or one ball per 

every group of 2-3 students; 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 substitut-

ed).

 � Traffi  c cones (8 or 4 per side).

 � Bucket(s) or pop up hampers of wristbands 

(200±; color does not matter).  

 � Optional: 5-gallon bucket or pop up hamper of 

sticks (200±) if wristbands are unavailable.

Procedure:  Place four traffi  c cones approximate-

ly 10 yards from each end wall. Note: One area, be-

tween the traffi  c cones and wall will be the Launch 

Site and the other area will be the End Zone. Place 

both buckets of wristbands at one intersection of 

the midline and sideline (See diagram for set up). 

Instruct students to form groups of 3- or 4-Player 

teams. Each 3- or 4-Player team may now get one 

ball and one slingshot from the teacher and then go 

sit down inside the launch site located on one side of 

the gym. Th e object of the game is for each Shooter 

team to slingshot as many balls as possible into the 

End Zone located on the opposite end of the gym. 

To Begin: On the signal “go”, each 3- or 4-Player 

team must send one player (Catcher) to the End 

Zone. Th e other two to three players on each team 

must experiment with ways on how to aim and 

shoot the ball at diff erent angles and trajectories 

as well as determining fair ways of taking turns on 

who will hold and who will shoot the slingshot each 

time (see the game of Launch It for examples of 

the slingshot technique and some of the possible 

2- and 3-Player ideas). Note: teammates must al-

ways use caution when pulling back and releasing the 

slingshots to avoid hitting anyone with the therapy 

band or ball!!! 

Th e goal for each Shooter team inside the 

Launch Site is to slingshot their UFO (ball), at-

tempting to shoot it far enough to cross into the 

End Zone located on the opposite side of the gym. 

A shot is considered successful if it rolls on the 

ground or fl ies in the air into the End Zone. Once 

the UFO crosses into the End Zone, the Catcher or 

owner of that ball is allowed to pick up the ball and 

go retrieve one wristband to wear. Th e Catcher will 

then go to the Launch Site and switch positions with 

a Shooter teammate to continue the game. Th e new 

Catcher will get into the End Zone and wait until 

his or her teammates shoot the UFO into the End 

Zone. Note: Catchers may not touch any other team’s 

UFOs that are launched, especially if it is still rolling 

on the ground. A shot is considered unsuccessful if 

it stops in the Dead Zone or does not roll on the 

ground or fl y in the air into the End Zone. When 

this occurs, a player from the Shooter team, not the 

Catcher, will go retrieve the ball and return to re-

shoot the UFO.   

Each team will continue the process of 

trading positions and slingshotting balls to score 

as many points as possible until the 10-30 minute 

time limit has expired or a pre-determined score 

has been reached. Tally each team’s score by adding 
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together each team’s wristbands. Th e point values at 

the end of the game will be as follows:

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 =UFO Champions!!

Note: modify the point system as 

deemed necessary…

Rules and Safety:
1. Players may not slingshot a ball if another team 

is in their “line of fi re” or shooting pathway. 

2. A shot is considered successful if it rolls on the 

ground or fl ies in the air into the End Zone. 

3. Once the UFO crosses into the End Zone, the 

Catcher or owner of that ball is allowed to pick 

up the ball and go retrieve one wristband to 

wear. 

4. Th e Catcher will then go to the Launch Site and 

switch positions with a Shooter teammate to 

continue the game.

5. Catchers may not touch any other team’s UFO’s 

that are launched, especially if it is still rolling 

on the ground. 

6. A shot is considered unsuccessful if it stops in 

the Dead Zone or does not roll on the ground or 

fl y in the air into the End Zone. A player from 

the Shooter team, not the Catcher, will go re-

trieve the ball and return to re-shoot the UFO.   

Variations: 

1. Add a bonus UFO, especially for highly 

skilled classes. Any UFO launched into the 

End Zone and caught in the air before it 

touches the ground earns the bonus of fi ve 

wristbands.

2. Decrease the level of diffi  culty by expanding 

the end zone and launch site areas.

3. Increase the level of diffi  culty by shrinking 

the end zones and launch site areas.
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Diagram:  UFOs


