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WELL DESIGNEDWELL DESIGNED

Objective
This game challenges each team to work together to create a well-designed “body” of 
items.

Equipment
Needs are based on a class of 42 students (6 teams of 7 players).

� Badminton rackets (6)
� Basketball (1)
� Bowling pins (6)
� Frisbees (6)
� Hockey sticks (6)
� Hula hoop (1)
� Jump ropes (7)
� Laminated Diagram 1 and 2 (6), see pages 91 and 92
� Lummi stick (1)
� Noodles (6)
� Pencils (6)
� Playground ball (1)
� Poly spots (6)
� Scooter boards, 12- or 16-inch (8)
� Scooters, 12-inch (6)
� Traffi c cones, 28-inch (6)
� Well Designed Fitness Checklist (6), see page 90
� Yarn balls (6)

Procedure
Before students arrive, place all badminton rackets, bowling pins, swim noodles, Fris-
bees, hockey sticks, jump ropes, poly spots, scooters, traffi c cones, and yarn balls in 
the center of the gym. Next, place the lummi stick, hula hoop, jump rope, basketball, 
playground ball, and scooters along the sidelines of the gym, separate from each other 
(see diagram). Place all six copies of diagram 1 (page 91) on a stage or secluded area 
so that no teams will see them until fulfi lling the requirements of the Well Designed Fit-
ness Checklist (page 90). Diagram 2 (page 92) is for round 2, or it can be used instead 
of diagram 1. Instruct students to form groups of six or eight. Send each group to any 
area in the gym, where they select one group leader. Instruct each group leader to get 
a pencil and Well Designed Fitness Checklist from you.
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The object of the game is to be the fi rst group to complete the fi tness activities on 
the checklist in order to collect all 10 items and put them together in the arrangement 
depicted in diagram 1.

To play the game, students follow this procedure:

 1. Perform 1 of the 10 activities from the Well Designed Fitness Checklist. The leader 
of each group is responsible for the checklist and for each team’s compliance with 
the rules.

 2. Once a fi tness activity has been completed, the leader checks off that activity. 
(Hint: Some activities take longer to complete than others. Based on the available 
equipment, only one group at a time will be able to perform certain activities. It 
would be wise for teams to determine which activities they will have to take turns 
with and which activities take longer and then complete those activities fi rst so 
that they will not waste time waiting for another team to fi nish them.)

 3. The leader then selects one teammate (a different person each time) to get an item 
from the center and bring it back to the group.

 4. The group continues performing the activities, one at a time, until all fi tness activi-
ties have been completed and all 10 items collected.

 5. One player then runs to the stage and looks at diagram 1. The player reports back 
to the team to tell them about the diagram and lay out the placement of each of 
the 10 items. The diagram may not be brought back to the group. To clarify under-
standing, different players may go one at a time to review the picture and report 
any necessary changes. Continue this process until the team agrees that what is 
displayed out on the fl oor exactly refl ects the picture in the diagram.

 6. The teacher is called over once a team is in agreement and believes their picture 
is ready. After looking at a copy of the diagram, the teacher responds with either a 
“Yes” or “No” (subtle hints may be provided to help correct minor mistakes). “No” 
means that a team must fi gure out and correct what is incorrectly positioned.

 7. The fi rst team to receive a “Yes” is declared the winner of that round. If time permits, 
instruct students to return all items to the center while you switch diagram 1 with 
diagram 2. Round 2 is played just like round 1, but it may be shortened by allowing 
teams to keep their items from round 1, omitting procedures 1 through 4.
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Rules and Safety
 1. The leaders of each group are responsible for making sure no one cheats and all 

activities are successfully completed.
 2. Only one fi tness activity from the checklist can be performed at a time. It is up 

to the teacher to determine whether a team should redo an activity for doing it 
incorrectly.

 3. One item may be taken from the center once an activity has successfully been 
completed. All 10 activities must be completed and all 10 items collected before 
a team can see the diagram.

 4. One person from each team may go look at the diagram, but diagrams may not be 
brought back to the group. Players also may not yell changes back to their team 
or stand in a place where they can compare the diagram to their display. A dif-
ferent player from the team must go look at the diagram each time it needs to be 
reviewed. Continue this process until the team agrees that what is displayed on 
the fl oor exactly refl ects the picture in the diagram.

 5. A “No” from the teacher means that a team must go back and correct what is 
incorrectly positioned.

Variations
 1. If a team has an uneven number of players, allow one player to skip an activity. 

For example, if all teams have fi ve players except for one team, which has six, then 
one player from the six-player team sits out so that only fi ve players complete the 
activity. A different player sits out of each activity.

 2. Create new diagrams based on available equipment.
 3. Modify the fi tness checklist by adding or omitting activities to meet your classroom 

objectives.
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Well Designed Fitness Checklist

To earn an item from the center, everyone on your team must perform all 10 activities. Go on to 
another activity or wait until a group is done if an activity is occupied. The activities may be performed 
in any order, but only one activity may be performed at a time. Ask the teacher for a demonstration 
or explanation if your group does not understand exactly how to perform an activity.

Place a check (✓) next to an activity when it has been completed. Your team cannot repeat an 
activity to earn an item.

__ Activity 1: Circle up and perform “Ring Around the Rosie” one time (sing it out loud).

__ Activity 2: Perform 10 jumps each with the jump rope (take turns).

__ Activity 3: Sit on the scooters and once connected (holding hands, locking arms, grabbing 
the scooter handles), make one lap around the gym, staying close to the wall.

__ Activity 4: Perform the game Circle the Circle (from No Standing Around in My Gym, pp. 
44-45, published by Human Kinetics) by holding hands and forming a circle with the hoop 
around two of the player’s connected hands. Transfer the hoop (2 times), without letting go 
of any hands, from person to person until it goes completely around the circle.

__ Activity 5: Walk one lap backward around the gym while holding hands. Your team must 
start over if anyone’s hands come unlocked. Stay close to the wall.

__ Activity 6: Line up and perform an “over and under” pass with the playground ball. Player 
A passes the ball over his head to B and B passes the ball under his legs to C and so on 
until the ball reaches the last person. The last person runs to the front to start the process 
over. Continue this process until the fi rst person who started the game ends up back in the 
front of the line.

__ Activity 7: Jog two laps around the gym as a team, staying close to the wall.

__ Activity 8: Perform 30 jumping jacks together as a team, counting each one out loud.

__ Activity 9: Each person in your group must shoot the ball until they make a basket.

__ Activity 10: While holding the lummi stick, a player must jog one lap around the gym and 
then hand the stick off to the next teammate until everyone has jogged a lap. Stay close 
to the wall.

From PE2theMax: Maximize Skills, Participation, Teamwork, and Fun by J.D. Hughes, 2005, Champaign, IL: Human Kinetics.
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Well Designed Diagram 1

From PE2theMax: Maximize Skills, Participation, Teamwork, and Fun by J.D. Hughes, 2005, Champaign, IL: Human Kinetics.
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Well Designed Diagram 2

From PE2theMax: Maximize Skills, Participation, Teamwork, and Fun by J.D. Hughes, 2005, Champaign, IL: Human Kinetics.


