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Objective
This is a fast-paced game where teamwork, decisiveness, and communication skills are 
critical to wheel ’n deal teams to success.

Equipment
Needs are based on a class of 60 students (12 teams of 5 players).

� Hula hoops (13)
� 13 different items, preferably objects that are small and of the same color: red and 

black checkers, scarves, green and blue lummi sticks, birdies, Wiffl e balls, orange 
and purple beanbags, yellow and blue yarn balls, blindfolds, and foam Frisbees 
(13 of each item; substitute other items if necessary)

� Add or subtract hoop(s) and items depending on the number of teams. There 
should be one more hoop and set of items than teams.

Procedure
Before students arrive, set out the 13 hula hoops as depicted in the diagram. Next, 
place one of each of the 13 items inside each hula hoop (see diagram for setup). When 
students arrive, instruct them to get into groups of fi ve, go sit beside one of the hula 
hoops except for the center hoop, and await further instruction.

Explain that each team is on a wheel ’n deal shopping spree. Make students aware 
that there are 13 different items inside their team’s hula hoop. The object of the game 
is to be the fi rst team to collect all 13 of a single item. Players from each team must 
decide who will be Scouts, who will be Traders, and which item the team wants to col-
lect. Scouts take items from their team’s hoop to seek out and wheel ’n deal with other 
teams for their particular item (see illustration). Traders hang out at their team’s trad-
ing post (hula hoop) and wheel ’n deal their items with Scouts from other teams. The 
General Store (hula hoop located in the center of the gym) is available for all players 
to go and trade one of their items for any item in the store. Students exchange items 
on their own since nobody is stationed at the General Store.

Play begins with each team determining which of the items they want to collect. Take 
this time to mention that there are only 13 of each item, so teams should choose wisely. 
Also at this time, teams should decide who will be Scouts and Traders. It is up to each 
team to decide how many Scouts or Traders they want to use. For example, some teams 
may choose not to have Traders, although it is highly recommended to have at least 
one Trader to make sure items are not traded from their hoop without permission.

Scouts take one item and quickly venture out to wheel ’n deal at other teams’ trad-
ing posts for items that their team needs. Once a trade occurs, Scouts return the item 
to their team’s hoop and continue the game. In some cases Scouts will not get exactly 
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what they are looking for or will come across a Trader who is unwilling to wheel ’n 
deal. In this case the Scouts may need to wheel ’n deal with other teams until they 
have the particular item necessary to make a trade with the unwilling party. Encourage 
students to be friendly with one another because this type of wheeling ’n dealing takes 
persistence and patience.

You may need to demonstrate an example of this type of trade, especially with the 
younger grades. For example, say team A wants a red checker from team B, but team 
B will only trade for a scarf. In order to make the trade, team A must fi nd a scarf from 
their team’s hoop or trade another team for a scarf before trading with team B for a 
checker.

Traders can refuse to trade any items they possess. All 13 items cannot be collected 
unless teams are willing to wheel ’n deal the 13 items in their possession, and there is a 
good chance that some teams will be collecting the same item. It is up to the individual 
teams to decide whether or not to keep their original item or begin wheeling ’n dealing 
for a new item. The team to persevere and get all 13 items fi rst or the team to get the 
most items within the time limit is declared the winner of that round.

Before starting a new round, take a few minutes to reequip each hoop with the 13 
different items, or, while still following the same rules, make a game out of the cleanup 

� Wheeling and dealing.



 Wheel ’n Deal 95

to see which team can get all 13 different items in their hoop the fastest. Start a new 
round once everyone and the General Store have 13 different items.

Rules and Safety
 1. Each player may only take one item at a time to wheel ’n deal for another item.
 2. Wheeling ’n dealing always involves an exchange of one item for another, whether 

it is with another team or at the General Store. Cheating has occurred if a team has 
less than or more than 13 items. In this case, pause the game, resolve the matter, 
and remind players of the rule.

 3. All trades must take place at a hoop. Traders can refuse to trade any items they 
possess.

 4. Teams may decide to collect a new item if they determine that another team is 
collecting the same item. No team has to change, but the teams will eventually 
lose if they are unwilling to change items.

 5. A trade cannot be made at an unoccupied team’s hoop.
 6. Throwing items is not allowed!

Objects in each hula hoop:

= Red checker
= Scarf
= Green lummi stick
= Birdie
= Wiffle ball
= Orange beanbag
= Yellow yarn ball
= Blindfold
= Foam Frisbee

= Black checker
= Blue lummi stick
= Purple beanbag
= Blue yarn ball
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Variations
 1. Increase the diffi culty by adding more teams with fewer players. In this game 

description there were 12 teams with 5 players collecting 13 items. If you create 
3 more teams without increasing players, there would be 4 players per team (15 
teams total) collecting 16 items. Remember, if there are 15 teams, then there now 
must be 16 different items (one item for each of the 15 teams and one item for the 
General Store).

 2. Speed up the game by requiring teams to collect only 7, 8, and so on of the 13 
available items in order to win a round.

 3. Use multiple items. For example, instruct teams to collect two different items, 
seven of one item and six of the other item.

 4. Increase diffi culty and duration by making players perform locomotor movements 
other than running as they go around wheeling ’n dealing.


