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HIDEOUTHIDEOUT

Objective
This is a fast-paced aerobic game that focuses on the movement competencies of dodg-
ing and fl eeing.

Equipment
Needs are based on a class of 48 students (4 teams of 11 players plus 4 Cops).

� Gymnastic mats or any equipment that can be used as a wall (4-8)
� Hula hoops (1 each in red, blue, yellow, green, and orange)
� Lummi sticks (12 each in red, blue, yellow, and green)
� Noodles cut in half (2-4 swim noodles cut in half or any other soft tagging instru-

ment like foam paddles)
� Sonic Flag-A-Tag belts, any other detachable fl ag system, or juggling scarves (11 

each in red, blue, yellow, and green)
� Traffi c cones, 28-inch (4)

Procedure
Before students enter the gym, stack or stand the gymnastics mats in four different 
areas of the gym. These are team hideouts. Place one hula hoop behind each mat. Put 
the fl ag belts and lummi sticks of the same color inside each hoop (each hoop should 
have 11 fl ag belts and 12 lummi sticks of the same color). Place four cones in the four 
corners of the gym, place the remaining hoop in the center circle of the gym, and put 
the half-noodles inside the hoop (see diagram for setup).

Divide the class into four teams of 11 players. The remaining four players are Cops 
and should sit next to the hoop in the center circle, or Cop Precinct. Ask the rest of 
the students to put on their fl ag belts, sit in front of their team’s hideout, and wait for 
further instructions.

The object of the game is to ransack the other team’s hideouts and steal as much loot 
(sticks) as possible in the allotted time. Players achieve this by running to a hideout or 
the Cop Precinct in the middle of the gym, stealing one stick at a time and taking each 
stick back to their own team’s hula hoop. If Cops tag players, the tagged players must 
give the Cops the stick so the Cops can take them to their precinct. Cops may only tag 
players who are carrying sticks.

Players must decide whether they want to try to steal loot from the other three 
teams or protect their own hoop containing their team’s loot. Players can defend their 
hideout by pulling opponents’ fl ags to keep them from stealing the loot. Players must 
immediately drop all fl ags they pull. Players with one or two fl ags on their belt can 
continue to participate. However, if a player loses both fl ags, that player must go to 
the nearest cone and run, jog, or walk a lap around the cones located in the corners of 
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the gym. After running one lap players fi nd their fl ags, reattach them to their belt, and 
continue the game. The team with the most loot inside their team’s hula hoop (includ-
ing the Cops) at the end of the time limit (approximately 10-20 minutes) is declared 
the winner of that round. Reattach fl ags, return sticks, and begin a new round. Cops 
should trade their noodle for another player’s fl ag belt to become part of that team for 
the next round.

Rules and Safety
 1. Players and Cops may be in possession of no more than one stick at a time and 

must immediately take the stick to their own team’s hoop.
 2. Players who lose both fl ags must go to the nearest corner and run one lap around 

the cones.
 3. Cops may only tag players with sticks and must take the stick to their hoop before 

they can tag other players. Cops may only tag one player at a time.
 4. Players from each team can defend their hideout by pulling opponents’ fl ags to 

keep them from stealing loot.

Variation
Eliminate the use of fl ags.

= Stacked gymnastics mats

= Hula hoop with noodles= Traffic cone

= Hula hoop with flag belts and lummi sticks


