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Ready...
• 4 hoops

• 1 beanbag (or other collectable) per student

Set...
• Create large (30X30 paces) activity area with

a hoop in each corner.

• Students in 4 groups; 1 per corner.

• Each student with 1 beanbag dropped into
the hoop.

GO!
1. The object is to collect beanbags from other hoops and

return them to your home hoop.

2. On signal, fast walk to another group’s hoop, and pick
up 1 beanbag. Return it to your group’s hoop, and
repeat until the stop signal.

3. The group with the most beanbags scores a point for
that round.

4. Rules:
•Take only 1 beanbag at a time.
•Visit all other hoops before revisiting any hoop.
•Place (don’t throw) the beanbag in your hoop.
•No defending your hoop.

5. (Play several short games [1-2 minutes per round].
Change the locomotor skill each round, moving to
more vigorous. Downplay the points.)

Take only 1 beanbag.

Avoid others.
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CHALLENGES
How many other hoops
can you collect from before
the signal?

What will get you to other
hoops faster: a zigzag
pathway, a curved pathway
or a straight pathway?
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MEET ME IN THE MIDDLEACTIVITY

CHALLENGES

Ready...
• 6 cones (for boundaries)

• Music and player (optional) Suggestion: Let’s
Get Ready to Rumble by Michael Buffer on
Jock Jams Vol. 1

Set...
• Create a large (30X30 paces) activity area

with 2 cones forming a midline.

GO!
1. The object of Meet Me in the Middle is to warm up

major muscle groups and cooperate with a partner.

2. As you enter the activity area, find a partner. Move to
stand on the opposite endline from your partner.

3. On signal, jog to meet your partner in the middle, do
the task I call, then return to your original line.

4. Each time you meet in the middle, I will add a new
task to the old tasks. Do the first task first, then add the
2nd, the 3rd, and so on, until you’ve sequenced them
all.

5. (Below is an example:)
•High-five R hands
•High-five L hands
•Jump and turn 360°
•Jumping high-ten
•Elbow turn R and L
•Do sa do
•Create your own (Add 1-4-Fun)

How many tasks can you
sequence without forgetting
any?

Can you add your own
twist to the tasks?
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CUES
Keep adding on to the first
task.

Work with your partner to
remember the tasks in
order.

Be gentle with your partner.
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Ready...
• 4 cones (for boundaries)

• Music and player (optional)

Set...
• Create a large (30X30 paces) activity area.

GO!
1. The object of Offense/Defense is to warm up

major muscle groups using various locomotor
skills, leading, and following.

2. As you enter the activity area, find a partner. One of
you is Offense, the other Defense.

3. On signal, Offense moves doing the locomotor skill I
call. Defense shadows their Offense partner 1 arm’s
length behind.

4. Offense, try to lose your Defense. Defense, try to stay
with your Offense.

5. Stop quickly on signal (give every 15-20 seconds). If
Defense can reach and touch the Offense, Defense
scores a point for good, close shadowing. 

6. If too far to be touched, Offense scores a point for
moving quickly and getting away.

7. On each stop, switch roles with your partner.

8. (Change locomotor skills each round, building from
slow to faster.)

Offense, look for open
space! Stay away from
others. Change directions
quickly.

Defense, stick close to your
partner.
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CHALLENGES
Offense, can you get away
from your Defense?

Defense, can you stay
within arm’s distance of
your partner?
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OFFENSE/DEFENSE


