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Ready...
• 2 spot markers per group of 4 students

• 2 bowling pins (or substitute 2 lightweight
cones) per group of 4 students.

• 1 utility ball per group of 4 students

Set...
• Create 2 parallel lines of spot markers and

a third line of bowling pins. 

• Lines are 5 paces apart, and spot markers in
each line 3 paces apart.

• The first line of spot markers is the start. 2
students start here. The 2nd line of spot
markers is the Bowlers' line. The 3rd line is
for the bowling pins (or 2 cones) and
where the Ball Retriever stands.

GO!
1. The object is to use underhand rolling skills to score as

many points as your group can before the signal.

2. On signal, the Bowler (at 2nd cone) rolls the ball
toward pins/cones trying to knock them over. Bowler
runs after the ball and sets up pins/cones for next
Bowler (if needed) and stands safely off to the side.

3. The Ball Retriever retrieves rolled ball, runs it to 2nd
cone for the new Bowler, then continues to start line. 

4. When you reach the front of the start line, run to be
the next Bowler.

5. Continue bowling, setting up pins, retrieving and
running until signal.

6. Scoring: 
•Strike (both pins knocked down) = 10 points 
•Spare (1 pin knocked down) = 5 points 

Bowlers, step forward with
opposition, and release the
ball when pointing at the
target.

Retrievers, move quickly to
bring the ball to the next
Bowler.

New Bowlers, move to the
bowling line quickly. 
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CHALLENGES
How quickly can your
group score 50 points? 

How many points can your
group score before the
signal? 
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Ready...
• 1 tossable per student

• 2 hoops per group of 5 students

Set...
• Create medium (20X20 paces) activity area.

Place 2 hoops on opposite sidelines for each
group of 5.

• Create groups of 5; standing in a file line at 1
hoop. The line moves toward the hoop on
the opposite sideline.

• Fill hoops at this end with 5 tossables.

GO!
1. The object is to move the tossables from your hoop to

the one on the opposite sideline.

2. You do that by passing it down your line in centipede
fashion, where all are in a line facing the filled hoop. 

3. The 1st in line grabs the tossable and hands it overhead
to 2nd in line. The 2nd in line takes it and hands it
between legs to the 3rd in line. Third in line hands it
overhead. Fourth between the legs, and so forth. 

4. As soon as you have passed the tossable, run to the
other end of your line and wait to receive it. 

5. Continue until you reach the opposite sideline with the
tossable. Drop it in, and the whole group runs back to
the other hoop and repeats until all the tossables are
out of their hoop.

6. When finished, your group moves around the
perimeter, moving 1 tossable in centipede fashion.

As soon as you hand off the
tossables, run to the end of
your line.

It’s not a race. Focus on
working together well.
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CHALLENGES
Can you move the tossables
without dropping them
even once?

How quickly can you
remove your tossables from
your hoop?
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Ready...
• 4 cones (for boundaries)

• 4 Corners Task Cards (SPARK Instructional
Media CD)

Set...
• Create a medium (20X20 paces) activity area.

• Place a 4 Corners Task Card at each corner.

GO!
1. The object of 4 Corners is to warm up the large muscle

groups, using a variety of locomotor skills.

2. As you enter the activity area, move clockwise around
the perimeter.

3. When you reach the first corner, read the Task Card
and do the #1 locomotor skill from that corner until
you reach the next corner. 

4. Continue to do the #1 skill at each corner until you
return to your original corner. Next time around, do
the #2 skill. 

5. Each time you reach a new corner, start a new
movement. If you finish all of them before the stop
signal, begin again at #1. 

6. (Continue for 3-5 minutes.) 
Stay on Skill #1 for all 4
corners, then change to #2.

Work on quality, not speed.
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CHALLENGES
How many corners can you
visit before the stop signal?
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Ready...
• 10 cones (for boundaries and re-entry/exit

zones)

• 1 fluffball/scarf per 5 students to identify “Its” 

Set...
• Create 2 adjacent activity areas; each with an

exit and re-entry zone.

• Divide students into 2 groups; 1 group per
area.

• Identify 1 in 5 students as “It” with
fluffball/scarf.

GO!
1. We‘ll play tag games in 2 areas at the same time. 

2. The object is for the “Its” to tag as many players in
their area as possible. 

3. On “Go,” Fleers move inside the boundaries. When
you hear, “Side-by-Side Tag,” Chasers chase Fleers. 

4. Chasers, use the fluffball/scarf to tag any Fleer in your
own area. 

5. When tagged, leave your area through the exit zone,
do the re-entry task (e.g., 5 jumping jacks, 5 push-ups,
grapevine along 1 side of area, etc.), then enter the
adjacent game through the entry zone.

6. “Its” stay in their own activity area.

Move with control, and
look for open space. 

Watch out for others when
exiting and entering.
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CHALLENGES
“Its,” see if you can get all
your Fleers out of your area
when I give the stop signal.

Fleers, how quickly can you
switch from 1 area to the
other?
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