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UNIT:  MANAGEMENT GAME   

OBJECTIVES EQUIPMENT 
Grouping students safely, quickly, equitably 4 cones for boundaries, boom box/music or whistle 

ACTIVITY ORGANIZATION TEACHING CUES 
 
Workout 
Buddies 
 
 

 
-Students scattered within play area (20x20 
paces).  

 
-Move students to music prompting different 
locomotor skills, levels, tempos and pathways.   

 
-Introduce, creative movement and choice with 
cue, "Scrambled Eggs!"  

 
-Play Back 2 Back, changing ways to pair (e.g., 
toe to toe, elbow to elbow, etc.).  

 
-Give a specific exercise with each pair; have 
them practice and memorize their "workout 
buddy."   

 
-After 3-5 different pairings, see if students can 
recall who their "thumb wrestling partner" was.  
Prompt them to find her/him and exercise again! 

 
-In addition to thumb wrestling, toe fencing, and 
jogging, try: 

 1. Snapshot:  One partner takes picture of other 
doing "muscle pose."  Switch roles. 

 
 2. Artist and Model:  One partner is clay, the 
other shapes and sculpts into a pose.  Switch 
roles. 

 
 3. Stretching Buddy:  Pairs do a stretch 
together.  One chooses/leads, other follows.  
Switch roles. 

 
-Integration Tip:  Name/discuss famous athletes, 
photographers, and artists.  Have students’ 
research and write a biography, choosing from 
a list. 

 
-Today's game, Workout Buddies, will help 
us remember our activity partners!   
 
-On music start, move within boundaries.  
I'll give you a locomotor skill to do (e.g., 
walk, hop, jump, skip, side-slide, gallop, 
leap, jog).   
 
-If you hear, "Scrambled Eggs!" move any 
way you want!  Show your creativity! 
 
-Each time you pair, I'll give you something 
to do with your partner.  Remember what 
you do with each partner!   
 
-Back 2 Back!  This is your thumb-
wrestling partner!  Turn around, shake 
hands and thumb wrestle.   
 
-Now, try the other hand.  Can you thumb 
wrestle with both hands at the same time? 
 
-Toe 2 Toe!  This is your toe-fencing 
partner.  Hands on shoulders.  Try and tap 
your partner's feet with yours; move your 
feet to avoid being tapped!  I think we're 
dancing! 
 
-Knee 2 Knee!  This is your jogging 
partner.  Both jog in place for 15 seconds!   
 
-Can you find your thumb-wrestling 
partner?  Exercise with her/him!   
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UNIT:  COOPERATIVE GAMES      AGES:  5-14  
 

OBJECTIVES EQUIPMENT 
Cooperation, hand-eye coordination, agility, timing 1 bean bag/2 youth,  

4 cones for boundaries, music/whistle 
ACTIVITY ORGANIZATION TEACHING CUES 

 
Grab the Apple 

 
-Pairs sitting cross-legged on floor 
facing each other, hands on knees. 

 
 
-When pairs are ready, place bean 
bags between pairs.   

 
  
-Lead activity by giving group a task 
and playing music.  When you stop 
the music, pairs try to Grab the 
Apple. 

 
 
-After several trials, lead variations. 
 
 
-Advanced Learners:  Try the Push-
Up Hockey Game!  While in push-
up position, lift 1 hand at a time to 
the music.  On START cue, score 
a goal by sliding bean bag through 
the arms of your opponent. 

 
 
 
 

 
-The object of our game today is to 
“Grab the Apple”, your bean bag, 
before your partner.   

  
-The music will play and when it 
stops, try to Grab the Apple before 
your partner. 

 
-I'll give you different things to do 
while the music plays. 

 
-First, hands on knees!  When the 
music stops, Grab the Apple! 

 
-Now I'll call a specific hand to Grab 
the Apple. 

 
-Hands on shoulders!  When music 
stops, Grab the Apple! (music off) 

 
-You're getting the hang of this! 
 
-Lay back, knees bent, like a “sit-
up” position. 

 
-Can you do a sit-up to the beat of 
the music? 

 
-Grab the Apple! 
 
-Push-up position!  
 
-Grab the Apple! 
 
-Can you lift a back leg to the beat 
of the music?  Grab the Apple! 

 
-Can you lift each hand to the beat 
of the music?  Grab the Apple! 

 
-Who can think of a good starting 
 position?  Grab the Apple!   
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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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HEARTY HOOPLA






