Hoops and Hoopla !!!!

Whistle Hoops

One hoop for each student scattered around the gym.   When music plays students will do any locomotor movement that is chosen any place in the gym.  The teacher will blow a whistle a number of times this number signals how many people you need in your hula hoop, standing inside the hoop with all body parts.   This needs to be done in 5 counts.  The teacher will do the counting.  If you are there in 5 counts you receive a point.  If you are not in a hoop by the count of 5 no points are scored.  This is an easy way to set up your formations for the next activity in case you would need partners, threes, etc.

The Donut Race(3rd-8th)

Groups of 5 or 6 students.  One stopwatch, hula hoop, record sheet and pencil for each group.    The hula hoop is placed ½ way across the gym the hoop holder will also do the timing for each activity. The holder timing person switches for each activity.   For each activity the entire group has to stay connected either by holding hands or holding on to a short rope, do the activity and touch wall on other side of the gym and do activity on the way back and finish at start line. Times for events are written down and teams go down the posted list or a list on paper where they will record their times. When they finish all the activities they can redo any activity to improve their score.  Give all teams ample time to complete all races at least one time.
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Musical Hoops (K-5)

Hoops scattered around gym floor one for each student.  When music plays students are doing locomotor movement around the gym.  When music stops they stand inside a hoop with all body parts.  As music plays teacher removes a few hoops at a time forcing students to congregate into hoops.  I keep playing until about 4 hoops are left for a class of 20. This will depend on the size of your students. Before we play this game we review the rule “Make people feel good about themselves”, so that we have students inviting other students into their hoop.  I will give them to the count of 5 before they have to be in a hoop or they stand with me through the next round and then I let them play.  This eliminates the problem you have with students not making up their mind or always wanting to be with their friends.
Tossing Out (k-3)

Students are lined up on a line on one end of the gym.  Each student is holding a hula hoop.  The teacher will roll each of the student’s hoops to the other end of the gym.  As soon as it is rolled the student runs after it and tries to catch it before it stops.  Once they catch it they stay on a line on the opposite side of the gym and toss the hoop to themselves trying to catch with, one hand, other, both, or do other tricks with the hoops while they are waiting their next turn. 
Hoop Tag (1-5)
4 or 5 students as taggers, I simply use a squad as the first taggers.  All students including the taggers will be standing in a hoop.  When the music plays all students must begin moving and keep moving throughout the game inside their hoop shuffling along as they go.  Both feet must be inside the hoop.   Students with bean bags will try to throw their bean bag underhand inside another student’s hoop.  If they do that person is “tagged” and they try to throw the bean bag into another student’s hoop.  There are no throw backs.

Ring It (k-5)

Before you play this game, you may want students to practice rolling the hoop. I play this game after students have been doing some activity that is very tiring.  This activity gives them a rest.  Have large cones scattered around the floor inside a rectangle.  Have students with two hoops if you have that many, stand on the perimeter of a rectangle and roll the hoop so when it stops it encircles a cone.  Start with a small rectangle and then increase the difficulty by moving students farther back or make the rectangle larger.  After students roll their hoop, ask them to pick up the two hoops that are closest to them, that way they will have more chances.  If students are arguing over a hoop, this could be one of those teachable moments about making “Students feel good about themselves”.  One point is scored if the hoop touches a cone when the hoop stops, 2 points for a ringer.

The Moving Tunnel (K-6)
Groups of 3 students 4 hoops.  Two students will hold two hoops each, if you have enough hoops.  If not one hoop will work.  The two holders stand side by side holding the hoops in front of them as the 3rd student crawls or runs  through the hoop.  Each time the student goes through a hoop the team gets a point. Holders must have shoes touching the other partner’s shoes.  The other scoring takes place when the students reach a designated line on the other side of the gym. This is worth 50 points, (you can vary the point system for younger students or not do any point system) plus what hoops they go through.  Do this for one minute.  Then switch the runner. For older students there are a number of strategies they can employ to get a larger score. Other variations could be to go around the holders and alternate directions so the runner does not get dizzy.  Switch the runner and the holder each time.  Go around and then through etc. the possibilities are endless.
Push Pull (2nd-5th)
One beanbag and one hula hoop for two people.  The object of this game is to move your bean bag across the gym.  The bean bag and one partner is inside the hula hoop. The other partner is on the other side of the gym(width).  The partner tries to shuffle the hoop dragging the bean bag along. Crossing certain lines are worth a point each. If bean bag comes outside the hoop the partner has to use their feet to push the hoop to move the bean bag toward the end line where the other partner takes over and tries to push or pull to the other side of the gym.
Take Aim (2nd-6th)

You may want to practice rolling the hoop and underhand throwing before you play this game.  One player rolls hoop as other partner has two bean bags in their hand and throws underhand  through the hoop.  Switch positions, points for bean bags through the hoop for their team.  Variations: As partner throws they quickly run after the two bean bags and try to throw them through the hoop again before it stops rolling.  Talk about the strategies here regarding speed and direction of the hoop.  For less congestion you could have two groups at each starting line area.   When the first group gets ½ way  across the gym the second group could begin.  The first group when they finish could walk along the perimeter of the walls and back to their starting spot so they would not interfere with the groups going down the floor.
Bocce Bean Bags (2nd-6th)
Have a soft Frisbee or poly spot as the target. Each partner has two same colored bean bags, other partner different colored bean bags.  One student throws the target out and partners throw alternately underhand to see if they can get close to the target.  Scoring:

3 points on top of target, 2 points touching target, l point closest to the target.
Olympic Rings(1-6)
Partner holds two hula hoops intersecting each other dividing the hoops in half.  Partner tries to throw bean bags through the intersected parts of the hoop. If you want to score for points 2 points for each bean bag through the intersection, l point through the other part of the hoops.  Vary distance for more points, letting students choose their own difficulty level.  Score as a team.  This activity can be done vertically and horizontally.  Have students throw at least two bean bags for their turn so they can make adjustments to their first throw.

Keeper of the Ring (2-6)
Partners with a hula hoop and two bean bags.  Partner’s hoop is about 2 steps away from  other partners hoops.  The object of the game is to throw your bean bag inside your partner’s hoop.  Partners each stand inside their own hoop.  They may block the bean bag with any part of their body. Action is continuous.  Once all bean bags are thrown, start over. 

Footsies (k-6)
One hoop two bean bags two people.  One student holds the hula hoop horizontally as the other student places the bean bag on their shoe and tries to score by kicking the bean bag in the air and through the hoop.  Hoop can be held at knee height lpt.  Waist height scores 2pts. Shoulder height 3pts. Practice at a close line maybe 5ft. away then 10ft. then 15ft.  After students practice at the different distances.  Have them choose the distance they want for the game.  Partners are a team scoring as mentioned above only now add lpt.from 5ft. line, plus the points going through the hoop at different heights.  2pts from 10ft. line and 3pts.from the 15ft. line.  Example:  if a student made the bean bag through the waist high hoop from the 15ft. line they would score 5 pts.  This is a great cross-curricular game.  

Doubles Catching (3rd-6th)

Two hoops and two bean bags-partners.  Partners stand about 4ft. away from each other. One partner has one bean bag in each hand and the other partner has one hula hoop in each hand.  Students begin tossing and catching at the same time.  Once they have caught 3 times without a miss, they take one step backward and continue from this distance.  Variations: one hoop and one bean bag in each hand.  Criss-cross the hands as you catch

The Spinmeister (3rd-6th)
Partners each with a hoop and a bean bag.  Use one bean bag for two to start.   Students spin the hoop on their wrist as they toss one bean bag to each other from a distance of about 6ft. After 3 catches step back a step etc.   Variations: each throw a bean bag at the same time while spinning.   Spin hoop in front of you on your arm  and partner throws bean bag through your hoop and you try to catch the bean bag,  initially thrower does not have to be spinning their hoop.  Throw bean bags at the same time. Vary the distance. Both spin and throw at the same time.  Spin and toss bean bag to partner as you are moving through out the gym. 

Threesies(3-8)

This game is similar to TAKE AIM except you have 3 people.  The roller rolls the hoop out and partners on each side of the hoop toss and  catch the bean bag continually.  If they catch in the air through the hoop 2pts.  If they get it through hoop lpt.  Switch hoop roller after hoop stops. Total team points.
