
   Cooperative Games, Small-Sided Games and Large-Sided Games 

1.  Mission Impossible 

 Split class into teams of 4. Teams are given 4 pieces of equipment (hula hoop, jump 

rope, poly spot, glove). Teams travel across the gym floor (mine field) from sideline to sideline 

while standing on/or in the equipment (without touching the floor or anything in the mine field 

with their body parts and/or equipment). Groups must go through the mine field while taking 

all 4 pieces of equipment with them. The mine field can be a bunch of tennis balls and other PE 

equipment spread out as hazards. You can also add levels to accomplish on the opposite 

sideline every time the group makes it across successfully (1st time across…1st person brings 

back 1 item such as a shuttle cock; 2nd time across…2nd person brings back a whiffle ball, etc.) 

2. Castle Ball 

Split class into 2 groups on either half of the gym. Teams throw foam coated balls across 

the other side of the gym attempting to knock down their opponent’s castles (made out of 6 

hula hoops…1 on bottom, 4 on each side…slanted in touching the 1 opposite of it and 1 on top). 

The team with the most number of castles knocked down or if all castles are knocked down at 

one time, wins.  Teams cannot throw at a castle being built. Balls should not be thrown at other 

people. They can also not have more than two protectors for each castle unless their other two 

castles are down. 

3. Hit A Pin 

 Split class into 2 teams. Both teams throw foam coated balls across the gym attempting 

to knock down stationary bowling pins (not people) located behind the opposing team. Once a 

bowling pin has been knocked down, it must stay down (not re-set). Teams cannot guard the 

pins (stand at least 5 feet in front of pins). The team that knocks down all of the pins on the 

opposite side of the gym is the winner. 

4. Equalizer Ball Take Away 

 Split class into teams of 4-5. Teams of 4 have a hula hoop and 2 balls in their hula hoop 

to start.  There is also a hula hoop in the middle with 8-10 balls. Teams try to collect as many 

balls from other hula hoops and put in their hula hoop during the set time. Only one ball can be 

taken at a time and it must be dropped not tossed. 

 

 



5. Monster Ball 

 Split class into 4 groups in all 4 quarters of the gym. Two groups play each other on each 

half of the gym (creating 2 games at once). Two teachers toss a Monster Ball high in the air of 

the middle of both courts. Teams throw foam coated balls at the Monster Ball attempting to 

generate enough force to move the Monster Ball out of the safety zone and into their 

opponent’s court which equals a point. Then the Monster Ball is given back to the teacher in 

order to re-toss again to start another round. The object is to get as many points as possible. 

6. Protect the Reservation 

 Split class into 4 groups in all 4 quarters of the gym. Two groups play each other on each 

half of the gym (creating 2 games at once). Teams throw foam coated balls over the wall 

(cheerleading/gymnastics mats) as fast as possible. When play is stopped (game is over), the 

team with the fewest balls remaining on their side is the winner. 

7. Tanks and Destroyers 

 The Tanks (6 student throwers with 2 foam balls each) stand in the middle of the gym 

with at least 1 foot inside the center court circle. There are 4 colored zones marked by 4 

colored cones (ex. blue, yellow, red, green) in each corner of the gym. The class is separated 

into 3 groups and placed into 3 separate zones with 1 zone open. When the teacher points to a 

group of students in a zone (ex. blue), all of those students attempt to run to the open/empty 

zone without getting hit below the waist with a foam ball. If a student gets hit above the waist, 

the student is automatically safe to enter the open zone. If a student gets hit below the waist 

before getting to the open zone, the student sits down at the spot where they were contacted 

and become a Destroyer (means they can tag all other students who run by them, making them 

Destroyers as well). The winner is the last person standing.     

8. Capture The Flag 

 Split class into 2 teams. Teams run across the other team’s court attempting to capture 

their opponent’s flag that is in a hula hoop without getting tagged. If a player gets tagged, they 

have to go to jail and can be freed once a teammate tags them back in the game. 

 

 

 

 



9. Fitness Monopoly 

 Split class into teams of 4-5. Each team starts at their own hula hoop within the 

rectangle of the sidelines and the baselines. Team member’s take turns rolling a dice 1 time in a 

designated hula hoop. The number that is rolled moves the entire team clockwise to another 

hoop (ex. if 4 is rolled, the team moves clockwise 4 hula hoops) and the team completes the 

assigned fitness activity task card (ex. 3 squats). After the team completes the fitness activity, 

another team member rolls the dice and the team moves clockwise to the next numbered hula 

hoop and completes that fitness activity task card.    

10. Bingo 

 Split class into teams of 4-5. An individual from each team runs down and get’s a bingo 

chip out of the bucket. They run back and put it on your card after doing the exercise on the 

card. Depending on the time available, decide what makes the winner (make 5 in a row, fill the 

whole card, make an X, etc.) 

11. Battle Field 

1 team lays down prone on the floor behind propped up bases while the other team 

throws foam coated balls to try and knock down the foam bases. Once a foam base is knocked 

down, that person or persons has to go do 5 ins and outs (agility jumps) with the hula hoop. 

After 5 minutes, both teams switch places as throwers and hiding behind bases (10-15 foam 

bases and 50-100 foam coated balls) 

12. Pass It Tag 

Groups of 2 or 3 students.   

Two groups in a 10x10 square.  

Team A tries to Tag Team B with the ball. 

If a student is holding the ball they cannot move, they must pass. 

Great for basketball, football, any throwing and catching activity. 

 

 

 

 



13. 4 Corner Hot Spot 

Set up a 10x10 square with poly spots or cones. 

Students play 3v1 inside the grid. 

The student must be standing on a polyspot when they gain possession of the puck. 

Students must move to the open poly spot based on where the puck is. 

If the student in the middle intercepts the puck it is a turnover and the student that hit 

 the puck becomes the new defender. 

Great for basketball, football, soccer, lacrosse, rugby, or just for working on 

 throwing/catching, moving to open space. 

14. One Goal Games (1v1, 2v2, or 3v1) 

Students work 1v1 or with a partner 2v2 

10x10 or 15x15 grid with one goal in the center (goal consists of two cones) 

May score from any direction (dribble through the goal, run through the goal, pass  

         through the goal) 

Great for soccer, hockey 

Place a trashcan in the middle for throwing/catching games. 

15. Pin Protector 

Each student is given a bowling pin. 

Several pieces of unit specific equipment (soccer, hockey, etc.) are spread around the  

         playing area. 

Students try to knock down other pins and protect their own. 

If your pin is knocked down, you must go to a physical activity station before you can 

 enter the game again. 

 



16. Ultimate Kan Jam 

 

  

 



17. Angle Ball 

This is a fast paced, high energy and cardiovascular activity. 

     Rules: 

You must make three passes before you can shoot at ball after hitting wall. 

Any time ball is touched by opposing team (in free flight) must take ball back to wall. 

After you are tapped, you have three seconds to throw the ball, but cannot shoot on goal. 

If team goes into circle the other gets the ball. 

Anytime the ball hits floor or wall it is the other team’s ball. 

Each time ball changes teams they must take it back and hit the back wall. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



18.  Hoop It Up 

 

 

 

 



19. 4 Corner Flag Tag 

 

   


