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Stepping up the “Game” in Physical Education

Hooper’s Hulas — K–3
Objective:  To reinforce spatial awareness, fl ee-

ing and dodging, throwing for accuracy, and hula-

hoop manipulatives in the wacky, action-packed 

game of Hooper’s Hulas. 

Equipment:  Needs are based on a class of 56. 

 � Hula hoops (44)

 � Scooters (12)

 � Beanbags (6; Indoor Frisbees, Koosh balls, ani-

mal beanbags, etc. may be substituted)

 � Optional: one wristband or jersey for each of 

the six Hula Hunters

Procedure:  Place six jerseys, six beanbags, 

and six hoops in the center of the gym. Next, 

randomly spread the remaining hoops around 

the gym. Finally, place six scooters together any-

where in the gym. When students arrive, select 

six players to be “Hula Hunters” to go to the 

center of the gym and six players to be “Hula 

Helpers” to go and sit on a scooter. Instruct all 

other students (“Hoopers”) to sit down inside 

one hula hoop and await further instructions. 

The object of the game is to avoid being cap-

tured by the ferocious Hula Hunters. 

To Begin: on the teacher’s signal, Hula Hunters 

and Hoopers, while inside their hoops, begin 

moving within the play area by shuffl  ing their 

feet and kicking their hoops along the fl oor with 

their toes. Note: a teacher demonstration of how 

to shuffl  e and kick the hoop, while within the play 

area is recommended. The goal of the Hoopers 

is to move within the play area attempting to 

avoid all Hula Hunters. The Hula Hunter’s goal 

is to move within the play area attempting to 

capture Hoopers. Hula Hunters capture Hoop-

ers by throwing and trapping their beanbags 

inside the Hooper’s hoop. Note: encourage 

Hoopers to quickly move away from the Hunt-

ers or practice manipulating the hoop with their 

feet in such a way as to quickly move the hoop to 

avoid a thrown beanbag. Hunters, after captur-

ing a Hooper, must retrieve their beanbag and 

begin chasing other Hoopers. Once captured, 

the Hoopers must stop and begin hula jumping 

or hula hooping their waist, neck, or arm until 

rescued by a Hula Helper. Hula Helpers rescue 

captured Hoopers by moving around the play 

area on their scooters to “high-fi ve” anyone 

they see hula hooping/hula jumping. Note: a 

teacher demonstration of how he/she wants the 

Hula Helpers to ride the scooters within the play 

area is recommended. A rescue is complete 

once a high-fi ve takes place and the Hula Help-

er switches positions with the Hooper to now 

carry out the responsibilities of their new posi-

tion (the Helper becomes the Hooper and the 

Hooper becomes the Helper). 

The teacher will stop the game after 5-10 min-

utes and instruct all Hunters to choose some-

one new to switch positions. Note: all other po-

sitions will switch throughout the game.

Rules and Safety:  

1. Players must move within the play area by 

keeping their feet inside their hoop. Any 

Hooper coming out of their hoop will be 

considered captured and must begin hula 

hooping/hula jumping.

2. Hula Hunters can only capture Hoopers 

by throwing and trapping their beanbags 

inside the Hooper’s hoop. A Hooper is not 

captured if the beanbag bounces out of the 

hoop.

3. Once captured, the Hoopers must stop and 

begin hula jumping or hula hooping until 

rescued.
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4. A rescue is complete once a high-fi ve takes 

place and the Hula Helper switches posi-

tions with the Hooper. Note: select new Hula 

Helpers if they are being selfi sh by just riding 

the scooter and not saving people.

5. Remind students on scooters to be aware 

of the players that are hula hooping so 

that they do not accidentally get hit by the 

hoop.

Variations:  

1. Allow Hula Hunters to tap and capture 

Hoopers with a noodle if enough hoops are 

not available.

2. Increase the speed of traveling with hoops 

by allowing players to travel with one foot 

on the outside of the hoop.

3. Allow only the Hoopers the ability to travel 

with one foot on the outside of the hoop. 

This, in turn, will make it harder for the Hula 

Hunters because it is slower to move with 

both feet in the hoop.

4. Give each Hula Hunter a diff erent color 

beanbag. Now Hula Hunters may only cap-

ture Hoopers that have the same color hoop 

as their beanbag. For example, a Hula Hunt-

er with a red beanbag may only attempt to 

capture Hoopers that have a red hoop.

Hula Hut Throw Down — 2–8
Objective:  Hula Hut Throw Down is a non-stop, 

action packed game adapted from Hula Hut Relay 

(No Standing Around in My Gym) and Castle Ball 

(Larouche, PE Central; Kelly-Cram, Great Activities). 

Hula Hut Throw Down combines the art of hula 

hut building, the strategical tactics incorporated 

in off ense and defense, the skills of hitting various 

targets, along with the “never give up” attitude it 

takes to be successful. 

Equipment:   

 � Gatorskin balls (30+; the more the better)

 � Hula hoops (36+; the more the better) 

 � Trashcans, barrels, or storage bins (4)

 � Basketball goals (2, set between 8’ to 10’)

 � Traffi  c Cones (2)

 � Optional: wristbands or jerseys for at least one 

team are recommended, but not required

Procedure:  Before classes arrive, place all Ga-

torskin balls in the center of the gym and place 

half the hoops around one traffi  c cone at the 

center of the sideline and the rest of the hoops 

around the other cone at the opposite center 

sideline (see diagram for set up). Finally, place 

one trashcan in each corner of the gym. The 

object of the game is to be the team with the 

most Hula Huts built when the time expires. 

Divide the class into two teams and send each 

team to opposite sides of the gym to sit down and 

await further instructions. Provide a brief explana-

tion of the Scorer, Builder, Gatherer, Protector, and 

Destroyer positions (described below), informing 

students that they can choose and change any po-

sition at any time during the game. Also, provide 

a quick, one-time demonstration of how to build a 

hula hut (See Figure 25). 

• To build a Hula Hut, place one hoop on the 

ground (the foundation). Place two hoops on 

the inside edge of the foundation, but on op-

posite sides of each other. Lean them together 

at 45-degree angles. Place two more hoops on 

the inside edge of the foundation, but on op-

posite sides of the other two hoops. Again, lean 

them together at 45-degree angles over the fi rst 


