Around the World TagAround the world tag
· Equipment: table (round is preferable) and speed stacks 

· Set-up: usually about 8 students will position themselves around the table with a 3 stack or 6 stack in front of them skipping a stack in between. 

· Procedure: on go the students go around the circle either up-stacking or down-stacking the cups they come to (must fix fumbles) if the person behind you completes their stack before you do you are out (we have a stack in between to begin with so it takes a bit for someone to catch up) as students are eliminated we may remove some of the stacks. 

Copy Cat Stacking

· Copy Cat Stacking

· Equipment: One set of Speed Stacks for each family member participating (solid colors or two/three colors), a shield (poster board, piece of cardboard or sheet of paper) for each pair. 

· Set-up: Have stackers partner up and then find a space in the movement area. 

· Procedure: Partners sit cross-legged, back-to-back. Both stackers should have either equal solid sets or equal numbers of two or three colors of Speed Stacks mixed together to make a set. 
· One partner is designated the "Creator" and the other is named the "Copy Cat". With backs to their partners, the Creators set up some formation with the Speed Stacks. The stack may be a normal pattern up stacked in the 3-3-3, 3-6-3, 10-stack, 1-101-1 or a creative "cup creation" such as a stalagmite or tower. 
· Once the Creator has completed the cup pattern, he or she shields it from the Copy Cat. The Copy Cat turns around and faces the Creator, who removes the shield. The Copy Cat studies the design for 10-15 seconds. 
· The Creator then shields the design again, and the Copy Cat tries to duplicate the design exactly. 
· Partners then compare their designs, switch roles and do it again. 

· VARIATIONS: Use more than three colors... Use Speed Stacks Minis... Switch partners...

Demolition at Stack City

· Demolition at Stack City

· Equipment: A set of Speed Stacks (one or more per stacker). Music. 

· Set-up: Place the stackers in a Random pattern in the movement area. Divide the movement area in half with equal numbers of 3, 6, and 10 stacks on both sides. All should be in the up-stack position. 

· Procedure: Divide the stackers into two equal teams. Have each team select a demotion crew and a construction crew within their team. 
· Have the teams line up on their designated sides of the movement area. The Speeds Stacks inside the movement area represent buildings in a city. 
· Start the music and have all the stackers to a locomotor movement (walking, skipping, jogging, hopping, etc.) around the outside of the movement area. 
· When the music stops, "demolition" occurs. Teams try to down stack as many sets on the opposing team's side as they possibly can while their construction crew keeps sets on their side in the up stack position. 
· On the instructor's "stop" signal, all the stackers will pause with their hands up. 
· The music resumes and all the stackers move around the outside of the play area until the music stops and the "demolition" occurs again. See which team has the most buildings (up stacks) on their side. 

King of the Pharaohs
· Playing area divided into 2-4 equal sides, each side will have targets available and the balls will be scattered on the floor (yarn balls to throw or foam balls to roll)

· The objective is to be the first team to build three 10 cup pyramids that are standing at the same time

· To collect cups, the students must roll or throw a ball at the target designated by the teacher.

· No student from the opposing team may block the target. If a target is hit, the students may collect ONE cup and place it in their (hoop) construction zone. When 10 cups are have been placed in the construction zone the students can begin building a pyramid. 

· Once the pyramid is built, the students must protect the pyramid so that the other team does not knock it down

· If a pyramid is knocked down, it must be rebuilt

· The first team to build 3 pyramids (that are standing at the same time) first will be the “King of the Pharaohs”

· Variations;
· Only allow students to roll the balls

· Give each team a 30’ rope to place inside their playing area. The stacks must be placed inside this area and no students from that team may be inside the rope after pyramid is built

Leader of the Stack

· Leader of the Stack

· Equipment: Each stacker needs a set of cups 

· Set-up: Have stackers sit in squad formation, 4-5 students in each squad, each with a set of Speed Stacks in front of them. Have the leaders of each squad use the same colored sets, if possible. 

· Procedure: The first person in each squad is designated as the "leader" and faces the rest of the squad. 
· Instructor calls out a pattern to be stacked, and the stackers set up their cups accordingly. 
· On the "Go" signal, all stackers up stack and down stack the pattern and stand up when they are finished. 
· The fastest stacker in the squad gets to move to the "leader" position and remain there until someone else has a faster stack. 

· VARIATIONS: If a "leader" wins three times in a row, they move to the Winner's Circle, which is another squad comprised of other three-time winners... 
· If you have enough Stack Mats, allow the leaders to stack on them... decorate a bulletin board with a number of cut-out golden cups displayed. Hall all the students who have achieved the position of "Leader of the Stack' write their names on the golden cup, which is displayed on a bulletin board. Every time they are a leader after that, they can add a gold sticker to their cup. 

One Hand Stacker, Left & Right Hand

· One hand stacker, left and right hand

· Equipment: 1 set of Speed stacks[12], StackMat 

· Set-up: Set up a 3-3-3, 3-6-3, or Cycle on a table, or floor 
· Procedure: Stack either one of the 3 patterns and sequences with the left or right hand. If a StackMat is available time your self! 

· VARIATIONS: Stack the pattern and sequence with your eyes closed; 
· Stack with one hand balancing on one foot; 
· Stack with one hand, eyes closed balancing on one foot; 

Rock, Paper, Scissors Stack (Todd Price)

· Set-up:  As students come in they need to get with a partner.  

· Each partner needs 1 set of cups, or just a 6 stack.  

· Set out 4 cones for students to run around.

· How to play:  All players must start in the middle of the floor.  Keep the running lane open. 

· Partners will play the game by jumping, (as they both say, Rock, paper, scissor, they are jumping on both feet or they could hop, and on the word shoot, they should choose).  (Feet together is ROCK, feet apart in straddle position is PAPER, and one foot in front, and one back is SCISSORS).

· The winner does the 3 or 6 stack while in push-up position while alternating hands, the loser runs, skips, gallops, slides 1 lap.  

· When they both are done, they play again.  IF THERE IS A TIE……..they both do one lap….

· Have the class start with a partner, and they must play a different player each time they meet in the middle…

Stacks

· Divide the space into 4-8 equal areas; one team per area

· Each team will start with 12 cups that will be placed in their area

· The teams cup will be stacked into three sets of four cups stacked up 

· Each student must stay in their area

· The object is to protect the stacks while trying to knock over the other team’s stacks by rolling balls at them.

· If a stack is knocked down for any reason, it must be restacked minus a cup. If a stack has been knocked down to one cup, it is eliminated.

· The game continues until one team has all of their stacks eliminated

· When the game is over, the other teams count how many cups they have left. The team with the highest number of cups left is the winner of the round

Stacker City

· Stacker City

· Equipment: 1 scooter, 1 rubber ring and 1 set of cups for each student 

· Set-up: distribute equipment and ask students to find their personal space. Have 1/3 of them set up their cups in a 3-6-3, 1/3 in a 6-6 and the rest in a single stack of 12. These are called "buildings. 

· Procedure: Ask the class to name as many different types of buildings found in a city as they can, then ask them ways to get around a city. 
· When someone says "drive", demonstrate with a scooter and rubber ring how to "drive" around Stacker City. Explain that they are to drive to as many buildings as they can and either build it up (up-stack) or tear it down (down-stack). 
· Encourage them to explore the whole city, be sure to try all types of buildings and to alternate up-stacking and down-stacking. Also incorporate discussion of safe driving. 

· VARIATIONS: Give 1/2 of the class rings to drive cars with and 1/2 noodles to drive motorcycles. After a few minutes, change your city to a "water world" and have half use a paddling motion with a noodle, as if canoeing, and half on their belly using swimming motions. 
· You may also choose to incorporate streets and street signs using gym floor lines, or stop lights to regulate traffic. 

TIC-TAC-STACK and Fitness (Todd Price)

· Grades: 3 and up, or modified to accommodate Kng to 2nd.

· Materials Needed: Tic-Tac score sheets, or laminate a few and use broken cups or other objects as markers.  Two stacks of cups for each team, stack mat with timer, but not required.  A table for every 2 to 4 stackers, but not required, and one deck of playing cards per table.

· How to Play: Each table or small area will have a tic-tac score card for every 2 stackers, deck of cards, and markers.  (You may change what competitive stack or single stack you do according to your student’s ability when assigning a card suit to a stack).

· When a player turns over a playing card they will perform that stack, and then do a corresponding exercise the number of times on the card to win an X or O to place on the score card first.  If there is a tie, then the “Cat” decides the win…. The “Cat” would be the stacker who wins the next stack on the next card that is turned over, getting the right to say, “Tic-Tac-Toe”.    Here is an example:

· Hearts = 3-6-3 & Exercise; Sit-ups…. A player turns over the 10 of hearts.  

· On “GO” with timers running, both stackers up stack and down stack the 3-6-3, then they must do 10 bent-knee sit-ups.  

· When done, they stop the timer.  If the judge sees no faults, the stacker with the fastest time wins an X or O to place on the scorecard first.  

· Repeat the step above letting the other stacker turn the card over.

· Here is a starter you can use, make sure each table has a list of what each suit stands for:

· Hearts = 3-6-3 & Exercise; Sit-ups

· Diamonds = 3-3-3 & Exercise; Jumping Jacks

· Clubs = Cycle & Exercise; Jump Rope

· (Spades) = Wild card, (the stacker who lost the last round gets to choose which stack) & Exercise; Line jumps.

Winner Advances

· Equipment: Cups(12 for each participant), Floor tape, Cones(6) 

· Set-up: Prior to the start of class place 6 tape marks on the floor. All of them are the same distance from the sideline on the basketball court. 
· Then place 6 starting cones on the sideline of the court. Form the students into 6 groups and have them stand on the sideline behind a cone. 
· Place 12 cups on the tapeline in front of each group. 

· Procedure: The first person in each group goes first. 
· On the teacher's signal, they must run out to the cups and build two 3-2-1 pyramids. 
· They must then run back to their line and touch the sideline with their foot. They will then run back to the cups and down-stack them. 
· The first to get back to the sideline is the winner. They will advance to round two. 
· Do the same for the next three groups. 
· Take the four winners and they will go against each other. 
· Take the top two from that group and they go against each other. 

Partner Stacks

· Stand side by side with a partner. 
· Decide which stacking pattern will be completed
· Put inside hands behind back
· Each stack must be completed before students move on to the next stack
· To finish, each hand must be down on the playing surface at the same time.
Ring My Bell

· Students face each other with their sets in front of them. 
· The group decides which stacking pattern to perform.
· On a “go” signal, the students try to become the first to complete the pattern, up stacking and down stacking
· When done, the first student to ring the bell wins

Flipping Out 

· Students face each other with their sets of cups in front of them.

· Each group has a set of playing cards; it is not necessary to have all 52 cards

· After deciding which stacking pattern, one student flips the top card over.

· The number of on the card indicates the number of times the stacking pattern must be performed

· First one to finish rings the bell

TIC-TAC-TOE

· Students sit at opposite ends of the playing area

· A tic-tac-toe board & pieces are placed halfway between the students

· Students choose a stacking pattern to perform.

· On “go” signal, the students complete the stacking pattern.

· When finished, the students run to the middle and place a game piece on the board. Once the piece is down it cannot be moved
· Students run back t& complete the stacking pattern again

· Play continues until there is a win or tie

· Start a new game

ALL PATTERNS TIC-TAC-TOE

· Students sit at opposite ends of the playing area

· A tic-tac-toe board & pieces are placed halfway between the students

· On “go” signal, the students stack the cups up and down using the 3-3-3 pattern. When finished, the students run to the middle & place a game piece on the board.
· Students run back and complete the 3-6-3 pattern; the next time back, students complete the cycle pattern. This is followed by the 3-3-3 pattern once again
· Play continues until there is a win or tie
· Start a new game
TIC-TAC-TOE WITH DEFENSE

· Students sit at opposite ends of the playing area

· A tic-tac-toe board & pieces are placed halfway between the students

· Students choose a stacking pattern to perform.

· On “go” signal, the students complete the stacking pattern.

· When finished, the students run to the middle. The student has a choice of putting one of his/her pieces on the board OR taking one of his/her opponent’s pieces OFF the board. Once a piece is removed, the student may not change his/her mind
· Students run back t& complete the stacking pattern again

· Play continues until there is a win or tie

· Start a new game

Tic-Tac-Stack

· Materials Needed: Tic-Tac score sheets, objects as markers.  Two stacks of cups for each team, stack mat with timer, but not required.  A table for every 2 to 4 stackers, but not required, and one deck of playing cards per table.

· Each table or small area will have a tic-tac score card for every 2 stackers, deck of cards, and markers.  (You may change what competitive stack or single stack you do according to your student’s ability when assigning a card suit to a stack).

· When a player turns over a playing card they will perform that stack, and then do a corresponding exercise the number of times on the card to win an X or O to place on the score card first.  If there is a tie, then the “Cat” decides the win….The “Cat” would be the stacker who wins the next stack on the next card that is turned over, getting the right to say, “Tic-Tac-Toe”.    Here is an example:

· Hearts = 3-6-3 & Exercise; Sit-ups….A player turns over the 10 of hearts.  On “GO” with timers running, both stackers up stack and down stack the 3-6-3, then they must do 10 bent-knee sit-ups.  When done, they stop the timer.  If the judge sees no faults, the stacker with the fastest time wins an X or O to place on the score card first.  Repeat the step above letting the other stacker turn the card over.

· Here is a starter you can use, make sure each table has a list of what each suit stands for:

· Hearts = 3-6-3 & Exercise; Sit-ups

· Diamonds = 3-3-3 & Exercise; Jumping Jacks

· Clubs = Cycle & Exercise; Jump Rope

· (Spades) = Wild card, (the stacker who lost the last round gets to choose which stack) & Exercise; Line jumps.

SCORE FOUR

· The object is to be the first to align four playing pieces in a row (horizontally, diagonally, or vertically)

· Partners sit at opposite ends of the playing area

· A Score Four game board and pieces are placed halfway between the students

· Students pick a stacking pattern to perform

· On “go” signal the students stack their cups up & down then run to the middle. The student places one piece on the board and returns to stack again

· With each return trip comes a new strategy – do you go for four in a row or do you block your opponent?

ZIP LINE
· Assign stacking areas around the perimeter of the room. In the middle of the room place a large cone
· Divide the class into groups of 3-4, giving each group a set of cups and a stackmat and a die

· To start the game a student within each group rolls the die. The number that appears on the die is the number of “zips” a student must complete in the fastest time possible.

· A “zip” is completed when the student completes the stacking pattern, runs to touch the center cone and then returns to their stacking area. The timer is started when the student begins the first pattern and is stopped after the student returns from touching the cone after the designated number of “zips”
· After each student is done, the times are compared. The next round starts when a new pattern (or the same) is selected and the die is rolled

Lucky Clover

· 2-3 student in a group facing each other with their cups, a bell, and a deck of cards (Face down) between them

· The students begin flipping cards off the top of the deck. One card is turned at a time, alternating between the students

· When a club (“Lucky clover”) is turned over, the students begin performing the selected stacking pattern. The number on the card dictates how many stacks a student must perform in order to complete the task

· A face card means that the student must perform the cycle

· The first student to complete the task rings the bell and is given all the cards in the pile

· The students return to flipping the cards on at a time until the next “lucky clover” appears.

· Play continues until all the cars have been flipped over. The student with the most cards wins

· Suggested patterns: 3-3-3, 3-6-3, 6-6, 1-10-1

Four Square

· The playing area consists of a large square divided in to 4 squares. One square is designated as the “Champion Square.” A second square, adjacent to the Champion Square is the entry square
· To start the game, on student sits in each square with a set of cups.
· Extra students line up at the entry square.
· The student in the entry square calls out a pattern to perform such as the 3-3-3. On the “go” signal, all four students perform the stacking pattern. The last student to finish is out.
· The extra students are the referees and help determine who was last.
· Student rotate one square towards the champion square
· The student in the champion square does not move unless they finish last. If not they receive one point for every round they survive
· If a student receives 3 point in a row, he/she is declared a Grand Champion and goes to the end of the line.
· If a student does the pattern incorrectly they are out. There may be more than one student out after any given round
Ring My Bell Relay

· Split the class into smaller groups of 3-4 students and assign each group a spot behind a line. Place cups on the floor approximately 15 feet away. Further away (15 feet) place a bell

· On the “go’ signal, the first student from each group runs to the cups and performs the pre-determined pattern. After completing the patter, the student continues forward to ring the bell. This signals the next student in line to go and the first student returns to their line

· Teams have 3 minutes to record as many “ding” of the ell as possible

· To keep track of each team’s score have them pick up a marker (noodlette) after ringing the bell

Super Sport Stacking

· Students can do this with a partner or group of 3-4 students

· The group picks one pattern to complete

· Each student then has 1 minute to complete the stacking pattern as many time as possible
· At the end of the time limit the next student tries to beat the score of the first student.

50 Stacks

· Students in groups of 3-5 and each group has a set of cups and a stackmat

· When ready, the first student starts the timer and begins the stacking pattern. When finished down stacking, the next student performs the same pattern

· Students within the group take turns performing the pattern making sure to count the number of stacking patterns completed.

· When 50 stacks have been completed, the timer is stopped and the time is recorded

· Scores may be compared to other groups or start a second round to beat their score

Chicken Dance Stacking
· Begin playing Chicken Dance song. During the verses of the song, the students start a stacking pattern (It is best to use one of the simple patterns such as 3-3-3, 3-6-3, 6 stack, or 6-6)

· During the chorus, the students stop stacking and must perform the chicken dance

· When the verse begins again, the students return to stacking as fast as possible again

· Variation; each verse do a different stack

Lucky Doubles

· Students in groups of 3-4
· Each group should have a pencil, paper, set if dice, and a set of cups. Before starting the game, the group makes a space on the paper for each student in the group
· The group decides on the stacking pattern to be preformed. 

· Set a time limit of 5-10 minutes

· Play begins with a roll of the dice. Each student takes his/her turn rolling the dice until “doubles” are rolled.

· The student rolling the doubles begins performing the stacking pattern and scores a point for each completed stacking pattern. 

· Stacking continues until another “doubles” is rolled. At this point, the new student, having just rolled the “doubles” takes the cups and begins performing the stacking pattern. The student having just finished records his/her score on the score sheet
· The student with the most points within the set time limit wins the game
· Variation: make the goal to be the first student to reach 100 points wins the game

Shark Attack

· One hoop per student

· Divide the class into 2-4 groups and divide the area so each group has a “home” area

· Within each area, have each student place a hoop on the floor
· Inside the hoop, each student stacks his/her cups (3-3-3, 6-6, 3-6-3).

· On the go signal, al the students go to another group’s area and down stack one set of cups and bring those cups back to their area and up stack the cups again

· At the end of a 2-minute time limit, the groups with the most up stacked cups wins

Success/Try Again
· Divide area in half, designating one side the “success” side and the other as the “try again.”
· Pick out a pattern for the students to perform (3-3-3 Or 3-6-3 works best)
· Students get a stack of cups and challenge a partner 
· If a student wins they go/stay on the success side and challenges someone else on the success side
· If a student loses, on the success side he/she moves to the try again side and challenges someone there. Once a student wins on the try again side they move to the success side to challenge someone. If they lose, they stay on the try again side to challenge someone there.
King/Queen of the Hill

· Make a series of stations around the playing area, one for every 2 students. Place 2 sets of cups at each station along with stack mats if you have them

· Assign the students evenly to each station. 

· Designate one station as the #1 station or “top of the hill”

· Select a stacking pattern for the entire class to perform. 

· On go signal, the students compete, 1 vs.1, at each station.

· The winner moves up one station toward the top of the hill

· If a student wins at the top of the hill, they stay there.

· Begin another round. Once the students understand which direction to move, the game moves quickly.

