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1. What is a “magic Number”? 
      The Magic Number is the 

number of students needed 
per class to even out the 
classes.

1.   How long should your field 
day last?  

      It depends how long your 
administration allows you to 
do it for. Set up your stations 
to have enough time for each 
class to participate in all 
events

1. Make sure you have people 
supporting you during, and 
through out the day, because 
you cannot do it alone.

2. Remember have fun!!!!



Bullseye
Equipment Needed
• Four Different colored Poly-Spots
• Five buckets. One big bucket and four 

smaller buckets
• An even amount of Bean Bags for each 

of the colors needed
• 4 Different Colored Hula-Hoops

It is Helpful to have the Poly-Spots, Hula-
Hoops, and Bean Bags be the same color

Set Up:

•Place the bigger bucket in the center of the 
playing area, with the four different colored 
Hula-Hoops surrounding it. In each of the four
Hula-Hoops place one of the smaller buckets. 
Place the Poly-Spot in line that matches the 
same color Hula-Hoop at a set distance that 
you feel is adequate for your students.

How to Play: 

• Have the students form a single file line. 
When it is their turn to go the student will 
move up to the designated throwing area, 
and throw, or toss the bean bag towards 
their target. Then go back to the line give 
the next person a high five on their way to 
the end of the line. This pattern continues 
until you run out of bean bags at which time 
the students should sit with their team until 
all the groups are finished and points are 
added up. Play as many rounds as you can 
until the time is up for you to switch stations.

Scoring: 

•10 Points for Bulls-Eye ( Center Bucket)

• 5 points if you get it in your own bucket
• 3 Inside your Hula-Hoop
• 1 point for touching the outside or Hanging  
over the side 



Buddy Walker
Team Challenge

Equipment:
• Two Buddy Walkers
• Stop Watch or App on Classroom 

Teacher’s Phone
• Six Cones

Set Up:
• The teacher will set up two lanes with 

cones having an end line at both ends of 
the gym. Have your class split into 
groups of 6 if possible. If a group does 
not have 6 students, have students who 
have already gone fill in the empty spots
on the walkers. 

explain to the class the importance of 
cadence, and how it is vital to be 
successful in this event 

How To Play:
• Have the first set of 6 students on the 
walkers for when the teacher blows the 
whistle for the race to begin 
• Set up your class so that the next group 

is ready and waiting for the students to 
cross over one of the end lines, at this 
point the students will switch and the 
next group will go on. This will continue
until all the students have had a chance
to go. 
• Keep track of the total time needed for 

your class to finish the race



Picking Up the  
Trash: 

Beanbag Challenge
Equipment:
• 7 Beanbags of  4 different colors
• 1 pair of foam dice
• 1 stopwatch
• 12 Cones Labeled 1-6
• 6 5-Gallon Buckets

Set Up:  The cones are set up in a 
straight line, in number order with 
a bean-Bag next to each one. there 
should be a starting line where the 
students line up and an end line 
where you place the bucket. Each 
group should have their own foam 
dice. 

How To Play:  With the Roll of 
the dice, the first Student will run 
to the that number cone and pick up
the Bean Bag and run to the end to 
drop it into the bucket (trash), then
turn and run back to the team 
giving the next person in line a high 
five before they are allowed to go. 
They must follow the correct 
pattern or they will be eliminated.  
E.G.  If a 4 is rolled,  the team will 
follow this pattern: 4-5-6-7-1-2-3-.



Hot Spot  Basketball
Equipment:
• Basketball Hoop
• 2 Basketballs
• 1 Hula-Hoop (K-1)
• 2 Gator Skin Balls (K -1)

Set Up:  The poly spots are tossed 
around the playing area with the 
number facing up.  Lower numbers 
should be closer to the basket. 

How To Play: the first person in 
each line takes the ball and goes to
a poly spot and attempts to shoot a 
basket.  If a basket is made, the 
player picks up the poly spot and 
runs back and hands off the 
basketball to the next teammate, 
and goes to the end of the line. If 
not made, he/she just hands off 
the basketball and returns to the 
end of the line.  After all the spots 
have been collected, or time has 
expired, the teams will add up the 
numbers from the Polly-Spots they 
have earned.  The highest total 
wins.



Obstacle Course
Equipment:
• 8 Hurdles (Foam or Plastic)
• 16 Cones
• 16 Larger Size Cones
• 16 Hula Hoops
• 2 Balance Beams
• 2 Yoga Ball

How To Play:
1. Go through a standing hula-

hoop.
2. High-knee through series of 

hula-hoop.
3. Scooter-Zigzag through cones.  
4. Duck through Hula-Hoop
5. Walk Along the Balance Beam
6. Run and Zigzag  throw the cones

to the Yoga Ball
7. Push the Yoga Ball down to the 

End Line where they will give it 
to the next person waiting in 
line

8. their teammate will then run 
through the course in the 
opposite direction resetting the 
course for the next person.

9. The class with fastest time wins.



Homerun Derby
Equipment:
• 2 Baseball Bats
• 2 Baseball Tees
• 12 Foam Trainer Tennis Balls
• 1 Roll Blue/green Painter’s Tape
• 1 Tape Measure 

Set up:  With painter’s tape measure 
off the distance for how far you 
want to hit off the tee  and mark off 
high where you want homerun to be 
on the wall.

How to Play:
1. Students wait in a single file line, 

a safe distance from the batter.
2. Each Student is permitted to take 

two swings each, before the next 
person is up. Play continues up to 
the point where the whistle blows
to stop play and add up your 
totals. 

3. For every Homerun give your 
class a point.

4. 5 extra bonus points if both hits 
are homeruns.

5. Class with Highest Total Wins.



Beach Bum Relay

Equipment:
• Sunglasses

• Flower Lei’s

• Beach Balls

How to Play:  The Students will 
be lined up for this relay in a single 
file line one behind the other. The 
first person on line will have on 
the sunglasses, flower lei and 
beach ball in his/her hands.  They 
will run to their team’s designated 
colored cone and back. Then they  
will hand off all the materials to 
their teammate, this will continue 
till the class is done.  The first 
class with everyone back and 
sitting down wins. 



Over Head Relay
(AKA: Feed the Hungry Snowman)

Equipment:
• 2 Oversized Beach Balls or Yoga Balls

• 2 Jerseys 

How to Play:  
• The class will stand in a single file 

line one behind the other.

• Give the person in front of the line 
the Jersey to put on, and a ball.

• The first person passes the ball 
back over their head to the person 
behind them, this continues until 
the last person has the ball. 

• The last person in line will then 
run and become the new first 
person in line. Each time you do this 
the class should take one step back
so that they are staying in the same 
spot that the group started.

• Ever time the player in the Jersey 
makes it back to the front during 
the allotted time, you scored one 
point for your team.



“Chain Link” Relay
Equipment:
• 4-6 Hula hoops (Small or large depending on 

grade level)
• Stop Watch 

How to Play:  
• The Students will be lined up for this 

relay in size order from smallest to 
tallest. 
• Before you begin playing, explain these 

simple rules to the participants: (1) the 
hula hoop must not touch the ground at 
any time and (2) the circle of hands 
cannot be broken.
• Have everyone join hands in a line.
• Have the person on one end of the line 

place the hula hoop on her shoulder, then
have her join hands with the person at the
other end of the line to form a circle.
• Have each person wriggle and squirm 

through the hula hoop to help move it 
around the circle until it reaches the 
beginning again. Don't let the circle 
break!
• Once everyone gets the hang of the game, 

introduce a second, third, or fourth hula 
hoop into the circle to increase the 
difficulty
• Time your class to see how fast they can 

get the hula-hoops around the circle and 
back to the beginning. Time each trial and 
record your fastest time



Snake Trail  Bean 
Bag Relay

Equipment:
• 20 multi-colored beanbags
• 4  5-Gallon Buckets 

How to Play:  
• The Students will be lined up 

staggered pattern along the lines 
of the gym  with one student on one 
of the baselines with a bucket. 
•  The students will pass the beanbag

through the “snake trail’  until it 
reaches the final person who has 
to underhand toss it to the student 
with bucket.
• If they make it into the bucket, 

Rotate the students up one spot and
start again
• If the team drops the beanbag, that 

beanbag is then out of play for the 
duration of the round. the team 
must pick up the next beanbag and 
start again.

Please make sure the numbers of 
Beanbags are even for both all 

teams before starting this relay.



Cone On/Cone Off
Relay

Equipment:
• 4 Large Multi-color Cones

• 4 Whiffle Ball/Foam Tennis Balls

How to Play:
• The Students will line up, the first 

person on line will have the ball in 
their hand and run down and place 
the ball on top of the cone.

•  Then, will run back to their team 
and give the next person in line  a 
high five. The next person will run 
down and grab the ball off the 
cone and bring the ball back to the 
team to hand off to the next 
person. 

• This pattern will continue until the 
magic number is reached for all 
classes.

• The Magic Number is the equal 
number of students per class to 
even out the classes.



Triathlon Relay
Equipment:
• 4 Scooters
• 4 Batons
• 20 medium Size Cones

How to play: 
1. Brake the class into two 

groups. Each  group lined up at 
one of the end lines of the 
gymnasium. Each group will 
reset the stations for the next 
athlete, by going in opposite 
direction. Make sure both 
classes have the magic number 
of students.

2. The course is broken up into 
three sections

3. 1= Swimming (laying on their 
stomach on the scooters) 
2=Bicycle (going backwards on 
the scooters )                                    
3= Running (Sprint to the end 
line and hand the baton to  the 
next person in line)

4. The First class to complete the 
triathlon wins!!

5. The Magic Number is the equal 
number of students per class 
to even out the classes.



“Flip that Cone” 
Relay

Equipment:
• 4---6 multi-colored poly spots 
• 4–6 plastic cones
• 4---6 Large Multi-colored Cones
• Stop watch

How to play: 

1. The class will stand in a 
single file line, one behind the
other. 

2. The first student will run to 
the cone and try to flip it and 
have it land up right.

3. Each student has five 
attempts to land the cone up 
right. If they land the cone up 
right on their first attempt 
they stop and run back, they 
do not have to take all five 
attempts.

4. Once done they will turn and 
sprint back to their team and 
give the next person in line a 
high five so that they can go.

5. The Relay continues until your
class reaches the magic 
number

6. The Magic Number is the equal 
number of students per class 
to even out the classes.

7. This event is scored in two 
ways, by time  and by points. A 
point is earned for each 
student who is successful 
getting the cone to land up 
right



“Floor Ball For All 
Relay”

Equipment:
• 4--6 Floorball Sticks and Ball
• 24 Small cones

How to play: 
1. Have the class stand in a single 

file line, one behind the other. 
Establish a Magic Number of 
Students.  You will be doing this 
event THREE times.

2. Once, the relay begins when the
first student will start with 
the floor ball stick and ball 
and maneuver around the cones
and attempt a shot on a goal.

3. After his/her shot, either 
successful or not, he/she will 
return back to the line to hand 
off the equipment.

4. The Classroom Teacher will 
count the number of goals that 
class scores.

5. The class that has the highest 
number of goals wins the relay.

6. the Magic Number is the equal 
number of students per class to 
even out the classes.



“Cup Stacking Relay”
Equipment:

• 4 cup stacking Kits or 40 solo cups

How to play: 
1. Have the students line up in a 

single file line. Establish a 
Magic Number of Students.  You 
will be doing this event THREE 
times.

2. The first student in line will 
run down to the cups and stack 
the cups in a pyramid In this 
design 4-3-2-1.  

3. The student will then take 
down the pyramid and  run back 
to the group to high five the 
next student in line. 

4. The class will continue until 
the magic number is reached. 
The first class sitting quietl y 
with cups standing up in the 
pyramaid position done by the 
last person. 

5. The last person will just run 
back and NOT bring back the 
cups.

6. the Magic Number is the equal 
number of students per class to 
even out the classes.



“Hula Hoop 
Challenge Relay”

Equipment:

• 4-6 hula hoops

How to play: 
1. This is entire a class event and 

they will be line up in two lines 
(boys & Girls).  Establish a Magic
Number of Students.  You will 
be doing this event THREE times.

2. Once, the relay begins when the
first girl will start with hula 
hoop in her hand.  

3. She will run down to the far 
base line  to perform the 
following: 1st round -spin the 
hula hoop then turn in a circle 
and catch it. 2nd round – hold 
the Hula Hoop with hand let go 
turn in a circle and catch it and
3rd round hold the Hula Hoop 
with one finger ,let go turn in a 
circle and catch it.

4. The class will continue until 
the magic number is reached 
with the hula hoop on the gym 
floor next to the first girl on 
line.


