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Introduction to the Olympics 
 
 
The Olympic Games, as we know them today, have very humble roots. In the late 1800s, Pierre 
de Coubertin of France headed to Britain, and later the United States, to further his education. 
Pierre had a true passion for education and young people, whom he felt were the key to the 
future. Based on his experiences abroad, Pierre intended to modernize education in France, 
specifically by adding sports education.   
 
Through his efforts to introduce sport to schools, Pierre discovered the ancient Olympic Games 
that took place in Greece. He decided that with growing international interest in national and 
world sport, now would be an opportune time to revitalize this ancient tradition.  
 
In 1896, Pierre founded the first International Olympic Committee and the first modern day 
Olympic Games took place, in Athens, Greece. 
 
Physical activity and education go hand in hand. Through the Ontario Physical Education and 
Health curriculum and Daily Physical Activity mandates, we recognize the significant role health 
plays in education. Even more than a hundred years ago, Pierre de Coubertin recognized the 
impact physical activity had, not only on players’ ability to learn, but also on their development 
as individuals. The Olympics are a foundation on which sportsmanship, equality, leadership, 
and teamwork are all learned.  These are important skills for character development and to 
ensure that the children of today become responsible leaders and role models for tomorrow.  
 
This resource has been developed to assist schools in adapting their indoor or outdoor play 
days to take on an Olympic theme, or to create their own unique Olympic Games celebration, to 
promote sportsmanship and teamwork among players.   
 
Included are samples of games, events, and activities, as well as a sample itinerary of how a 
typical play day might progress. Also included are ideas to enhance activities in the classroom. 
Teachers may also choose to use the lesson plan resources, courtesy of VANOC, to further 
extend the Olympic experience for their students. 
 
 
 

Let the Games Begin!  
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Winter Play Day Set Up 
 
 

In preparation for the Olympic Winter Play Day, intermediate student leaders should be 
identified to form the International Olympic Committee (IOC). These leaders will be assigned a 
country and during the Play Day they will be responsible for guiding their team mates from other 
classes through each of the events and activities. Also, an Olympic torch should be created. 
There are lots of great websites that can be accessed for instructions on how to create the 
torch.  
 
The Olympic Winter Play Day begins with classes meeting either in the gym or on the 
playground. Players are then separated into prearranged groups organized by country. 
 
The Opening Ceremonies 

·  Have the IOC leaders or interested classes create a “school torch”. The torch should not 
only represent the 2010 Vancouver Winter Games, but also pride for their school 
community. 

·  The entire school (teachers included) participates in a relay torch race for the opening of 
the games.  Players are led by their International Olympic Committee (IOC) leader to 
their section of the gym or playground before the start of the relay. Markers around the 
room or field identify the different participating cities and towns across Canada which the 
official Olympic torch will visit (see Carry the Torch Challenge) before reaching 
Vancouver for the 2010 Winter Games. At the sound of the bell or other loud 
noisemaker, the relay begins! 

·  Once the countries have returned to the beginning spot, the ceremony begins with the 
(pretend) lighting of the school torch by the Principal.   

·  Have IOC leaders or other player representatives present researched information about 
the Winter Games and the Vancouver 2010 torch relay to their peers. 

·  After reminding players of the importance of safety and sportsmanship, the Principal 
then declares the games “open”, and “let the games begin!”  

 
The Events 
Minor modifications are made to the rules of some Olympic sports to accommodate 
Paralympians’ disabilities. To keep the Paralympic focus of inclusion, respect and empathy, we 
have also included some Paralympic activities in this resource to incorporate into your Olympic 
Games day. K. Restoule (personal communication, July 28, 2009)  
 

·  Events should be set up around the playground or gym with enough space for players to 
participate safely.  

·  Players follow their IOC leaders to their designated starting event. 
·  Events should be timed to allow for the number of players in each group to fairly 

compete. A teacher or Principal rotates around the field with a loud noise maker or bell. 
Once IOC leaders hear the signal, they know to move their country on to the next event.  

·  Teachers may consider creating or adapting an activity to be an event solely for staff 
which would be judged by their players. IOC leaders would at the end of the event 
present the gold, silver, and bronze awards to those staff members who competed well 
and fairly. 

·  IOC leaders can present their own ‘country-men and women’ with participation ribbons. 
·  The ‘countries’, led by the winning teachers and IOC leader parade around the gym or 

playground while demonstrating their patriotism and flags. 
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Additional Activities  
·  Players can dress in costume or colours related to their country to show their patriotism. 
·  Players can create their own flags to carry during the parade, demonstrating those 

characteristics they feel symbolize an Olympic athlete.  
·  Players can create their own Olympic torches out of paper maché or construction paper 

using symbols to demonstrate their abilities .  
·  Players can create a team cheer, mascot and/or motto for their country.  
·  Players can write journal entries about their Olympic experience. 
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On an ice track, two teams of 4 players throw their stones as close as possible to the target 
area known as the house.  
 
Curling  
 
Number of Players:  Four players per team with two teams on each rink 
 
Supplies:  12 skipping ropes 

16 balls or bean bags – 8 blue & 8 yellow  
2 hula hoops per “rink” (one at each end) 
Tape 
 

Aim of the Game: To get as many balls as possible closest to the inside of the hula hoop 
(button). 

 
How to Play:  
1. This game may be played indoors or outdoors. Set up the rink in an area 5 x 50 meters in 

size. At each end, there should be three concentric circles around what is known as the 
“button”. Therefore, the hula hoop will represent the innermost circle and the skipping ropes 
should be arranged in concentric fashion equal distances around the hula hoop. If played 
indoors, tape may be used in place of or to secure the hula hoops & skipping ropes to create 
the “house”. 

2. To begin play, two players from each team wait at the opposite end, outside the “house” or 
targeting area and they will count the points.  

3. Each team alternates shots, rolling balls or throwing bean bags (rocks) towards the “house” 
at the other end of the rink, attempting to have the ball stop within the circles. 

4. Scoring balls may be knocked out of the house. This is called a “take out”. If you get a 
ball/bean bag and it stops on it’s own within the house, this is called a ‘draw”. 
 

Scoring:  
1. One point for all “rocks” that are within the “house”. 
2. Varying points for proximity to “button” (centre of the “house”), eg. 4 points for a rock inside 

the first set of hula hoops, 2 points within the 2nd circle, etc. 
3. Only closest balls from one team score (actual curling scoring system). 
 
Source:  PHE Canada, 2000, p. 50 
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Wheelchair Curling  
 

Number of Players: Four players per team with two teams on each rink 
 
Supplies:   3 buckets per lane  

16 frisbees or bean bags – 8 blue & 8 yellow 
    Scooter boards 
 
Aim of the Game:  Wheelchair curling consists of two teams taking turns pushing  

stones down a sheet of ice towards a series of concentric rings or circles. 
The object is to get the stones as close to the centre of the rings as 
possible. Students will practice using different strategies and muscles to 
play a favourite game. 

 
How to Play 
1. This game can be played indoors or outdoors. Students will follow the same rules as curling, 

with the exception of “sweepers” and sliding on the ice with their feet. 
2.   All students must be seated (or on scooter boards). 
3.   They must throw a frisbee or bean bag into the buckets at the opposite end of the 
      playing area. 
4.  Three buckets will be set up in a line. The furthest bucket is worth 5 points, middle bucket 3  
  points, and the closest bucket is worth 2 points. 
5.  One point will be given to any student who attempts a throw, but misses the bucket. 
 
Source: K. Restoule (personal communication, July 28, 2009)  
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Two teams of skated competitors use their sticks to try and shoot a puck into the opposing goal 
as many times as possible.  

 
 

Broomball Game  
 

Number of Players: Six including a goalie 
 
Supplies:   One broomball stick for each player 

One ball 
Four pylons 
 

Aim of the Game: To score a goal in the opponents “net”. 
 
How to Play: 
1    This game can be played outside or inside.  
2. Set up a “net” using two pylons at each end of the game playing area. 
3. Split players into teams. 
4. Using a broomball stick, each team tries to get the ball into the opponent’s “net”.  
 
Source: Unknown 
 
 
Hockey Night in Canada!  
 

Number of Players: At least four on each team 
 
Supplies:   Two balls 
   Two hockey sticks/brooms 

Eight to twelve pylons 
 

Aim of the Game: To be the first team to manoeuvre a ball through the course. 
 
How to Play:  
1. This game may be played outside or inside. Set up pylons in a row with enough room to 

manoeuvre a ball “puck” in between them. 
2. Each team lines up at a designated starting point. 
3. One at a time, players take turns using the hockey stick to manoeuvre the “puck” in a 

weaving fashion around the pylons and back to their team, where the next player then goes. 
4. The first team to have all players through the course is the winner and must shout “Oh 

Canada”! or an Olympic themed phrase to show they are finished. 
 
Source: Thunder Bay Catholic District School Board, (n.d). 
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Hockey Target Shot  
 

Number of Players: As many as possible 
 
Supplies:  One hockey stick 

Plastic ball 
Large garbage can 

 
Aim of the Game: To get the ball into the garbage pail.  
 
How to Play: 
1. This game may be played outside or inside. Designate a starting line and have the garbage 

can laid on it’s side at an appropriate distance away. 
2. Each player begins at the starting line. 
3. Using a hockey stick, each player is allowed 3 tries to hit a plastic ball into a garbage can 

laid on its side. 
4. Note: if there are many students, please set up more targets. 
 
Source: Thunder Bay Catholic District School Board, (n.d). 
 
 
Paralympic Ice Sledge Hockey  
Instead of standing on skates, players sit on aluminium or steel sleds fitted with two blades. 
They grip two double-ended sticks, one in each hand. One end of the stick has a sharp pick that 
the players use to propel the sled, the other has a curved blade to pass and shoot the puck. 
 
Number of Players: Two teams of 6 players on each team with a goalie 
 
Supplies:   4 pylons for nets 

Pinnies for teams 
Small/medium soft foam ball/bouncy ball 
Scooter boards (if applicable) 
 

Aim of the Game: Students will practice using other means of movement to play a favourite 
game. Students will use teamwork and gross motor skills.  

 
How to Play: 
1. This game may be played outside or inside. Ice Sledge Hockey follows the same rules as   
    regular hockey. The only difference is that students will be seated on scooter boards (or in a  
    crab walk position). 
2. Students can move about safely on scooter boards, or crab walk, anywhere on the playing  
    area. 
3. They will use their hands as sticks and must bat or pass the ball to team-mates. 
4. Goalies must be seated on scooter boards (or crab walk) as well, but have use of legs and  
    body to defend the net. 
 
Source: K. Restoule (personal communication, July 28, 2009)  
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Snowshoe Hockey  
 

Number of Players: At least eight 
 
Supplies:   A floor hockey stick for each player 

Four pylons 
One or two Balls (pucks) 
A pinnie for each player to designate a team 
One snowshoe for each player 

 
Aim of the Game: To score a goal in the opponents “net”. 
 
How to Play: 
1. Set up the outdoor playing field with a goal at each end of the field created by two pylons. 
2. All players of the team may participate at once, or a limited number may be on the field at 

one time, with substitutions.  
3. Every player of the team must wear one snowshoe. The goalie does not wear a snowshoe. 
4. The same general rules as regular floor hockey apply. 
5. Depending on the number of players, the game may be played with more than one ball.  
 
Source:  PHE Canada, 2000, p. 72 

10 



 

 

 
 
A jury marks skater’s routines on artistic & technical merit. 
 
 
Figure Skating  
 

Number of Players:  At least four 
 
Supplies:  Signs describing action (ie. Jump, balancing, etc) 
   At least 5 Pylons 

At least 3 Chairs 
 
Aim of the Game: Students will practice moving their bodies in creative ways.  
 
How to Play: 
1. This game may be played outside or inside. Set up an obstacle course with pylons and 

chairs with signs posted describing the action to complete at various locations along the 
course.  

2. Players may be creative in how they move through the course, over the chairs & around the 
pylons.  

3. Players move through the obstacle course performing the required tasks that are noted by 
the posted signs.  

4. The players are judged by a two person jury, including a teacher and a peer, and given 
points for fun criteria (E.g. funny faces, singing through the course, etc). Try to use criteria 
that would be considered inclusive.  

 
Source: Thunder Bay Catholic District School Board, (n.d). 
 
Pairs Scooter Figure Skating  
 

Number of Players: Two players per team 
 
Supplies:  One scooter board per team 
   Two pylons 
 
Aim of the Game: Students will be required to work together to move safely across the floor, 

as well as, spin their partner on the scooter.    
 
How to Play: 
1. Create an indoor course using pylons at the start and at a mid-point. 
2. In pairs, players from each team skate-step together on a scooter board.  
3. At the designated mid-point, one player sits on the scooter board while their partner twirls 

them around in a “depth spiral”. 
4. The players switch positions and do the “depth spiral” and then skate-step back to the start 

line. 
 
Source: Thunder Bay Catholic District School Board, (n.d). 
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Pie Plate Skate  
 

Number of Players: Teams of at least four 
 
Supplies:  One sheet of paper/ carpet piece/ pie plate per team 
   Pylons 
 
Aim of the Game: Students will improve their balancing skills & strength in this game.  
 
How to Play: 
1. Create an indoor course using pylons to indicate a starting point and various points through 

the course that the skaters will alternate their skating direction.  
2. In teams, players will take turns using any of the above suggestions as skates. 
3. The players will move through the course changing their skating direction (forward, 

backward, sideways) at indicated locations along the course.  
 
Source:  Pat Doyle, 2009, p. 36 
 
 
Scooter Figure Skating  
 

Number of Players: At least four 
 
Supplies:  One scooter per four performers 
   One pylon 
 
Aim of the Game: To improve student’s balance, strength, endurance, and flexibility.  
 
How to Play:   
1. This is an indoor game. Set up a pylon at a designated turnaround point.  
2. Players take turns using the scooter to propel themselves by kneeling on the board and 

pushing the floor with their hands.  
3. They stop at the turn-around point, get off the board, and perform three figure skating 

techniques (balance, twirl, and jump) before getting on the board and returning to the start 
line. 

4. The players are judged by a two person jury, including a teacher and a peer, and given 
points for fun criteria (E.g. interesting jumps, creative propelling techniques, etc) Try to use 
criteria that would be considered to be inclusive.  

 
Source:  Pat Doyle, 2009, p. 33 
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Race on a track against other speed skaters.  
 
 
Speed Skating  
 

Number of Players: Teams of at least four 
 
Supplies:  Two pieces of paper or carpet per team 
 
Aim of the Game: To get through the course with the fastest time. Students will be working 

on their endurance & strength in this game.  
  
How to Play: 
1. Create an indoor course using the description below.  
2. In teams, players will take turns using paper or carpet pieces as skates. 
3. Players place a piece of paper/carpet under each foot and try to skate around the gym.  
4. Once the children have mastered this they can be placed in relay teams for speed skating 

races. 
 
Source:  Pat Doyle, 2009, p. 32 

 
 
*** To create both a figure skating & speed skating  rink, use tape to create two circles. 
The inner circle is used for figure skating & the o uter ring is used for speed skating.  
 

��

����������

13 



 

 

 
 
Skiers race down a course with the fastest skier declared the winner.  

 
 
Alpine Scooter Skiing  
 
Number of Players: At least two players on each team 
 
Supplies:  One scooter per team 

Two toilet plungers per team 
Eight pylons for markers in two different colours 

 
Aim of the Game: To get through the course with the fastest time. Students will improve  
   their coordination, agility, endurance & strength in this game.  
How to Play:  
1. This is an inside game only. Set up two sets of courses using two differently coloured 

markers. Set up at least 4 markers on each course for the player to ski through. Use pylons 
to indicate the starting gate/finish and the turnaround.  

2. Players sit or kneel on a scooter and use toilet plungers or hands as ski poles to propel 
themselves through the course. 

3. This continues until all team players have had a turn. 
 
Source: Pat Doyle, 2009, p. 33 
 
 
Alpine Skiing  
 

Number of Players: At least two players on each team 
 
Supplies: Two differently coloured sets of markers (indicating gates)  

Eight pylons  
One set of cross country skis per team 

 
Aim of the Game: To finish the course with the fastest time. Students will be working on 

their balance, coordination & endurance in this game.  
 
How to Play: 
1. This is an outside game only. Set up two sets of courses using two differently coloured 

markers. Set up at least 4 markers on each course for the player to ski through. Use pylons 
to indicate the starting gate/finish and the turnaround.  

2. One player from each team skis around the course of markers (indicating slalom), and then 
back to the start to switch skis with the next team member. 

3. This continues until all team players have had a turn. 
 
Source:  PHE Canada, 2000, p. 73 
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Slalom Skiing  
 

Number of Players: At least two players on each team 
 
Supplies:  Two differently coloured sets of beanbags/hoops to indicate “gates” 
   Four pylons 
 
Aim of the Game:  To finish the course with the fastest time. Students will be working on 

their coordination in this game.  
 
How to Play:  
1. This game may be played inside or outside. Use pylons to indicate a starting line and a 

turnaround location. Place a series of “gates” (beanbags/hoops) in a row spaced fairly close 
together beginning at the starting line.  

2. Players are always facing forward and jumping off both feet, which simulate slalom skiing 
through all the gates. 

3. Players jump with both feet together sideways over/in the first bag/hoop and back over/in 
the next bag/hoop until they are at the end. At the turnaround pylon, they hop back to the 
starting line.  

4. Once the players are familiar with the movement, they can be split into relay teams and 
have “slalom” races. 

 
Source:  Pat Doyle, 2009, p. 36
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The skier must execute the longest jump possible and is judged on the quality of the jump.  
 
Ski Jumping  
 

Number of Players: As many as possible separated into two teams 
 
Supplies:  Skis (optional) 

Two pylons 
Two beat boards/footstools or chair 
Two mats 

 
Aim of the Game: To execute the longest jump. Students will improve their strength,  
   coordination & endurance in this game.  
How to Play: 
1. This game may be played inside or outside. Set up a starting line with a pylon. Set up the 

beat board/footstool or chair located at an appropriate distance from the starting line. Set up 
the crash mat/pile of snow beside the beat board for the player to land on.  

2. Each team lines up at the starting line and every player takes turns executing a jump.  
3. Each player skis/runs a preset distance, removes the skis, jumps on a beat 

board/footstool/chair, executes a jump, lands on a crash mat/snow pile, puts skis back on, 
and returns to the team. 

4. Jumps are measured. 
 
Source:  PHE Canada, 2000, p. 73 
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The skier must ski a course as fast as possible. 

 
 

Cross-Country Cooperation  
 

Number of Players: Two teams of at least 3 players per team 
 
Supplies:  Four wooden planks  

Six shoelaces or pieces of rope are attached along each plank 
Four pylons 

 
Aim of the Game: To get through the course with the fastest time. Students will improve 

their teamwork, coordination, strength, and endurance. 
 
How to Play: 
1. This game can be organized with or without snow and obstacles can be added if desired.  
2. Designate a start and finish line using pylons. 
3. This can also be set up as a relay with one team racing from point A to point B and a 

different team racing back from point B to point A. 
4. There will be 2 planks per team with places for the players to tie their feet onto the planks. 
5. Each team will tie their left foot to the left plank and right foot to the right plank. 
6. Once everyone has tied their feet to the planks, the designated leader of the group will call 

out the commands.  For example, the leader of one team shouts out “left foot on three – 1, 
2, 3”.  

7. The team players all move their left foot on three in order to move the left plank forward to 
make some headway. Then the same process happens using the right foot. 

8. The teams will use the above method to move to their designated pylon. 
9. Once the teams make it to the pylons, they untie themselves from the planks.  
 
Source:  PHE Canada, 2000, p. 3 
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Cross Country Skiing  
 

Number of Players:  At least four players per team 
 
Supplies:  Two carpet pieces/milk bags/wool socks per team 

Two floor hockey sticks per team 
Eight or more pylons 

 
Aim of the Game: To get through the course with the fastest time. Students will improve 

their coordination and endurance with this game.  
 
How to Play: 
1. Set up an indoor or outdoor course using the pylons to indicate the start/finish and obstacles 

if desired. 
2. Each team lines up at their starting line. If playing indoors, each player puts milk bags/carpet 

pieces (good side down)/wool socks over their feet and will “ski” around a course. If playing 
outdoors, each player uses milk bags for skiis. Each relay team needs two floor hockey 
sticks, blades up, to use as ski poles. 

3. After players return to the start line, another player takes a turn until all have skied.  
 
Note: Care should be taken that all players have appropriate practice with sliding on their socks 
before playing any games. 
 
Source: Pat Doyle, 2009, p. 31/32 and Thunder Bay Catholic District School Board, (n.d). 
 
 
Skiing Pathways  
 

Number of Players: As many as possible separated into two teams 
 
Supplies:  Two 30cm wooden rulers per player 
   One shoelace on each ruler or an equivalent amount of string 

As many pylons that are needed to create the course 
 
Aim of the Game: To move creatively through the course. Students will work on their 

movement skills & assessment of landscape.  
How to Play: 
1. Create a course outdoors using pylons. Give each player a pair of rulers. Tape or tie one 

ruler to each boot with string to place underneath their feet. 
2. Introduce the concept of straight, curved, and zig zag pathways. 
3. Ask each player to imagine that they are on a mountain. Point out valleys (one side of the 

playground) and other mountains (other side of the playground), where the forest is (any 
corner), etc.  

4. Ask players to ski around the “mountain” using straight, then curved and zig zag pathways 
(created by the pylons). Then ask players to design a pattern made up of the different 
pathways. They can practice ‘freestyle skiing’ that pattern in the snow until they can do it 
exactly the same each time. If desired, and time allows, have players draw these patterns 
on paper and /or demonstrate their patterns to other players. For example, all boys show the 
girls and vice-versa.  This can also serve as an assessment of players understanding of 
pathways.  

 
Source:  PHE Canada, 2000, p. 56 
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The sport involves both ski jumping, which requires physical strength and technical control, and 
cross-country skiing which demands endurance and strength. 
 
Nordic Combined  
 

Number of Players: At least four per team 
 
Supplies:  One scooter per team 

One chair per course 
One crash mat per course 
Two pylons 

 
Aim of the Game: To propel to the jump, execute the longest jump & return to the starting 

line in the fastest time.  Students will improve their strength, coordination 
& endurance in this game.  

 
How to Play: 
1. Create an indoor course using pylons to create a start and finish line. Set up the course with 

a chair located midway between the starting line and the crash mat.  
2. Each player on a team takes a turn performing the following activities. 

·  Ski – kneeling on a scooter, the players propel themselves using only their hands to the 
chair then get off the scooter. 

·  Take the chair lift – carry the chair to the side of the crash mat and then stand on the 
chair. 

·  Jump – jump onto the crash mat, getting points for landing. 
·  Return – take the chair back, get on the scooter and propel themselves home. 

 
Source:  Pat Doyle, 2009, p. 33 

�
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Combines cross country skiing and marksmanship. 
  
Biathlon  
 

Number of Players: At least four 
 
Supplies:  Two pieces of paper or pie plates for each player 
   Poles 

Hoops & ring stands 
Bean bags 
Buckets 
Two pylons 

 
Aim of the Game: To finish the course in the fastest time, while getting as many bean bags 

in the target as possible. Students will improve their strength and 
endurance, while also working on their hand/eye coordination.  

 
How to Play: 
1. Set up an indoor or outdoor biathlon course. Use two pylons to indicate the starting line. Use 

as many ring stands and hoops that would be appropriate for the age of the players. If there 
are no ring stands available, use buckets or if playing inside attach hoops to the wall 
instead. 

2. If inside, each player takes a turn skiing on paper or pie plates around the perimeter of the 
gym. If outside, the player could run around the playground equipment. The player stops at 
each ring stand, bucket or hoop to throw a beanbag at the target. 

3. Players retrieve the bean bags and put them back before they are allowed to ski back. 
Multiple targets can be set up if there is a large group. 

 
Source: www.pecentral.org/lessonideas/ViewLesson.asp?ID=8654  (July 8, 2009) 
Used by permission of PE Central (pecentral.org),the premier web site for physical educators.” 
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Paralympic Biathlon 
 

Number of Players: Four teams made up of two players  
 
Supplies:   A variety of buckets 

Three bean bags per team 
Two pylons 
One blindfold per team 

 
Aim of the Game:  Players must practice following directions and using teamwork to navigate 

through an obstacle course without using their sense of sight. 
 
How to Play:   
1. Set up an inside or outside obstacle course using the pylons as the starting line and targets 

(buckets) located along the course.  
2. Players pair up into teams of 2. One player will act as the guide , the other as the 

competitor .  
3. The competitor must be blindfolded. The competitor will have to blindly navigate their way 

through an obstacle course and target shooting with the assistance of their guide. The guide 
can only use tapping signals to direct their partner.  

4. Signals:  
a. Forward movement – light tapping on top of competitors head 
b. Backward movement – light tapping on competitors back 
c. Left turn – light tapping on left shoulder  
d. Right turn – light tapping on right shoulder 

5. In order for the competitor to move, the tapping must be continual. Once the tapping ceases, 
the competitor must stop moving. 

6. When the team arrives at a target shooting area, the guide will hand 3 bean bags to the 
competitor and position the competitor towards the target. At this point, they may use verbal 
instructions on how hard and far to throw the bean bag. The competitor must try to get their 
bean bags in the target (large bucket). 

7. Allow players to try both roles. 
 
Source: K. Restoule (personal communication, July 28, 2009)  
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The skier races down a course covered in artificial moguls executing tricks & jumps 
  
Mogul Skiing  
 

Number of players: At least four players per team 
 
Supplies:   Eight Tires 
   Two pylons 
 
Aim of the Game: To manouver through the course with creativity. Students will be working 

on their flexibility and coordination in this game.  
 
How to Play: 
1. Create an indoor or outdoor course where the players have to run through tires, which would 

mimic the moguls. Use pylons to indicate the starting line.  
2. Designate locations along the course where players have to do a trick, such as a cartwheel, 

spin, summer sault, etc. 
 
Source: Unknown 
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A driver and brakeman race down an ice track. 
 
Bobsled Race  
 

Number of Players: Two players per team 
 
Supplies:  One mat per team 

Two scooters per team 
Two toilet plungers per team 
Four pylons 
 

Aim of the Game:  To get through the course in the fastest time. Students will improve their 
teamwork, coordination, strength, and endurance.  

 
How to Play: 
1. This is an indoor game only. Set up a start and finish line and a turnaround point using 

pylons. 
2. Place a folded mat over two scooters side by side and have two players sit on top of the 

mat.  
3.   The players will propel themselves using toilet plungers or their hands from the starting line    
      around the turnaround point and back to the finish line. 
 
Source:  Pat Doyle, 2009, p. 33 
 
Four Player Bobsleigh  
 

Number of Players: Two teams of at least six players 
 
Supplies:  One toboggan for each team with an attached rope 

At least six pylons (two for the starting line and the remainder to 
designate the bends in the course) 

 
Aim of the Game: To get through the course in the fastest time. Students will improve their 

teamwork, coordination, strength, and endurance.  
 
How to Play: 
1. Create an outdoor course using pylons to designate the start and finish. Create a long and 

winding course and use pylons to establish the bends in the course. 
2. Four players of a team sit on a toboggan. All other team players pull the toboggan by an 

attached rope.  
 
Source:  PHE Canada, 2000, p. 73  
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Runaway Bobsled  
 

Number of Players: Teams of three to six players 
 
Supplies:  None 
 
Aim of the Game: To create the longest bobsled. Students will improve their teamwork skills 

& endurance. 
 
How to Play:  
1. This game may be played inside or outside. Groups of 3-6 players form a bobsled team and 

run/walk around the field.  
2. The front player of each bobsled team tries to attach to the back of another team while trying 

to avoid being joined from behind.  
3. Once 2 bobsleds have become one, they work as a unit. 
4. At the end, the long bobsled has to chase its own tail to become a round “medal”. 
 
Source:  PHE Canada, 2000, p. 6  
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Competitors race on their backs down an ice track aboard a luge with their feet facing forward.  
 
 
Luge  
 

Number of Players: At least three per team 
 
Supplies:  One crazy carpet per team with an attached rope 

Pylons to indicate start, turnarounds and finish 
 
Aim of the Game: To get through the course in the fastest time. Students will improve their 

teamwork, coordination, strength, and endurance. 
How to Play:  
1. This outdoor event is a relay involving a number of teams at once. Set up a course using 

pylons to indicate start, finish, and a turnaround.  
2. One player of the team lies flat on his back with their feet facing forward on top of a crazy 

carpet. All other team players pull the crazy carpet by an attached rope.  
3. At a designated location, team mates switch positions and continue switching until all team 

mates have taken a turn riding the luge.  
 
Source:  PHE Canada, 2000, p. 72  
 
Luge/Skeleton  
 

Number of Players: At least four per team 
 
Supplies:  One scooter per team 

One long rope per team 
One pylon per team 
One volleyball pole/solid object/wall 

 
Aim of the Game: To get through the course in the fastest time. Students will improve their 

coordination, strength, flexibility and endurance. 
 
How to Play: 
1. Create an indoor course using pylons to indicate the start and finish. Tie a rope to a 

volleyball pole, a solid object or wall and have the end of the rope at the pylons. 
2. Players lie on their back, feet first (luge position) on a scooter. They pull themselves toward 

the volleyball pole/solid object/wall using the rope. 
3. Once a player reaches the pole/solid object/wall, he/she flips onto his/her stomach (skeleton 

position) and scoots headfirst back to the starting point. 
4. Players go through this station quickly, so safety on scooters is essential and put on the 

brakes before hitting the pole or wall. Flip over the scooter when done.  
 
Source: www.pecentral.org/lessonideas/ViewLesson.asp?ID=8654  (July 8, 2009) 
Used by permission of PE Central (pecentral.org), the premier web site for physical educators. 
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Competitors race down an ice race track lying on their stomachs on a luge face first.  
 
Skeleton  
 

Number of Players: At least three per team 
 
Supplies:  Pylons to designate a start, finish, and a turnaround 
   One scooter per team 
 
Aim of the Game: To get through the course in the fastest time. Students will improve their 

coordination, strength, flexibility and endurance. 
 
How to Play: 
1. This event is an indoor relay involving a number of teams at once. Set up a course using 

pylons to indicate start, finish, and obstacles.  
2. Each player lies on their stomach on a scooter board and propels themselves around the 

course. Once the first player returns to the start, the next player takes a turn through the 
course.  

 
Source: Thunder Bay Catholic District School Board, (n.d). 
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Great Olympic Ring Search  
 

Number of Players: At least four per team 
 
Supplies:  Several hundred washer rings painted in the colours of the Olympic rings 
 
Aim of the Game: To find the most Olympic rings.  
 
How to Play:  
1. Hide washer rings in a designated area outside. 
2. Assign a different coloured ring to each team and have the players collect their own set of 

Olympic Rings. 
 
Source:  Pat Doyle, 2009, p. 6 
 
 
Torch Relay  
 

Number of Players: As many as possible 
 
Supplies:  An Olympic Torch  

Many pylons 
 
Aim of the Game: To foster pride and understanding of the meaning of carrying the Olympic 

Torch. 
 
How to Play:    
1. Explain how it is an honour to carry the torch, and it should be held high. Carry the torch 

wherever your games will be taking place ie. playground or gymnasium. 
2. Players take turns running with the torch (can be made from polo sticks and juggling 

scarves) from one pylon to the next.  
3. Players pass off the torch at the next pylon, or can keep it if there are no other players.  
4. Players can choose different locomotor skills to practice while carrying the torch. 
 
Source: www.pecentral.org/lessonideas/ViewLesson.asp?ID=8654 (July 8, 2009) 
Used by permission of PE Central (pecentral.org), the premier web site for physical educators. 
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Snow Sculpture  
 
Number of Players: At least four per team 
 
Supplies:  One bucket of water per team 

Varied pictures of mascots 
Sculpting tools 

 
Aim of the Game: To create the most interesting snow sculpture.  
 
How to Play:  
1. Using snow and water, each team creates a sculpture of an Olympic sport (E.g. bobsled, 

curling rock) or an Olympic mascot.  
2. Sculptures are judged by a supervising teacher.  
 
Source: Thunder Bay Catholic District School Board, (n.d). 

 
 

Olympic Ring Relay  
 
Number of Players: At least six per team 
 
Supplies: Five sets of three small blue, yellow, black, green, and red hula hoops   
 
Aim of the Game: To pass the Olympic rings from student to student the fastest. Students 

will practice teamwork and communication skills.  
 
How to Play: 
1. This game can be played inside or outside. Teams line up and players pass the hula hoops 

(“rings”) over their heads.  
2. When the last player in the line gets the rings, he/she runs to the other end of the line up 

and shouts “under”.  
3. Players pass the “rings” back under their legs.  
4. When it gets to the last player, he/she runs to the front of the line and shouts ‘over”.  
5. The “rings” are once again passed over their heads until the first player finds him/herself 

back at the front of the line holding the “rings”.  
6. The whole team shouts “Olympic Glory” (or something related to the Olympics) when 

finished. 
 
Source: Thunder Bay Catholic District School Board, (n.d). 
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