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Simple activity to warm-up stackers and review stacking patterns Grades K+

SpeedStacks.com/teachFetch 12

Equipment

Establish a perimeter with markers or cones.  Build the 
perimeter as large as possible. Each stacker sets one cup on 
the floor outside of the perimeter and this cup is now their 
‘home base’. 
Stackers then place their remaining 11 cups randomly inside 
the activity area.  It’s best to have colors mixed up and not 
clustered together.  Once the stackers are finished placing 
their cups inside the activity area, they go back to their home 
base and wait for the ‘go’ signal. 

Set Up

•     If a stacker knocks over a cup while they’re inside the activity area they must fix that cup by placing it upright. 
•     If a stacker has retrieved a cup and then knocks over another cup  inside the activity area, they must set their retrieved 

cup on the floor, fix the knocked over cup, then run back and touch their home base, before they can resume play.

Rules

On the ‘go’ signal; stackers move in and out of the activity area collecting one cup at a time and returning it to their home 
base.  The cups they collect must be the same color as their home base cup.  Once stackers have retrieved all 11 cups, 
completing their set of 12, they stack a designated pattern, and then signal their completion by raising their hand. 

How to Play

•     Choose an alternative locomotor skill for retrieving the cup like skipping or hopping. 
•     Choose a variety of stacking patterns or number of repetitions (3-3-3, 3-6-3, Cycle).
•     Have stackers work in pairs stacking Doubles (Doubles stacking is when two stackers stack together. The stacker on the 

right is the right hand, and the stacker on the left is the left hand).

Variations

•     One set of Speed Stacks for every stacker
•     Perimeter markers or cones
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Simple Stack Tag

Equipment

Have stackers stand in random positions throughout the 
activity area with their Speed Stacks in front of them in a 
downstacked position. Determine which pattern will be 
stacked (3-3-3, 3-6-3, 6-6, 1-10-1, Cycle).

Set Up

•     If a stacker knocks over a cup or cups they must replace them in their original position. 
•     Because all players are considered ‘it’, the player to get tagged first is required to run to the nearest set of Speed Stacks 

upstack and downstack the pattern before reentering the game.

Rules

In this game of tag, every player is ‘it’. 

On the ‘go’ signal, stackers chase and tag other players. A 
stacker who gets tagged must move to the nearest set of 
Speed Stacks and stack the designated pattern.  Once the 
stacker has completed stacking, they may reenter the game 
and continue playing. 

How To Play

•     Choose an alternative locomotor skill such as skipping or 
hopping.

•     Choose a different stacking pattern, or number of repetitions 
stackers must stack, once they have been tagged. 

•     Hot Potato: Time 15-30 second intervals ending in a ‘stop’ 
signal for stackers to not get caught stacking.

Variations

High energy game of tag combining sport stacking and movement skills Grades K+

•     One set of Speed Stacks for every stacker 
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Triple Up/Triple Down Tower Relay

Equipment

Begin by placing each team’s set of Jumbos in the center of 
the gym. In this example we’re going to set up the relay as 
a starburst design. Next, place a downstacked 3-3-3 starting 
three feet away from the center Jumbos.  Space cups evenly 
apart and set cones or markers around the outside perimeter 
to represent the starting line for stackers. 

Set Up

•     Stackers must keep their feet behind the starting cone/marker until they are tagged by the returning stacker. 
•     If a stacker knocks over a cup(s) they must fix it to its proper position before continuing the race. 
•     If the Jumbo tower is knocked over, the stacker must fix the tower before continuing. 

Rules

On the ‘go’ signal, the lead stacker upstacks the 3-3-3 pattern advancing toward the center Jumbos.  Once the Jumbos are 
reached, the stacker takes one Jumbo and sets it on the ground, then runs back to tag the next stacker in line.  The next 
stacker downstacks the 3-3-3 pattern and sets the next Jumbo cup on top of the previous one, stacking them end-to-end 
creating a tower.  This pattern is repeated until all Jumbos are stacked in tower form.   Remember, prior to reaching the 
Jumbos, each stacker is either upstacking the 3-3-3 or downstacking the 3-3-3 pattern, not both.  Once the final Jumbo is 
placed, completing the tower, team members raise their hands in the air signifying their team’s completion. 

How To Play

•     Set up different patterns of cups on the path to the Jumbos (3-6-3, 6-6, etc.). 
•     Have stackers upstack and downstack on their way to and from the Jumbos.
•     Have stackers up and downstack the Jumbo tower. 
•     Stack a Jumbo pyramid up/down at the end line. 

Variations

Team based activity designed for movement fun Grades K+

•     Six Speed Stacks Jumbos per team 
•     One set of Speed Stacks per team
•     One cone or marker per team 
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Rock, Paper, Scissors

Equipment

Place the Stack Spots in a large oval on the floor to establish 
the activity area; be sure there’s enough space inside the oval 
to comfortably fit every stacker. Place 1-3 sets of Speed Stacks 
in downstacked position near the stacking spots. Stackers 
inside the activity area partner up and stand back to back. 

Set Up

•     Winning players must alternate between a Stack Spot or activity spot each time they win a round.  

Rules

On the ‘go’ signal stackers turn around, face their partner 
and play a round of Rock, Paper, Scissors. Whoever wins the 
round runs to a Stack Spot and completes the activity, on the 
spot. Once they’ve completed the activity, they run back into 
the activity area, find a new partner and play another round 
of Rock, Paper, Scissors. Stackers who don’t win Rock, Paper, 
Scissors find a new partner and play again. 

How To Play

•     To make this activity more movement-based, substitute hand signals in Rock, Paper, Scissors to full body signals.  

Variations

Classic fun mixed with fitness and sport stacking in this simple game Grades K+

•     One set of Speed Stacks Stack Spots or activity 
poly spots 

•     One to three sets of Speed Stacks for each 
stacking spot 

ScissorsPaperRock
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Stackers and Blasters

Equipment

Divide stackers into two teams. One team is the Stackers 
and one team is the Blasters.  Each stacker gets a set of cups. 
Stackers set their cups in the upstacked position and Blasters 
set their cups in the downstacked 3-6-3 position. Make 
sure the upstacked and downstacked cups are randomly 
spread throughout the activity area. Once the cup set-up 
is complete, the Stackers and the Blasters teams line up on 
opposite sides of the gym. 

Set Up

•     If a stacker accidentally knocks over a set of cups, they 
must return them to their original position before 
continuing the activity. 

Rules

On the ‘go’ signal both teams run into the activity area. The Stackers upstack the downstacked cups; the Blasters downstack 
the upstacked cups. After a minute or less of game play, signal to ‘stop’ the game.  Upon the signal, all Stackers and Blasters 
must finish upstacking or downstacking their cups. The winning team is determined by who has more upstacked, or 
downstacked cups. Because downstacking is typically faster, allow the Stackers a 5-10 second head start against the Blasters. 

How To Play

•     Switch the roles of the Stackers and the Blasters so 
that each player receives an opportunity to upstack, or 
downstack. 

•     Direct players to use various locomotor skills to move 
between upstacking/downstacking duties. 

•     Have stackers perform fitness exercises
            (sit-ups, pushups, flexibility) when upstacking or
            downstacking cups. 

Variations

Fun movement activity that focuses on exercise and fundamental stacking skills Grades K+

•     One set of Speed Stacks for each stacker 


