W14708 Team Builder Guides
W12428 Team Bucket Challenge
Activity Guide
Contents:
2 – Green Buckets with holes in bottom
2 – Blue Buckets with solid bottoms
2 – Ring Carriers with 6 Handled Rope Carriers
Drought Relief Challenge
The situation is dire. Due to global warming, your homeland is suffering extreme drought. Therefore your carefully
selected teams of volunteers must travel to faraway lands to find and bring back as much water as possible as far as
possible.
Description: In this challenge, teams use their blue buckets to fill up their green buckets and race to transport and
dump the water into a storage container before all the water leaks out of the bottom. The team with the most water in
their storage container at the end of challenge wins. Since lots of water will be spilled, this is an outdoor game.
Additional Materials Required: Four – 5 gallon buckets or other large containers like our FN1830. A stopwatch or some
type of timer.
Teams: Divide the available players into two teams of 5 to 7 players per team. 1 player on each team will be the “Team
Filler”, while the others will be “Team Transporters”.
Set-Up: Fill 2 containers (buckets or whatever containers that are being used) with water, one for each team. Place two
empty containers about 50 to 100 feet away. Designate one water filled and one empty container to exclusive use by
each team. Insert the green buckets with the holes into the ring carriers. Give a blue bucket to each Team Filler and
position them next to the water filled container. Have all the Team Transporters on each team grab 1 to 2 handles at
the end of the rope carriers until all the handles are being held by a player. The Team Transporters should be
positioned beside their empty containers at the start of the challenge.
Play: At a start signal from an instructor, the Team Transporters rush to their Team Filler and holding onto the handles
only maneuver their green bucket as close as possible to the Team Filler, who then dips their blue bucket into the water
and dumps it into the green bucket. If all of the water from the blue bucket does not go into the green bucket for any
reason, the Team Filler can use multiple dips and pours to fill up the green bucket as much as desired. Once the bucket
is filled to whatever level the team decides is best, the Transporters must carefully transport it back to their empty
storage container and transfer the water into the container without touching anything besides their handles. They can
choose to just let the water drip out of the bottom of their leaking bucket or attempt to dump the bucket over by having
some members of their team lift their handles.
Winner: Prior to the start of the challenge, set a time limit for the game. Try 3 to 5 minutes per challenge and adjust as
desired. The team with the most water in the containers that started out as empty at the beginning of the challenge
wins. If you can’t visually tell which team has the most, try dipping a ruler into each container to measure the level.
Variations:
1. Add obstacles between the containers for each team. For instance, add a series of cones (like our 9” high W8776
cones) between the containers and if any team knocks over a cone, they must go back to the their Team Filler who must
refill their bucket with some additional water. Alternatively Dome cones (like W7487) or any other object could be used
to just make the path more difficult to traverse.
2. Dodge Relief Challenge – If you have additional kids that are not currently involved in the challenge, assign an equal
number of them to each team. Place them in a line about 15 feet away from the path of the opposite team and give
them a bunch of Gator Skin® or foam balls. As the other team is attempting to transport water back to their storage

bucket, they are allowed to throw their balls at them or to try to knock over the bucket full of water. No head shots are
allowed.

Diagram of Drought Relief Challenge Set-Up

Food Drop Challenge
Once again, the situation is grim and our carefully selected team of volunteers must save the day. Our land does not
have enough food and the teams must venture off to find food (balls) and safely air lift and drop the food into the target
cities (hoops).
Description: In this challenge, teams use their transporters (buckets with ropes attached, either color bucket will work)
to move balls from one area to another area and must drop them into 3 designated hula hoops that represent cities.
The team with at least one ball in each city and that has the highest total number of balls in their cities wins the
challenge.
Additional Materials Required: 6 hula hoops, preferable 36” diameter and 3 each in two colors. Lots of different sized
balls, with the same size and quantity of balls for each team. A container or bag in which each teams balls will start in at
the beginning of the game. Some type of timer.
Teams: Divide the available players into two teams of 5 to 7 players per team. 1 player on each team will be the “Team
Filler”, while the others will be “Team Transporters”.
Set-Up: Place a variety of size and shaped balls into two containers or storage bags. Each team should have the same
number and same sizes of balls. The more variety of balls the more fun and challenging it is for the teams as they will
have to determine which balls to try to move first and if they want to try to move more than one ball at a time. Balls
can include anything from ping pong balls to beach balls. Designate 3 hula hoops for each team, preferably by using

different colored hoops for each team. Arrange the 3 hoops away from the container of balls in the available space.
Make sure each team’s hoops are about the same distance away from their container of balls. Have all the Team
Transporters on each team grab 1 to 2 handles at the end of the rope carriers until all the handles are being held by a
player. The Team Transporters teams can position themselves near any one of the empty hula hoops with their bucket
centered over the hoop. The Team Filler is stationed beside their container of food (balls).
Play: At a start signal from an instructor, the Team Transporters rush to their Team Filler and holding onto the handles
only maneuver their bucket as close as possible to the Team Filler. The Team Filler selects a ball or balls and places it
inside, balanced on top of the bucket (if it is too large to fit inside), or both inside and on top of the bucket. To test your
teams, you may want to be vague about the rules and not tell them they can transport more than one ball at a time.
See if they figure it out on their own. The transporters can then move the ball over to one of their hoops. Once near
their hoop they must successfully drop the ball into the hoop. As soon as the ball is no longer in contact with the bucket
the team is no longer allowed to touch or move the ball in any manner. If the ball falls out along the way, or the team
misses the drop zone they must return for additional food (balls). If they attempt to drop it in the hoop and it goes in
and out of the hoop, the same thing applies.
Winner: After a period of time, blow a whistle or provide some other type of signal that indicates that the teams must
stop moving. First compare the number of cities (hoops) that were fed (have one or more balls inside them, the team
with the most hoops that have one or more balls inside them wins. If both teams having an equal number of hoops
with balls inside them, then count the total number of balls inside all the hoops for each team. The team with the most
total number of balls wins.
Variations:
- Add obstacles like in the Drought Relief Challenge.
- Add more cities for each team to feed (more hoops to fill)
- Use a wider variety of objects besides balls to represent food, like bowling pins or beanbags that vary the challenge.
- Require that balls or other objects be tossed into the bucket from a few feet away. Use cones to indicates where the
balls must be thrown from and to designate how close the bucket can be with respect to where the objects will be
tossed.
- Remove the buckets and just use the rings. This will allow only larger balls to be carried one at a time.

Aim, Toss, Catch and Run Race Challenge
Description: In this challenge team’s race to the finish line as they advance station by station, with the key being that
they must catch an object in their bucket at each station before they can advance to the next station.
Additional Materials Required: Various sized foam balls, beanbags, water balloons, fleece balls or other items small
items that will fit inside the buckets. Hoops or floor tape to make off toss stations.
Teams: Minimum of two teams with 2 Team “Tossers” and one group of Team Transporters per team
Set Up: Determine a start and finish line and then space out 4 or more toss stations per team as far apart as possible.
As each station place 4 to 6 objects to be tossed. Each team should have the same types and total number of objects at
each station. Mark station locations with either hula hoops, floor tape or similar means. Start and finish lines are
needed and can be marked with cones, floor tape or a jump rope. A foul line and a center line also need to be marked.
The foul lines and center line cannot be crossed by any of the team transporters. All players and the buckets and ring
carriers are placed behind the start line prior to the start.
Play: At start signal, the team transporters need to place the bucket into the ring carrier and grab a handle (depending
on the number of transporters, some members may need to hold two handles) and lift the bucket into the air. Once the

bucket is in the air the teams can start transporting their buckets toward the 1 st station. Standing behind the toss
station, the team tosser (or tossers -a different tosser can be used at each station) then tries to toss one of their objects
at that station into the bucket. The transporters cannot advance to the next station until either one object has been
caught or all the objects at that station have been tossed. When trying to catch an object the bucket does not need to
be stationary, team transport members can try to work as a team to move the bucket into position to make the catch. If
a team catches an object, they can either leave it in their bucket and risk dropping it when they try to catch the next
object or race to the finish line and dump out the object across the finish line. When dumping the object, players are
only allowed to touch the handles and not the ropes or the bucket.
Scoring: Teams get 1 point for crossing the finish line first (note all team members must cross the finish line), 1 point for
any object that was caught and was dumped across their finish line, 1 point for object caught and that are still in their
bucket when the team crosses the finish line and a bonus point if they have caught at least one item at each station.
The team with the most points wins.
Variations:
-Using two sets of W12428 and have 3 or 4 teams compete at the same time
-Change the point value so that 2 points are awarded for each item still in the bucket at the end of the race.
-Require that the teams must catch the amount of items as the station number. At station 2 two objects must be caught
and carried to station 3 where they will need to catch three items and so on. If teams run out of objects at a station, the
tosser can leave their station, retrieve the objects that were not caught and bring them back to the station and try again.
- Play outdoors and use water balloons as the objects to be tossed. The team with the most water balloons (or water if
they all break when they are caught) in the bucket at the end of the race wins.

Race Day Bingo Match
Description: Find and transport pieces needed for a Bingo Match
Additional Materials Required: 4 or 6 jump ropes per team, a large roll of floor tape, or enough hula hoops to form the
two grids. 9 or 16 pairs of objects per team. 2 large exercise mats or other means of blocking view of the bingo board.
Teams: Two teams with 6 to 12 players per team. Divide the players into two teams with about the same number of
players, with between 6 to 12 players per team. Once those teams are made, the teams will need to subdivide into two
subgroups with a minimum of 3 players per subgroup. Let’s call the teams 1 & 2 and each subgroup A and B. Thus team
one would be composed of subgroups 1A and 1B.
Set Up: Create two “bingo cards” using jump ropes, floor tape or hula hoops to form the gridlines or squares on the
cards. The “Cards” can have either 9 (a 3 x 3 grid) or 16 (a 4 x 4 grid) squares or spaces on them. Select and place one
object into each space on each of the “cards”. Be sure that a matching object for each item placed on the boards are
retained for the team’s respective starting piles. The retained objects should be placed inside a large box or storage
container at 25 or more feet away from the “cards”. Place some type of barrier between where the “cards” are set up
and each team’s starting pile. An exercise mats standing on its end in an accordion style usually works well.
Play: No talking or communication between subgroup A and subgroup B is allowed during this game. Though they may
cheer or clap for one another. At the start all players are standing behind their starting pile. At a start signal, each
subgroup A selects an object from their starting pile and places it either on top of or inside their bucket. Next they pick
up the handles of their bucket and raise it off the ground. If the object falls off or out of the bucket at any point, they
must put the bucket down, pick up the object and place it back on top of or inside. They then walk the bucket over to

their bingo board and dump their object onto the board beside the matching object. If they drop the object into the
wrong square, they lose the square for the entire game. If the object is straddling one or more of the gridlines on the
card, as long as part of the object is in the correct square it will be counted as a match and the team now “owns” that
square. Once subgroup A has dropped their object they race back to the starting pile and put the bucket and ropes
down. Subgroup B then selects an object and repeats the same process that Subgroup A just completed. The reason
that no communication is allowed between the subgroups is that this way, the groups won’t necessarily know which
object to pick up on their next turn unless they happen to remember the location of the objects on their board. The
first team that “owns” enough squares to complete a horizontal, vertical or diagonal line on their board wins the game.
For a 3 x 3 grid, a team would need to own 3 squares in a line and for a 4 x 4 grid, a team would need to own 4 squares
in a row.
Variations:
1. Allow the subgroups to talk with one another during the match.
2. Play coverall, where all the squares on a board must be owned by a team. In this game if a team drops their object on
the wrong square, they would be allowed to bring it back to the starting pile. Otherwise they would not be able to win.
3. Put both teams objects in the same starting pile to make it harder to find a desired object. If a group selects an object
that has already been placed on their board, then they must return in to the starting pile and select another object. In
this game, the competing teams boards would not have to have the exact same items, so one group might pick up an
item on the other teams board and have to return it.
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W13946 Team Toss 2-Person Jumbo Beanbags
Activity Guide

WARNING:
1. Adult Supervision is recommended. Always be sure the area that the beanbag will be tossed is clear of
bystanders.
2. To maximize the life of your beanbags, they should only be thrown indoors, or on sand or grass. Do not use on
asphalt, concrete or similarly abrasive surfaces.

TEAM DISTANCE TOSS CONTESTS
Single-Handed Team Toss - Find a partner, have each person hold onto a different handle of the Team Toss beanbag
with one hand and stand facing in the same direction that they will toss the beanbag. Swing the beanbag back (once or
multiple times) and then launch it forward as far as possible. Players are allowed to stride forward with one foot as part
of their throwing motion, but must remain behind a “start line”. They are not allowed to walk or run up to the start line.
Record the distance. Switch sides with your partner, so that each player is now holding the beanbag with the opposite
hand that they used for the first toss. Toss the 2 nd beanbag, measure the distance and add it to the distance of your
first toss. The team with the highest total distance of the two tosses wins!
Two-Handed Team Toss – Find a partner and stand facing one another, each partner grabs a different handle with both
their hands, swings the beanbag back and forth and then tosses it as far as possible. The team with the longest single
throw wins.
TEAM TARGET TOSS CONTESTS - Create a scoring target, like a bull’s eye using floor tape or field marking paint and
assign different values to different rings in the target. If playing outdoors on a grassy or sandy area, another option
would be to lay-out hoops of various sizes and assign point values to those hoops based on difficulty (size and distance
of target) of tossing the beanbag inside the hoop. Decide on the rules for scoring. For instance, what happens if the
beanbag is partially inside a scoring target, does it count or not? Have each team throw 3 or 4 beanbags at the target.
Single-Handed Team Toss – Toss the beanbag in the same manner as in the Single-Handed distance toss above. The
team with the highest score wins.
Two-Handed Team Toss - Toss the beanbag in the same manner as in the Two-Handed distance toss above. The team
with the highest score wins.
COMBINATION DISTANCE AND ACCURACY TOSS – In this competition, both distance and accuracy count. Draw a line
perpendicular to the start line down the center of the throw area and out beyond where any team can throw the
beanbag. Team’s earn a score that is equal to the distance they toss the beanbag, minus twice the distance that the
beanbag lands from the center line. Teams can compete with the Single Handed for Two Handed Toss method.
Variations
1. Blindfolded - Try any of the above activities where one or both teammates are blindfolded. Use extra caution
here, to make sure no one is accidentally hit with the beanbag!
2. Single Handed Opposites – One teammate faces in one direction and second in the opposite direction. Now see
how far and or accurately the beanbag can be thrown!

Jumbo Team Corn Hole Toss
Play with Hoop / Rings – Instead of using a board with a hole in it, this game will be played using plastic rings
like our 15” flat rings (W9258) or 24” Hula Hoops (like W9759001). Set the two rings an appropriate distance
apart based on the age, ability and strength of the players. If possible, use a stake to secure the rings in place in
a field or tape to secure it to a gym floor. Draw a rectangular score area around the ring to represent the rest of
the corn hole target. Score like Corn Hole toss. If the beanbag lands 100% inside the ring, it counts as 3 points.
If it lands on the “board” it counts as one point. The first team to 15 points wins.
Make A Jumbo Corn
Hole Toss Target –
Dimensions – Since our
beanbags are 10” versus
6” for standard cornhole
toss beanbags, our
target needs to be 40”
W x 80” L with 20” legs
and a 10” diameter hole.
There are lots of DIY
instructions on how to
build your own corn
hole toss target. You
can use the same
instructions and just
adjust the size accordingly. The adjusted/scaled dimensions are shown in the parenthesis above. Some good
instructions for building your own corn hole toss boards are listed at
https://www.diynetwork.com/how-to/outdoors/structures/how-to-build-a-regulation-cornhole-set
Depending on how many Team Toss beanbag you have, each team can toss a single beanbag an equal number of
beanbags. Score the same as standard corn hole toss.
Strong Man Corn Hole Toss – Use either the rings or a Jumbo Corn Hole Target that you built and instead of
having two players work together to throw the beanbag, each player throws the three-pound beanbags on their
own. The beanbags would be thrown by holding the two handles / loops in a single hand.

W10458 Mega Team Balloon and Ball Launcher

Warning:
-

Adult supervision required.
Players holding a handle must look away from the projectile.
Never aim projectiles directly at nearby person.
Only use soft objects as projectiles.
Grasp and hold handles securely, never release the handles while the latex tubes
are under tension.

Safety First: Please be sure to read, understand the above warnings and carefully explain them to anyone that will use this product.

Instructions for Use:
The launcher can be used by 3, 4 or 5 players. The more players, the more teamwork that is
required.

The Launcher – This player will load and launch the fabric ball (or water balloon) holder. In our
testing, the handle can be oriented horizontally or vertically to launch balls.
The Holders – Depending on the number of players, holders can grasp one or two handles that
are attached to the rubber bands. Holders would position themselves about 4 to 6 feet apart
with the Launcher in the middle. For the most effective shots, the handles on either side of the
launcher should be position in the same vertical plane, which is with one in line above directly
above the other. That information can be provided to the users before they try using this item
or let the players figure it out for themselves through trial an error. Holders must always grasp
their handles securely and never release them while there is tension on the rubber tubes. Releasing the bands while there is tension, will cause
the handle to shoot towards the Launcher potentially injuring the Launcher. Holders should also always look away from the object being fired and
towards the target.

Shooting: Allow the rubber tubes to be slack and the fabric hold to be similarly loose. Load a soft ball (like a Gator Skin ball) or one or more water
balloons into the fabric holder on the side without the handle. Grasp the fabric handle and pull away and somewhat down from the handles and
holders. Adjust the tension and angle depending on how far the projectile(s) are to be launched. Release the fabric handle to launch. Adjust the
tension and angle depending on how far the projectile(s) are to be launched. Release the fabric handle to launch. Adjust the tension and angle
depending on how far the projectile(s) are to be launched. Release the fabric handle to launch.

Suggested Activities:

Distance Launch: Have team with an equal number of players try to launch a Gator Skin Special-8 as far as possible. Allow each team to shoot the
ball a number of times equal to the number of players on the team and allow each player to be the Launcher once. Encourage players to consider
the effect of launch angle as well as how hard they pull ball on the rubber tubing as they try to maximize their distance. For classroom use (math
or physics), the equations on how distance can be maximized can be discussed.

Distance Launch and Catch: Teams of 4 or 6 players complete against one another, similar to the distance launch. In this activity, one team
member is designated the catcher and must catch the ball at the end of the launch for the shot to count! The catcher should stand a minimum of
50 feet away from the Launchers (most likely a lot further away).

Water Balloon Air Raid: Protective eye goggles recommended for this activity. Position two teams about 100 to 200 feet apart. Teams should be
far enough apart that the water balloons will be falling out of the sky rather being shot in a line directly at one another. Supply each team with a
bunch of water balloons and bombs away! See which team can soak the other team first.

Water Balloon Catch: Have a team see if they can shoot water balloons straight up into the air catch the balloons before they hit the ground.

Water Balloon or Ball Target Shoot: Set up a bucket or any type of target 100 or more feet away. See how many shots it takes to hit the target or
how close to the target shots can get.
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