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Deck of Cards Racing is a team-based exercise game where each
team represents a suit of playing cards. The goal is for each team
to advance their ‘ace’ across a racecourse by performing
exercises determined by drawn playing cards.

’ll Learning Intentions

Promote Physical Fitness and Teamwork:

Students will engage in various exercises while working together in teams, fostering teamwork,
communication, and physical fitness in a fun and competitive environment.

Enhance Strategic Thinking and Cooperation:

Students will develop strategic thinking by motivating their teammates and completing exercises
efficiently to help their team’s ‘ace’ advance along the racecourse.

Encourage Positive Competition and Group Engagement:

Students will participate in a friendly competition that encourages active involvement, positive interaction,
and mutual support within their teams.

o+ Success Criteria
Active Participation in Physical Exercises:

Students actively complete the required exercises for each card drawn, showing enthusiasm and effort in
performing the activities.

Effective Team Collaboration:

Students work collaboratively within their teams, communicating effectively to strategise and motivate
one another, contributing to their team’s success in advancing along the racecourse.

Positive Attitude and Sportsmanship:

Students demonstrate good sportsmanship by encouraging their teammates and opponents to
participate in a supportive and competitive manner while enjoying the game regardless of the outcome.
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Objective:
Deck of Cards Racing is a team-based exercise game where each team represents a suit
of playing cards. The goal is for each team to advance their ‘ace’ across a racecourse by

performing exercises determined by drawn playing cards.
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Players:
Split into four teams, each representing a suit (Hearts, Diamonds, Clubs, Spades).

Materials:

o A deck of playing cards.
e Printed PDF game card or ‘Fun Fitness Daily Mission Cards’.

Setup:
Teams line up at the start line. The instructor shuffles the deck of playing cards.

Gameplay:
Card Draws: The instructor draws a card from the deck, and the team matching the

suit of the drawn card moves their ‘ace’ forward on the racecourse.
Exercise Challenge: All teams perform five to ten reps of an exercise associated with

that card (optional).
Gratitude Challenge: Students can call out one thing they are grateful for each time

they move forward in the race.
Race Progression: The process repeats with continuous card draws and

corresponding exercises.
Finish Line: The first team to move their ‘ace’ across the finish line wins.

Winning the Game:
The winning team is the one whose ‘ace’ reaches the finish line first.

Variations for Different Settings:
» Fitness Edition: Introduce a variety of fitness exercises for teams to perform.

» Children’s Edition: Use more straightforward exercises and make the game more

about fun and participation.
o Competitive Edition: Encourage teams to strategise and motivate each other for

quicker completion of exercises.

Additional Notes:
» Deck of Cards Racing combines physical activity with the fun and unpredictability of

card drawing.
» It's an engaging and energetic game, suitable for groups of various sizes and fitness

levels.
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