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CATEGORY:
BEGINNER

ENVIRONMENT:
AUDITORIUM, 
CAFETERIA, 
CLASSROOM, 
GYMNASIUM, 
HALLWAY,  
LIBRARY, 
PLAYGROUND

GRADES:
3–8

FITNESS FOCUS:

  

BACK-UP GAMES:   
SPEEDWAY
FITNESS RELAY

THE GREAT
DEBATE

25 FEET

25
 F

EE
T

EADY
EQUIPMENT:
CONES OR TAPE

SET-UP:
PLAYERS FORM A LINE

NUMBER OF PLAYERS: 10+   

TIME: 15 MINUTES +

XPLAIN
1 Players line up 6 feet apart from one another.

2 The facilitator is the great debate moderator. The moderator  
asks questions, and the players debate each other over the answers.  
For example: Which animal is better – a lion or a tiger?

3 There are two areas with cones/tape that represent either side of the debate. After the 
moderator asks a question, players have 15 seconds to move to the side they most agree 
with. Stay 6 feet apart! 

4 Teams have 90 seconds to come up with an argument for why their side is correct. Each 
team will nominate one person to deliver the argument in under 30 seconds. 

5 Once the arguments have been made, players will have 15 seconds to vote again.  
The side with the most votes wins the debate, and the team with fewer votes does  
10 jumping jacks, squats, or burpees.

P	For Understanding:
• How many people deliver the argument for each team? 

• How much time does a debater have to deliver an argument? 

GAME TIP:
• Set up guidelines for the debate to ensure that it is an inclusive  

and supportive environment. For example, poking fun at a debater  
is an ad hominem attack and automatically counts as a loss.

CONFLICT RESOLUTION TIP:
• Have the two debaters play rock-paper-scissors.  

LAY ➔ REP IT OUT!
 EASY: Players must hold a balancing position while discussing with team and debating.

 MEDIUM: Jog in place while discussing with team and debating.

 HARD: Add a third side to the debate.
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