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YOU HAVE 1 WEEK TO COMFLETE AS MANY
OF THESE CHALLENGES AS YOU CAN. (HAVE

FUN WITH IT ANP PO AS MANY AS YOU'P LIKE)
ONCE YOU SIGN THE FAMILY CHALLENGE
COMFLETE SHEET YOU HAVE EARNEP THE
CERTIFICATE. FPLEASE TAKE A PICTHURE OF
YOUR FAMILY HOLPING IT ANP EMAIL THE

FPICTURE TO ME. ééECI}f/_lVOEO\[/—ERYTH/NG' BACK TO
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MY FAMILY ANP I HAVE
SUHCCESSFULLY COMFPLETEP
THE FPHYSICAL EPUHCATION
FAMILY CHALLENGE. WE USEP
OUR MINPS, OUR BOPIES, ANP
STRONG TEAMWORK TO
ACCOMFLISH THIS GOAL/

EAMILY(SIGNATLIRES

DPATE



JERSEHENCECITS

PLACE CARPS FACE
POWN ANP TAKE TURNS
SELECTING FROM FPILE.

PLAYER THAT FLIFS

CARP PECIPES ON
PIFFICULTY OF
CHALLENGE (1,2,3
STARS ON EACH CARP).
EVERKYONE MUST
FPERFORKM THE
EXERCISE ON THE
CARP UNTIL THE TIME |S

HP. WHOEVERK POES

THE MOST WINS THE

CARKP. REFPEAT UNTIL

ALL THE CARPS HAVE

BEEN COMFLETEP.
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CLOTHESRINGIRICKZIIR

ATTACH THE 4
CLOTHESFPINS TO 1 KUBBEKR
BANP. WHEN THE
CLOTHESFIN IS ATTACHEP
ANP PULLEYP TOWARPS
FLAYERK IT WILL MAKE
RUBBER BANP SsTRETCH
MAKING CIKCLE BIGGEK.
SET P 6 CUFPS SIPEWAYS.
USING ONLY THE
CLOTHESFPINS ANP RUUBBER
BANPS YOU MUST WORK
TOGETHER TO FPICK HFP ANP
STACK CUFPS_(3,2,1
FORKMATION, 1 INGLE
STACK HIGH, BACK INTO 1
STACK) SEE CUP STACKING
C’HR’VG




EACH PLAYER IS GIVEN
THE SAME AMOUNT OF
CUPS. BOTH PLAYEKRKS
START WITH CUFPS IN
FKONT OF THEM IN A
SINGLE STACK. FPLAYEKRS
TAKE TUHURNS FLIPPING
OVERK POWN FACING CUF
STACKING CARPS. ONCE
IT IS FLIPPEP OVE BOTH
PLAYERKS RACE TO
CKEATE WHAT THE CARP
SAYS BY UPSTACKING
BUILP) ANP
POWNSTACKING (BACKTO
STARTING STACK).
FPLAYEKRK THAT POES |IT
FASTEST WINS THE CARP.
REFPEAT UNTIL ALL THE
CARPS HAVE BEEN
COLLECTEP.
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CAN YOUH MOVE THE BLOCK
HSING ONLY YOUR FINGEK
ANP YOUR PARTNEK'S
FINGEKZT

CAN YOU MOVE 2 BLOCKS

HSING ONLY YOUR FINGER
ANP YOUR FPARTNEK'S
FINGEKZT

CAN YOU MOVE 3 BLOCKS
HSING ONLY YOUR FINGEK
ANP YOUR FPARTNEK'S
FINGEKZ

OTHER BOPY PARTS—
THUMEB, FIST, ELBEOWS,
KNEES, FEET/!







BN B I AW 5
COMPLETE THE BALLOON
CHALLENGES.

KEEF UHF IN AIR AS LONG AS
FPOSSIBLE.

KEEFP UF IN AIR AS LONG AS
FPOSSIBLE NF?F;'MHQQING HANPS/

HIT BACK ANP FORTH SAYING
ALPHABET, NUMBERS,
FRUITS/VEGETABLES,

FAVORITE MEMORIES WITH
EACH HIT

MOVE THE BALLOON
TOGETHER AS IT TOUCHES
ONLY YOUR: FINGERS,
ELBOWS, KNEES, FEET, BACK
TO BACK HEAP TO HEAP




EACH PLAYER HOLPS AN ENP
OF THE ROFPE AS ONE
FLAYER JUMFPS ROFPE.

JUMF ROFPE ANP COUNT BY
2's, 3, His ETC.

CHALLENGE/!




EACH PLAYEKRK HAS 2 PICE.
PLAYERS ROLL BOTH
PICE. PLAYERKS RACE TO
Arpr UF THE TOTALS ANP
FPERFORKM THE NUMBEK
THAT CORKESPONPS TO
THE EXERCISE ON THE
PICE CHALLENGE CHAKT.
THE PLAYEKRK THAT CAN
ROLL EVERY SINGLE
NUMBER (2-12) ANP
FERFORM EVERY
EXERCISE WINS
CHALLENGE. ONCE A
PLAYER ROLLS A NUMBEKR
ANP PERFORMS EXERCISE
THAT NUMBER IS
COMFPLETEP.
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JUGCHINGIZCRVES

EACH PLAYER TOSSES
ANP CATCHES 1 SCARKF IN
THE AIK.

R

EACH PLAYER TOSSES THEIR
SCARF IN THE AIR TO
FPARTNER WHILE CATCHING
THEIR PARTNER'S SCARF FOK

AS MANY TIMES AS THEY
CAN. WHILE IN PUSH—-ULF
FOSITIONZT

PLAYERS TAKE TUHURNS
JUHGGLING 3 SCARKVES AT
A TIME. AS A GROUF
TOGETHER?T?T




EAMILYEAN[CHALIENGE

CKEATE YOUR OWN
FITNESS/PE FAMILY
ACTIVITY

PO ANYTHING
TOGETHER THAT IS
ACTIVE, HEALTHY, ANP
FUN/




