
Anything you can throw:
A tennis ball,  soft toy, rubber.

Whatever works. Keep it simple.

EQUIPMENT:

FLASH
Your students must work together to
pass the object around the circle as

fast as possible. Speed, coordination,
and teamwork are the keys here

OBJECTIVE:

Level 1:

Every student must
touch the object.

Only one person at a
time can touch it.

Level 3:

Level 2 rules.

+
No passing to the people 

directly next to you. 

Level 4:

Level 3 rules.

+
Each person can touch it

only once

Challenge 1

This isn’t a one-size-fits-all game. FLASH has progressive levels, which means:

There’s a level for everyone.
Your students must adapt their strategy on the fly.

They’ll need to reorganise and communicate as the challenge evolves.
You can start and stop at any level to suit your group.

You know your students—use the levels to push them just enough to stretch their skills.

HOW IT WORKS:

Level 2:

Level 1 rules.

+
Drop it? Restart.

Here’s the crucial part—don’t skip the review.

With a review, you unlock the embedded learning:
Organisation: How did the team structure themselves?
Communication: Did everyone speak up and listen?
Dynamic Planning: How did they adapt when things went wrong?
Leadership: Who stepped up?
Time Management: How did they move fast without chaos?


