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Games for children ages 4-7

Important information you should know regarding 

4-7 year olds:
1) Keep the games BASIC/SIMPLE – games with only a couple of rules work out the best.  

2) Kids cannot picture everything you tell them.  When describing the game – use this method: 1) tell them how to play, 2) show them (using demonstrators), and 3) have an answer/question period.  If the kids do not have questions for you, ask them questions; example – What do you do when you get tagged?

3) Make sure the kids are comfortable with the game.  Usually, when a child asks – “Do I have to play?” – something about the game makes them uncomfortable.  Find out what situation makes him/her uncomfortable and make a change.

4) This age is tricky – kids will get upset very fast about something that you had little or no control over.  By observing the children playing, you will be able to determine what the kids like and don’t like.  Many times, the kids love playing tag games but when tagged a child will break out into tears. 

· Have a no tag option that goes along with all of your games.  This will help out those kids that get anxious about getting tagged.  For example, if a child does not like getting tagged – have him/her wear a pinnie/vest.  The pinnie indicates that the child is playing but can not get tagged.  Have this child be a “helper” or a freer in the game.

· Make sure the game is fair.  If you are playing a game like capture the flag, it would be unfair to have a child get the flag – if they are opting for the no tag option.  That person can have the job of “freeing” people from jail.
5) The kids need to be kind to one another.  At this age, many children like when a tagger chases after them.  Teasing or making faces is a common tactic used for getting others to chase them.  Let the kids know ahead of time that they may not “tease” the tagger and remind them as they play.

6) Taggers may run after the same person for 10 seconds and move on.  Kids hate feeling “singled” out.  You may hear the kids say, “He was only going after me!”  This is probably not the case – but this is how it appears to kids.  A strategy that may help: Tell the kids that if the tagger is running after him/her – s/he can count to 10 (out-loud) when s/he gets to 10 the tagger has to run after someone else.  Tell the kids that it is not the tagger job to count.  Counting should be slow: 1 Maine, 2 Maine, 3 Maine …

7) If you know you will not have time for every child to play every “role” in a game, let them know ahead of time.  Children will get upset if they feel that a friend was able to do something that they could not.  If you are playing a game with “Exciting” roles – make sure to allow enough time for all the kids to play the roles.  For example, the game of “Cat/Mouse” with the parachute is an exciting game.  Allow enough time for every child to be either the cat and/or mouse.  

* Do not make a child do something they do not want to do.  If a child does not want to be either a cat or mouse – do not make them.  Exception: As a counselor, you may have a group of kids who do not like being taggers.  If you still want to play tag games, come up with a system that everyone agrees on.
TAG GAMES
Blob Tag

Equipment: Cones for boundaries (if playing outside) and dots for a “break area.”  Younger children may need to play with a “Break Area.”

Game Play: Choose one person to be the tagger.  This person will run and try to tag the other players.  If tagged, players will join hands with the tagger.  Together they will try and tag others.  Hint: Taggers must communicate and cooperate with each other to determine what direction they will go in.  Remind the children not to hold each other’s hands too tightly.  If the blob breaks the taggers may not tag anyone until they join hands again.

Variations: 1) Once the blob has a chain of 4 people, the blob splits 2 and 2.  2) Play with one big blob: Play continues until everyone is tagged.

3) Big Snake: Have the tagger start in an area called “home.”  Whenever the blob break, all the taggers have to go back to “home” and join hands again.

Cross Over

Divide the players into 2 teams.  Separate the playing area into 2 equal sides.  The objective of the game is to be the first team to get everyone to the other side without getting tagged.  As soon as a player crosses the line and enters your team’s territory – you may tag him/her.  The tagged player would then run back to his/her side – touch the back wall (or boundary line) and resume play.  If a player is tagged and is in the process of running back to his/her wall – he/she may not tag others on their side until he/she has touched the wall.  When a player makes it to their opponent’s back wall/boundary without getting tagged – he/she will stay there until the rest of the teammates join him/her.

Fire and Ice Tag

Choose two taggers and two freers.  The taggers hold blue yarn balls – they are ice.  The freers hold red yarn balls – they are fire.  If a player gets tagged by ice – he/she is frozen.  The players that represent fire will come and free frozen players. * Freers can not get tagged.  

Flip the Board Color Tag

Equipment: piece of card board – color one side red and the other green.

Divide the kids into 2 groups.  One group is the green team – the other the red.  Have all the players meet in the middle of the playing area.  Flip the board, if the board lands on red – the red team becomes the taggers.  In this example, the players on the green team need to run to their back boundary line without getting tagged.  If a player does get tagged, he/she will join the other team.

Fox and Squirrel

Each player stands with one partner to represent a tree.  Partners are to stand in one place – connected in some way (holding hands, locking elbows – etc.)  Select one partner group – one player will be the fox the other the squirrel.  The fox’s job is to tag the squirrel, the squirrel’s job is to get away from the fox and link onto one of the trees.    When the squirrel links onto a tree – this makes 3 people.   The player not linked to the squirrel becomes the new squirrel.  If the fox tags the squirrel – the two players switch roles.

Variation: You may have 2 sets of fox/squirrel to make the game more active (and confusing).

Ga Ga Ball Tag

Age: All Ages enjoy this game
Location: Works best in the gym.  However, the game will work outside if you use clear boundaries.

Equipment: 1 playground ball for every 5 people, cones or dots

Set Up: If you are playing this game in the gym – the walls are the boundaries.  Using cones/dots make a jail in one of the corners.  If you are playing this game outside – make a rectangle or square using dots/cones and make a jail in one of the corners.  

Game Play:  The leader starts with the ball.  The leader yells, “What’s the best game in the world? GA GA Ball!”  The leader drops the ball and hits it with either an open hand or closed fist.  The ball is to remain on the ground at all times.  Players must stay on their feet.  The players may not hold the ball.  The object of the game is to hit the ball (with either an open hand or closed fist) towards other player’s legs.  If the ball hits someone’s legs (between the feet and knees) that player must go to the jail. 

Getting out of Jail: There are 2 ways to get out of jail: 1) if a ball comes into the jail – the player that gets the ball is free 2) the leader can yell “Jailbreak” and everyone will be free. * Players must be standing in the jail.  – No lying on the ground out of the jail. 

Hint: Older children like to play with very few “Jail breaks.”  Younger children like “Jail-breaks” every minute or so.
Capture the Flag

Ages: All ages

Location: Field or gym
Equipment: rope for boundary line, cones/dots, 2 balls 

Set Up: Field: Make boundaries using cones.   Gym: The walls will be the boundaries.  Both Gym and Field: Place the rope or dots across the middle of the playing area to make two equal sides.
Game Play:  Divide the kids into 2 groups.  Each group is assigned an area and ball to guard.  The object of the game is to get the other team’s ball and bring it back to your side.  Players may throw the ball to their teammates – however – the ball must be caught.  If the ball is not caught it is returned to it’s original spot.  When a player goes into another team’s area, that player can get tagged.  When tagged, players will go to their oppent’s jail.  There are two ways out of jail: 1) a teammate comes to free you from jail, 2) a player may count to 30 seconds and escape.   If a player comes to free a teammate the player in jail gets a free walk back but the “freeing” player does not.  IF a player tries to escape and gets tagged, that player must count to 30 before trying to escape again.   Important: Younger players may not want to get tagged.  They may choose to wear a pinnie.  Pinnie players can free people from jail without getting tagged.

Guarding: Players can not stand within the ball boundary to guard.  If a player gets into the area – the guard has to count to 5 before tagging their opponent.

Variation: 3-way capture the flag.  One area can be for the jail – or a “free” pass are where no one can get tagged.
4 – Way Capture the Flag

Ages: All ages

Location: Field or gym
Equipment: 2 ropes for boundaries, cones/dots, 12 balls – 4 different colors or types of balls, 4 hula hoops, and rubber chicken or sock/wand. 

Set Up: Field: Make boundaries using cones.   Gym: The walls will be the boundaries.  Both Gym and Field: Place the ropes diagonally from corner to corner – so that they intersect in the middle.  Where the ropes intersect place the rubber chicken or sock wand.  In the middle of each area place a hula hoop with 3 of the same kind of ball (or same color ball) in each hoop.

In one of the corners, place cones for a “jail.”

Game Play:  Divide the kids into 4 groups.  Each group is assigned an area and balls to guard.  The object of the game is to get as many balls from the other teams as you can and bring them into your hoop.  Players may only take one ball at a time.  Players may not throw the balls to your teammates.  When a player goes into another team’s area, that player can get tagged.  When tagged, players will go to the “community” jail.  The only way out of the jail is for a teammate to get the chicken or sock wand from the middle of the playing area and bring it over to their teammate to free them.  Important: Players with the sock wand/chicken can not get tagged and can only use the wand/chicken to get their players from the jail.  If there are only 2 people per team – the leader can be the designated “freer.”  The game is over when the leader says stop or when one team gets all the balls in their hoop.

Guarding: Players can not stand inside the hula hoop to guard.  The leader may want to use dots for a guarding area – so it is a little easier to get opponents balls.

Variation: 3-way capture the flag.  One area can be for the jail – or a “free” pass are where no one can get tagged.

CATS AND MICE

Action

Ask for two or three volunteers to be “cats.”  Have everybody else get down on all fours with the cats in the center and the rest of the class (the “mice”) scattered around the playing area.  When you say “Go!” the cats (still on all fours) go after the mice meowing loudly.  The cats try to catch the mice by touching them on their legs.  Once a mouse is caught, he becomes a cat and joins the other cats in pursuing the mice.  Every fifteen seconds or so, yell “freeze.”  Have everyone remain still while the cats identify themselves by meowing.

Coaching Tip:
Strongly emphasize to the children that the only way to catch a mice is by gently touching their leg.  Observe closely for any roughness on the part of the cats.  If you notice a cat jumping on a mouse or slapping him, immediately go up to the cat and say something like, “It looked like you were a little rough with Kevin.  Can you be more gentle, like this?” and demonstrate with a light touch on the leg.  This is a valuable lesson in self-control for children who tend to play a bit roughly and can help minimize injuries.  Having frequent freezes is essential; otherwise the game is likely to quickly degenerate into mass chaos.
Cookie Monster Tag

Location: Field or gym
Equipment: 2 Dots for cookies and cones for boundaries.

Set Up: Field: Make boundaries using cones.  Gym: The walls will be the boundaries.  In one of the corners, place cones for “Cookie Monster’s Home.”  In another corner place 2 dots to represent cookies.

Game Play: Choose one person to be Cookie Monster and have him/her go to the area designated for Cookie Monster’s Home.  On the count of three the kids chant, “Cookie monster, Cookie Monster are you home?”  As the kids chant these words they slowly move closer to Cookie Monster, when they say the word “Home” the kids have to freeze.  If cookie monster says, ”No!” the kids will chant and move closer.  As soon as cookie monster says, ”Yes!”  Cookie Monster will turn and chase the kids back to the starting line.  If Cookie Monster tags anyone, they need to go over to a dot/cookie, flip it over, and go back to the group.  Choose a new Cookie Monster and play again.

· Kids may not go into Cookie Monster’s home, they must stop at the cones outside of his/her home.

Ghostbusters

Location: Field or gym
Equipment: Cones for boundaries

Set Up: Field: Make boundaries using cones.   Gym: The walls will be the boundaries.  

Game Play:  Have the group start at one end of the playing area.  Choose one person to be the “Ghostbuster” and give him/her a yarn ball.  On the count of three, the kids yell: “Who are you going to call?”  When the Ghostbuster replies, “Ghostbusters,” The kids will attempt to run to the opposite end of the playing area without getting tagged.  When tagged, the child will get a yarn ball (for identification) and s/he will also be a ghostbuster.  The game continues until the leader says stop or when everyone is a ghostbuster.

Variation:

One, Two, Three Get off my Mother’s Apple Tree

Game Play: Similar to the above game.  However, this time the tagger yells, “1-2-3 get off my mother’s apple tree!”  The kids will attempt to run from one side of the area to the other without getting tagged.  When tagged – they will get an apple (Yarn ball) and they too will be a tagger.

GIANTS, WIZARDS, AND TROLLS
This is rocks, paper, scissors, but with people and different symbols.  Two teams are formed with equal numbers.  A line where the two teams face off is created.  About 30 – 40 yards behind this line on either side is another line, which players have to cross to be safe.  The teams huddle and decide what symbol they are going to be.  Both teams face off on the scrimmage line with no more than 3 – 5 feet separating them.  On three, both team do their symbol and the losers run behind their line of safety.  Tagged players join the winning side.  When one team has no players left, the other team, obviously, winds.  Playing to a count of 10 is another option.  To keep the losers happier, don’t play for anything and mix up the teams for “Round Two.”


Wizards beat Giants, but are defeated by Trolls


Giants beat Trolls, but are defeated by Wizards


Trolls beat Wizards, but are defeated by Giants.

When the teams do the same thing, it is a draw and they go back to their huddles.  Giants growl with their arms by the sides and lean forward, Trolls crouch and raise their hands straight up, and Wizards put their arms out and wiggle their fingers.

Island Tag

Equipment: Large rope and cones for boundaries (if you are playing outside)

Set Up: Using a rope make a large island in the center of the playing area.  The leader should let the players know that he/she may change the size and shape of the island during the game.

Game play: Choose one or two people to be the taggers.  At least one tagger must keep one foot in the island at all times.  Taggers may leave the island providing that they are “connected” (holding hands) to each other and the tagger closet to the island has at least one foot in the island.  Players start at one end of the playing area.  When the taggers say, “GO” everyone must try to run to the other side of the playing area without getting tagged.  If a player gets tagged he/she joins the group of taggers.  Once all the players make it to the other side – they will need to wait until the taggers say, “GO” before they can run back to other side. The game is over when everyone is tagged or when the leader says stop.

Variations: 1) When there are about 4 taggers, the leader can make the size of the island smaller.

2) You can allow players to run through the island.  Or, players may only run to the sides of the island.

3) If a player is taking his/her time running to the other side.  The leader can count down from 10 and the player has 10 seconds to make it to the other side.  If the player does not move within 10 seconds – he/she will need to join the taggers.  

Tip: This game may be easier to play indoors, where there are walls that define the space.

Jewel Tag

Creator: Rebecca
Location: Field or gym
Equipment: Cones for boundaries and 7 balls for jewels

Set Up: Using cones or dots make a safety area at one end.  On the other make a “jail,” in the middle of the space make a circle using dot or cones.

Game Play:  Choose 2- 3 taggers, 1-2 freers (called alarm clock fairies)

Place yarn balls in the center of the circle.  The taggers try to “guard” the balls and tag people who come near them.  When tagged, players go to the jail or “Sleep Land.”  An alarm clock fairy will free people in Sleep Land.  If a tagger tags an alarm clock fairy – the tagger has to go to the Sleep Land.  Another tagger has to run over to the Sleep Land and free his/her fellow tagger.  Players are trying to get the jewels and bring them back to their safety land.  Players can not get tagged inside the circle.  Players may only take one ball at a time and may not throw the balls.

KICK THE CAN
This game has numerous sets of rules, but one version follows.  A can is placed in the middle of a clearing.  The area should provide for a number of places to hide in close proximity, and have set boundaries.  “It” closes their eyes and counts to something like 20 or 50 depending on the size of the area.  When “it” opens their eyes, “it” must go and hunt for the hiders.  When “it” sees someone, s/he can try to tag the person before that person has a chance to kick the can for safety.  If the can is successfully kicked, that person becomes “it.”  A variation is that the hider can go for the can without being seen, but the seeker will hang closer to the can with that addition.  Another addition can be that “it” “gets” a hider/runner by simply calling the person’s name.  This makes the game much more stealthy and harder to win.  Children also have to be good at other’s names, so it can serve as a name game.  Finally, sometimes the game is started by a player kicking the can and “it” having to go and retrieve it and place it back in it’s original spot, which allows people time to hide.  Also, sometimes a circle around the can is a safe area, and then itself doesn’t have to be kicked.
Monster Truck Tag

Location: Field or gym
Equipment: Cones for boundaries

Set Up: Field: Make boundaries using cones.   Gym: The walls will be the boundaries.  

Game Play:  Have the group start at one end of the playing area.  Choose 1 or 2 kids to be the taggers and give him/her a yarn ball.  Choose a Rover: A rover is someone that helps out trucks that are broken down.  The two taggers will think of two different kinds of trucks each (mud hugger, orange truck, turbo charger – etc.)  The taggers will say their trucks and the kids will choose which 2 they will run too.  Every time the taggers say the name of the truck you have in your head – you will need to run.  When the taggers say the truck you want, you run to the opposite side and back.  If you get tagged – you are stuck in that spot until a rover comes to help you.  The rover will take you by the hand and lead you to his/her “work station.”  Once inside the work station you may run back to the starting line and continue.

Variation:

Dog Catcher Tag

This game is similar to the above game.  The differences include: instead of monster truck names, the taggers say breeds of dogs.  The kids do not run to opposite side and back – they may run to the opposite side and stop.  * When tagged, the kids go to the dog pound.  To get freed there is a vet that comes to free them.  The vet can not get tagged.  Option: Instead of a vet that is known – have 2 secret vets.  When these two vets are tagged – everyone is stuck in the dog pound.

What Time is it “Name” Fox?

Location: Field or gym
Equipment: Cones for boundaries

Set Up: Field: Make boundaries using cones.   Gym: The walls will be the boundaries.  

Game Play:  Choose one person to be the fox.  That person will go to the opposite end of the playing area.  If you chose Cindy to be the fox, the kids will ask – What time is it Cindy Fox?  If Cindy says that it is 11 o’clock, the kids will take 11 steps forward.  The kids will continue to ask the question together and move forward accordingly.  When Cindy replies, ”Midnight!”  The kids will turn and run back to the starting line without getting tagged.  If tagged – you become a fox for the next round, Cindy goes back to the group.  If there is more than one fox, come up with a rotating system to say the time or agree together before saying the time.

· Let the kids know that you are working on a 12 hour clock – so they can not say any number higher than 12.

· As the leader you will be taking “normal” size steps.  The kids can not be any further back than you.  (Some kids take tiny steps and the fox waits for them).

Smaug’s Jewels

Ages: All

Location: Field or gym
Equipment: Cones for boundaries, dots for jail, 3 sock wands for jewels, pinnies for taggers

Set Up: Field: Make boundaries using cones.   Gym: The walls will be the boundaries.  Make a jail in one of the corners.  Make a safety line for players to stand without getting tagged.  In the middle make a circle using dots and place the sock wands between and additional 2 dots.

Game Play:  Assign two taggers (dragons) give them each a pinnie.  Have the taggers will leave the room/area.  While they are gone – choose 2 people to be the secret freers.  The taggers come back to the area: one tagger, will stand on the dots in the middle of the playing area and the second tagger- will run around the playing area.  Players will start behind the safety line.  They will attempt to steal the jewels from the dragons.  Players may only take one jewel at a time.  Players may not throw the jewels or slide feet first to get the jewels.  If a player gets tagged – they go to jail.  A secret freer will come and free the player from jail.  When free, players get a free walk back to the safety area.  If both freers are tagged, everyone is stuck in the jail.    

Zombie Ball

Location: Field or gym
Equipment: Cones for boundaries and balls that will roll easily on the ground

Set Up: Field: Make boundaries using cones.   Gym: The walls will be the boundaries.  

Game Play:  One person starts by being the Zombie.  The Zombie must walk with hands straight out in front of him/her holding one ball.  Everyone else may run around the play area.  The Zombie will try and get other players by rolling the ball and hitting people’s feet.   If a player’s foot is hit – s/he will get a ball and become a zombie as well.  The game is over when everyone is a Zombie or when the leader says stop.
Stuck in the Mud

Ages: All ages

Location: Field or gym
Equipment: Cones for boundaries – yarn balls for taggers.

Set Up: Field: Make boundaries using cones.   Gym: The walls will be the boundaries.  

Game Play:  Assign two taggers and give each tagger a yarn ball (for identification).  Taggers run around trying to tag as many players as they can.  When tagged, a player will open his/her legs to allow someone to crawl through to free him/her.  *If the player does not want anyone crawling between their legs – he/she will stand still and put his/her hands in front of them to receive a “high – ten.”  Leader may change taggers at any time.

Secret Cabbage

Location: Field or gym
Equipment: Cones for boundaries – yarn balls for taggers.

Set Up: Field: Make boundaries using cones.   Gym: The walls will be the boundaries.  Make a rabbit’s hole in one of the corners.

Game Play:  Assign two taggers, or rabbits, give them each a yarn ball.  Have the taggers will leave the area and choose 2 secret cabbages.  The cabbage free people when they are sent to the rabbit’s hole, after they have been tagged.  The taggers come back and try to tag as many people as they can.  If a rabbit tags a cabbage – the cabbage says, “I’m the secret cabbage.”  The rabbit is then frozen for ten seconds.  Kids go to the rabbits hole when tagged. 

Kabiddadi

This is a fast pace – quick tag game.  Divide the playing area into 2 sides.  Have all the players start on one side.  Choose one player to be the tagger.  This player will take a HUGE breath - repeat Kabiddadi as many times as he/she can in one breath, while trying to tag as many players as he/she can.  If a player gets tagged he/she will go to the empty side until the next round.  Choose another tagger and start again.  

Two Minute Tag

Divide the playing area into 2 sides.  The players may choose which side they would like to be on.  Players may only move around on the side that they choose.  Choose 1 tagger.  This tagger has 2 minutes to tag as many people as he/she can.  The tagger is the only person that can run freely from one side to another.  If a player gets tagged he/she will have a seat on the side until next round.  After 2 minutes – choose another tagger and start again.

TV Tag

Choose a tagger(s).  The taggers job is to tag you before you say the name of a tv show.  If a player gets tagged before they can say the name of a show – he/she is frozen.  Anyone can free frozen players.
Dodging Games
Star Wars

Ages: All ages

Location: Field or gym
Equipment: rope for boundary line, cones/dots, foam balls, 2 sock wands 

Set Up: Field: Make boundaries using cones.   Gym: The walls will be the boundaries.  Both Gym and Field: Place the rope or dots across the middle of the playing area to make two equal sides.
Game Play:  Divide the kids into 2 groups.  Each group is assigned a side.  Choose a Jedi Master for each team.  The Jedi Master is the person who comes to their teammates rescue when they are down.  The object of the game is to get the other team’s “Jedi Master.” On the “GO” command, teams will throw balls back and forth at each other.  Throws must be below the shoulders and NO HARD throws.  If a player is hit or an opponent catches the ball that you threw, you have a seat.  The Jedi Master will come and tag you – for you to stand up.  If the Jedi Master is hit – the Jedi Master has a seat.  At this time you have options: 1) Announce the game is over and choose a new Jedi Master for both teams, 2) A player may try and help their Jedi Master by dodging 8 balls, 3) You can place a bucket on both sides and the players may try and throw a ball in the bucket.  If a ball goes in the bucket – the Jedi Master may stand up.  Note: At Touchstone, the Jedi may stand up if the ball goes in the opponent’s basketball hoop.  (For younger kids, the ball must hit the green mats on the opposite side of the playing area,)

Variation: Dr. Dodgeball – Game play is the same as above with one minor adjustment.  To start teams get in a huddle and descide who the “doctor” wil be.  Keep the doctor a secret.  The doctor is the person that will “heal” you when you are sitting.  The doctor will secretly tag you when you are sitting.

SPUD

EQUIPMENT:One Nerf ball

ORGANIZATION

Have players stand in a circle formation, spaced arm’s length apart and facing inward; then number off around the circle.  Select one player to get a ball and stand in the center of the circle.

DESCRIPTION OF ACTIVITY

1. Circle players, start jogging CCW around the circle.  Center player, toss the ball overhead and call a number.  Circle players, quickly move as far away from the center player as soon as possible.

2. The player whose number is called, catch the ball on one or no bounces, and yell “Iceberg!”  All players must then stop immediately and hold their positions.
3. Now player with the ball, throw it so that the ball hits a motionless player below the waist.  If you miss, you get one spud and must toss the ball overhead again, calling a new number.  If you hit a player, that player gets one spud and becomes the new center player.

4. When you have collected three spuds, you must come to me to perform a task (push-ups, jumping jacks, or sit-ups etc.) before you can rejoin the game.

VARIATIONS
a. If player the game in a gym, have players stay on or inside the basketball boundary lines.

b. Team Spud: Divide the class into two teams and number off everyone from 1, 2, 3 etc.  Play the game as above, keeping track of the number of spuds each team accumulates.  Which team will collect the least number of spuds to win the game?

Quiet/ Low Energy Games
BALLOON IN THE AIR
Equipment: Several balloons

Action

Divide the children into groups of four to six and give each group a balloon.  The groups spread through the playing area so that each group has its own space.  Within each group, the children hit the balloon in the air and try to keep it from touching the ground for as long as possible.

Coaching tip:

Try to keep the grounds small so that everyone has plenty of chances to strike the balloon.  If you need to use larger groups, give each group a second balloon as soon as they can keep the first one in the air for a while.  Use My Own Balloon before playing the game so that children can first experience having their own balloon to play with.

Follow the Leader/Indian Chief

Location: Field or gym
Set Up: Everyone sits in a circle.  Choose one person to leave the group.  

Game Play: While one player is away from the group – choose someone to the leader.  The leader will do motions and everyone will copy him/her.  (Motions may include: clapping hands, stomping feet, rubbing head – etc.)  The player will come back to the group and has 3 guess to figure out who the leader is.  Everyone claps for both leader and guesser and then the leader leaves the group and a new leader is chosen. 

FOUR CORNERS
ORGANIZATION

Have players sit cross-legged in a circle and explain that each corner of the play area has a number from 1 to 4. To check that players know how corners are numbered , call each corner and have them point to it.  One player, who will be IT, sits in the middle of the circle.

DESCRIPTION OF ACTIVITY

1. IT, cover your eyes and count aloud to ten.  While IT counts aloud, circle players, quickly scatter to any of the four corners.  You must be in a corner before IT counts to ten.

2. At the number ten, IT, shout “Freeze!” and call the number of any corner.  All players in that corner are caught, must join you in the circle, and help you count to ten again; however, you are the only player who may call that number of a corner and give the signal, “Freeze!”

3. When there are only four or less players left in the game, each player must go to a different corner.  Continue until only one player is left to run to a corner.  That player is IT during the next game.

VARIATIONS

a. Have IT count backwards from ten.

b. Have IT count in French or some other language. 

Make Me Laugh

Ages: All

Location: Field or gym
Equipment: none

Game Play:  Choose 2/3 people to join you in the center.  While you and your helpers count to 12, the others will walk around and act like Zombies.  (Counting goes as follows: “1 o’clock, 2 o’clock, 3 o’clock – Ghost – 4 o’clock, 5 o’clock, 6 o’clock – Goblin – 7 o’clock, 8 o’clock, 9 o’clock – vampires – 10 o’clock, 11 o’clock, 12 o’clock – MIDNIGHT!”)  On midnight the zombies will lye down were they are.  They must be on their backs, eyes open, hands to their sides.  You and your helpers will walk around and try to make the zombies laugh.  You may not touch them or go very-very close to them.  If a zombie laughs, s/he will sit up or join you as a helper.   

7-UP
No equipment needed

Have all persons save approximately 1/5 of the group to put their heads down and cover their eyes and put thumbs up.  Remaining 1/5 will walk around and select several people to put thumbs down.  Those chosen will then attempt to identify their person correctly.

KIM’S GAME


Collection of objects, pencils and paper

A collection of 20 to 30 objects is collected and put on a tray.  A clothe is placed over the items.  The cloth is removed from thirty seconds and the replaced.  The players must write down all the items that they can remember.  Person with the most right answers wins.  Any wrong answers will penalize the player.
Transition Games
The following games are great to play when you are “waiting” (Kids getting changed, on the bus, rainy days, lunch time – or when the energy is low and you need a quiet non/active game).

Black Magic

Game Play: This works best when you have 2 leaders (A & B).  One leader (A) will leave the group.  Before leaving the leaders agree on an object (Example; a sneaker).  While the leader (A) is gone, the students will pick an object for leader A to try and guess (example: the door).  Leader A will come back to the group and Leader B will ask Leader A yes/no questions.  Example, Leader B, “Is it the plant?” Leader A will say, “No,” Leader B, “Is it the ball?” Leader A, “NO.”  The two will keep going like this until Leader B asks, “Is it my sneaker?”  Leader A will say “No” – but Leader A knows that it will be the next object.  Leader B will then ask, “Is it the door” – Leader A will then say, “YES.” 
Buzz

Game Play: This is a great game to play on the bus.  Pick a number that the kids are not allowed to say, like 7.  Whenever the kids come to a number with 7 in it – they need to say Buzz instead.  The kids count in order – each person saying one number.  Example, 1,2,3,4,5,,6,BUD,8,9,10,11,12,13,14,15,16,BUD,18 …..  The person that says the number 7 is out.  (Younger kids enjoy this game.  You can also make it more challenging by adding 2 numbers they can’t say or doing multiples)

Eye Spy

Game Play: The Leader can start by saying, “eye spy with my little eye something blue.”  The kids then take turns guessing what the object is.  The person that guesses correctly picks a new object.

(Younger kids love this game)

I’m having a Party

Game Play: The leader informs the kids that they are having a party and that they do not have room for everyone to go.  The kids need to ask permission if they can go.  The leader may say yes or no, and they may uninvited certain people.  The kids have to guess why some people are invited and not others.  Example: The leader may decide that he/she will invite all the people that are sitting down.  The kids will raise their hand and ask if they can go to the party.  If the child is sitting, the leader will say yes.  If the child is standing, they will say no.  The leader may change the game by asking what the kids plan on bringing.  For example – the leader may only want kids to bring fruit or a food with the same letter as his/her first name (Sarah wants to bring sausages).
Pickle

Game Play: Have everyone sit in a circle.  The game is very similar to the game “telephone.”  The first person starts and whispers a word to their neighbor.  Example: Leader starts with the word – apple.  He/she whispers apple to his/her neighbor.  Neighbor hears apple and thinks of orange.  He/she know whispers orange to the next person.  This person hears orange and thinks of red. – Keep going like this until everyone has a turn.  – At the 

end hear the final word and tell everyone what the starting word was.  You can then have everyone say their word out-loud to determine how they got there.

Sleepers

Equipment: Playing cards – only enough cards for every person to get one.  Make sure there are 2 jacks and 2 aces.

Game Play: Have all the kids sit in a circle.  The leader will hand out one card per person.  The players do not want to show their cards to anyone else.  If a player receives one of the jacks – he/she is a police person.  If the player receives an ace – he/she is a sleeper.  When the leader says night time – everyone closes their eyes.  All of the action takes place at night.  The leader will ask the 2 sleepers to open their eyes and look at each other.  By pointing or silently signaling – the sleepers will agree on one person to put to sleep.  The sleepers then close their eyes and the Leader asks for the police people to open their eyes and look at each other.  The police people agree on one person who they think is a sleeper.  The Leader then says “Daytime.”  Daytime signals everyone to open their eyes.  The leader will announce what happened throughout the night.  The leader will tell the group who the sleepers put to sleep and whether or not the police people guest correctly.  If the police people guest correctly – they put that one sleeper out of the game.  The person the sleepers put to sleep – is also out of the game.  If a player is out of the game, he/she can keep their eyes open at all times but may not motion or say a word.  During the day – the group members will talk and accuse people of being a sleeper.  Group members accuse by yelling out names.  The leader will then take a vote.  The person with the most votes is the person accussed by the group as being a sleeper.  That person will tell the group whether or not they are a sleeper and he/she is now out of the game.  The game is over when everyone is out or when the group guesses the 2 sleepers.  
Three Things Are Different

Game Play: One person stands up in front of the group.  The group studies this person for a full minute.  The group turns around and close their eyes.  The person will change 3 things about themselves.  The group will turn back around and the kids take turns guessing what is different.  The kids take turns being the leader that changes 3 things about themselves.
What’s the problem? (Also known as psychiatrist)

Game Play: Choose one person to leave and have everyone else sit in a circle.  While the person is gone, the group needs to agree on a “Problem.”  The problem could be – everyone answers like they are the leader or the director, they can look for guidance from one person – whenever that person’s hands are up – everyone answers “yes” – whenever that person’s hands are down – they answer “No.”  When the group agrees on a problem, the player who left will come back to the circle.  This person has to ask yes or no questions to figure out what the problem is.  After asking a number of questions, this person will try guess the problem.  

(Older students enjoy this game)

General Games
Individual Pin Ball

Location: Field or gym
Equipment: Cones/dots for boundaries, one bottle and ball for every player 

Set Up: Using cones make a boundary.  Divide the area in half using dots.

Game Play:  Give all players a bottle and ball.  Pick one side for everyone to start on.  This game does not involve teams, it is every person for themselves.  Players are to find an area to place their bottle.  They can not touch the bottle at any time – and they must always stay on their feet.

When the leader says, “GO!” players will try and knock down other people’s pins by throwing balls.  You may use any ball – but you may not grab it from others.  You must be at your pin in order to throw a ball.  If your pin is knocked down – you get a ball and bring your bottle to the opposite playing area and start again.  Every time your pin gets knocked over you switch sides. * You may leave your pin to get a ball but if you pin is knocked down when you are gone – you have to go to the other side.  

Variation: See who can last the longest on the first side.  If you get your pin knocked over go to the opposite side.  If your pin is knocked over again – then you watch until the game starts again.

Messy Backyard

Location: Field or gym
Equipment: Cones for boundaries

Set Up: Divide the playing area in half.  Split the players into 2 groups.
Game Play:  Assign an area to each group.  Tell them that this area is their “yard” and they want to keep their yard clean.  So, whenever they see “garbage” (balls) in their yard, they want to throw it over the fence into their neighbor’s yard.  The kids will be throwing the balls back and forth.  Remind them not to throw the balls at each other.   At any time, you may say stop, the kids may not continue to throw balls after the stop command.  Switch sides and play again. 
PEEK-A-WHO

Ages: All

Equipment: Blanket

Game Play: Divide the children into two teams.  Have 2 volunteers/staff hold a NON SEETHROUGH blanket between the two teams.   Pick a player from each team to sit facing the blanket and the person.  On the count of three the 2 holders drop the blanket and the person who can say the name of the person they are looking at first wins.  To increase complexity you can have players at the blanket face away from the blanket and their teammates must describe the other person until the person can guess who else is at the blanket 
Red Light – Green Light/ Stop and Go

Ages: All ages

Location: Field or gym
Equipment: Cones for boundaries

Set Up: Field: Make boundaries using cones.   Gym: The walls will be the boundaries.  

Game Play:  This is a variation of red light/green light.  All players start at one end of the playing area.  The leader will start by being the light.  The leader will yell different lights – however – there is no yellow light in this game.  The leader can try and trick the players to get them to move.  If a player moves forward, when he/she is not suppose too, he/she goes back to the start.  Kids will know if they moved or not – we ask that they be honest.  (Everyone is the boss of their own body – the only person that can call someone out for moving is the leader).  Kids move forward only when the leader says: “Green Light Go” – to get them so stop the leader will say: “Red light stop 1-2-3” the kids have three seconds to stop.  If a child is still moving after 3 – he/she will go back to the beginning.

Examples of what the leader may say:

“Green light – Ghost,” ”Green Light – Goat,” “Green light – go home”

There are 2 ways to play: 1) the kids play with the same “light” caller until the leader says stop.  Whenever a child makes it to the end boundary, he/she will run back to the beginning and start again.  2) As soon as the first person gets to the caller – that player is the new caller. 

Hint: You may want to let the children know that they will only have 1 time being the caller, even if they get to the caller first more than once. 

· Younger kids may need your help.  They can handle yelling “Go and Stop” – you may need repeat the word “Stop” and add “1-2-3”.

Variation:

Red Light/Green Light

Ages: 8/9 and younger

Set up is the same as above.

Game Play: In this game, the caller does not try to trick the players.  If time allows, each player will have an opportunity to be the caller.  Before the caller starts to call, he/she creates a light.  The only lights that have a “rule” are:(Red Light: Stop, Green Light: Run, and Yellow Light: Walk)

The caller has the power to create a light and an action, for example: Blue light: Leap.  When calling lights – callers can say past created lights on his/her turn.  Between every call, the caller needs to say “red light” to stop the previous action.  * A caller may not use the same color or action as a previous caller …. This will confuse young players.

Running Colors

Location: Field or gym
Equipment: Cones for boundaries

Set Up: Field: Make boundaries using cones.   Gym: The walls will be the boundaries.  

Game Play:  Have the group start at one end of the playing area.  Choose one person to say a color or make a statement.  That person will come to the middle of the playing area.  They may say, “Run if you’re wearing blue.” If you are wearing blue, you run to the opposite side of the playing area and back.

Choose another person to make a statement.  This person may say, “Walk if you have ever been to the beach.”  Those that have been to the beach will walk to the opposite side and back.

Variations:

1) Rainbow Tag/Running Colors Tag: Same as above but add a tagger.  The tagger is the person that says the colors and or statements (Choose 1 or 2 taggers).  When tagged, the player will go into the rainbow (area blocked off for those tagged).  A freer will come and free those in the rainbow.  1) You may have the freer hold a yarn ball, for identification, to free people without getting tagged.  Or, 2) Choose 2 secret freers that free people from the rainbow.  When both of the secret freers get tagged – everyone is stuck in the rainbow until the game is over. 

2) Fishy, Fishy Cross my Ocean: Like rainbow tag, the taggers are the ones that say the colors/statements.  This time the kids will run from one side of the playing area to the other and stop.  The taggers will take turns saying, “Fishy, Fishy, Cross my Ocean if you’re wearing – Blue.” Those wearing blue will try to run to the other side.  When tagged, the kids stand still and may not move their feet.  The kids may move their hands and try to tag those that run by them.

3) Kids from Mars, Kids from Mars: This game is the same as above.  However, this time they will say “Boy from Mars, Boy from Mars will you take us to the stars?” The tagger (example: boy) will say, “I will take you to the stars if you’re wearing YELLOW” Those wearing yellow will try to run to the other side without getting tagged.  When tagged you are frozen in your spot but can tag those that run by you.

Spinning Plate

Location: Field or gym
Equipment: Field: Boundary cones, piece of cardboard, Frisbee

Gym: Frisbee

Set Up: Place the Frisbee in the middle of the play area.  If playing outside, put a piece of cardboard under the Frisbee.

Game Play:  Have everyone stand in a large circle.  The game starts with one person spinning the Frisbee.  This person will spin the Frisbee and yell someone’s name.  That person will run and try to get to the Frisbee before it stops spinning.  That person now spins the Frisbee and does the same.  *Younger kids may need your help spinning the Frisbee.  If the game is too easy have the kids move back.

TEAM HIDE AND SEEK
In a large area with lots of potential hiding places (but definite boundaries), one team is selected to hide and the other to seek.  Lining up by birthday or height and counting off 1,2,1,2, etc works well.  The hiders can hide almost anywhere, but they can’t hide inside a building and they must hide somewhere where they have a clear sight of at least two other hiders.  After five minutes or so, the seekers are off.  The seekers don’t have to keep each other in view.  When a seeker finds a hider, that person becomes a seeker without being tagged.  The hiders in close proximity can choose to run and find a new place to hide, but if they are tagged, they become seekers as well.  Eventually, everyone is a seeker and the game is over.  A variation can be that hiders can run at any time, as long as they always have another hider in sight, which works when they make pacts to run together when the other is found.

Crab Soccer

Ages: Al ages

Location:  gym
Equipment: scooters and one or two balls

Set Up: Give each person a scooter.  Make 2 goals, one on each end of the playing area.

Game Play:  Divide the kids into 2 teams.  Kids may either use a scooter or travel like a crab without a scooter.  If using a scooter, kids may only travel by sitting.  Children need to watch where they are going at all times.  The object of the game is to work as a team and try to get the ball in your opponent’s goal.  Goalies may stand and do not have a scooter.  The goalie may not travel everywhere in the gym – place dots on the side an let them know they can not pass this “invisible” line.  If you are looking for more action, you may add another ball

Parachute Games
When using the parachute:

1. Kids should have an over-hand grip

2. Watch what they are doing at all times

3. Follow Directions

4. No standing under the parachute unless the game calls for it.

5. No running under the parachute unless the game calls for it

6. Kids should not pull on the parachute

7. Kids do not have to grab the parachute by it’s handles

8. If there is a hole in the middle of the parachute – kids may not stick their heads through it.

PONY EXPRESS

Players pair up: One person goes under the parachute while the teammate stands outside.  The player underneath sits or crouches under the parachute facing out and is the rider.  The outside player faces in, holds on to the parachute, and is the pony.  All the ponies lift the parachute up.  This releases the riders who crawl between their ponies’ legs and run around the parachute.  While the riders are running, the ponies make a mushroom and get down on all fours bringing the parachute with them.  It’s similar to “Climb the Mountain,” except the players keep holding on to the parachute with their hands instead of tucking it under their knees.  The riders come back to mount the horses who are all set to cross the great big mountain of parachute before them.  Switch roles and repeat.

CAT AND MOUSE

Cats chase mice.  To protect themselves the mice in this game hide under the parachute.  Everyone holds the parachute loosely at about waist level.  Whoever has a birthday closest to June 9 (or any other date you prefer) gets to be under the parachute as the mouse.  The player wearing the most yellow gets to go on top of the parachute as the cat.  The cat closes its eyes while everyone begins making waves to help hide the mouse.  The mouse stays low and scurries underneath the parachute to avoid the car.  The cat, who is on all four paws, open its eyes and tries to catch the mouse underneath all the waves.  Usually the cat has a time limit with everyone counting out loud in unison to twenty or some other appropriate number.   The cat and mouse then choose someone who hasn’t gone before to play out the next round.  Depending on the size (i.e. age) and number of your players you might want to experiment with different numbers of cats and mice.  A strategy tip:  Players can either use the parachute to help the mouse escape from the cat or to reveal the mouse to the cat by holding the parachute down momentarily.   Please play fair with this tip.

IGLOO
Lift the parachute up into a giant mushroom, take a couple of steps in and bring the parachute down behind you with everyone inside the  parachute sitting on the edge.  You have just built the warmest igloo in the world.  Not only does it look great from the outside, but from the inside it’s a wonderful place for telling secrets or playing the classic game of Telephone.  And when it’s time to get out, “The last one out is a turnip!”

CLIMB THE MOUNTAIN
First make a giant mushroom.  Then on a given verbal signal, such as “Down!” bring the parachute down quickly and hold the edge down with you knees.  This traps the air underneath the parachute.  Now pretend to be a mountain climber and on your knees, try to scramble up the snowy mountain of cloth using just your arms.

TREASURE HUNT
Throw everything under the parachute: balls, jump ropes, Frisbees, stale bread.  Everything is fair game.  Arrange all the players around the parachute and have them make a steady heartbeat.  On the upswing point to one or more people to go under the parachute, search for a particular treasure and bring it out.  The heartbeat gives an automatic time limit: If a seeker stays too long and gets touched by the parachute, she or he must rebury the treasure for the next round.

Colors

If you have a colorful parachute, have each person hold the parachute at one color.  On the count of 3 – have the kids bring the parachute up.  The leader will call out a color(s).  If you are holding that color, you speed walk/jog under the parachute to a new spot.  Players will have 5 seconds to find a new spot.  

Sharks and Life-Guards

Choose 2 players to be the sharks and 2 players to be the lifeguards.  Have everyone else sit holding the parachute on their lap, with their feet under the parachute.  The sharks crawl under the parachute tagging people’s feet.  If a player gets his/her foot tagged – he/she will yell, “Lifeguard” x 5.  The life-guards need to run and free the players before he/she stops yelling life-guard.  If a player yells life-guard 5 times and a life-guard did not make it on time, that player also becomes a shark.  Sharks may only tag feet – no pulling.  Sharks must only crawl under the parachute – NO standing.  When the leader sees lots of people under the parachute – he/she will yell, “Everyone out in 5 seconds.”  The leader will then count down from 5.

Games for children ages 8-12

Important information you should know regarding 

8-12 year olds:
1) Kids at this age enjoy both cooperative and competitive games.

2) They love being with their friends.  Some boys have a tendency to become overly competitive and some girls become overly social. 

3)  The explanation of games should When describing the game – use this method: 1) tell them how to play, 2) show them (using demonstrators), and 3) have an answer/question period.  If the kids do not have questions for you, ask them questions; example – What do you do when you get tagged?
4) Make sure the kids are comfortable with the game.  Usually, when a child asks – “Do I have to play?” – something about the game makes them uncomfortable.  Find out what situation makes him/her uncomfortable and make a change.

5) This age is tricky too – kids will get upset very fast about something that you had little or no control over.  By observing the children playing, you will be able to determine what the kids like and don’t like.  Many times, the kids love playing games but they will make up rules (or say this is how THEY play) to give them an advantage. 

a. Before starting the game Have a THESE are the rules that we will play by today kind of speech with the kids and that although they may have played by different rules elsewhere this is how we will play today.  This will help you out to avoid kids creating their own rules that will in turn upset other kids. 

b. Make sure the game is fair.  If you are playing a game like capture the flag, it would be unfair to have all the staff on one team with the fast kids.  Make teams as fair as possible and if one team is dominating another as staff switch to the other team to help balance the game so all kids have fun. 

6) If you know you will not have time for every child to play every “role” in a game, let them know ahead of time.  Children (even older ones) will get midly upset if they feel that a friend was able to do something that they could not.  If you are playing a game with “Exciting” roles – make sure to allow enough time for all the kids to play the roles.  For example, in everything ball the pitcher is a big part of the game.  Allow enough time for every child that wants to be pitcher to pitch.   

7) Older kids like to have a choice over games that they play.  If you have a “choice” block, talk to the kids and decide as a group what you should play.
Everything Ball

Ages: 7+

Location: Field 
Equipment: dots for bases, different kinds of balls, Frisbee, wiffle ball bat, foxtall, tennis racket, - what ever you have for sporting equipment

Set Up: Place all of the sporting equipment in one area near the “dugout”
Game Play:  Divide the kids into two teams.  This is a game similar to kickball and baseball.  The kids can use anything when it is their turn to “bat.”  Students may kick a ball, have a ball rolled to them, throw a Frisbee, hit a tennis ball with a racket – etc.  Students need to make a safe choice, (they may not choose to throw a bat for their turn).   After “batting” the kids will run in the opposite direction than baseball (kids run to 3rd base first, then 2nd, 3rd, and home).  Outfielders make an out by either catching a ball hit in the air or throwing the ball to a base player to make an out.  Switch when every player has been up once or 3 outs are made.

Star Wars

Ages: All ages

Location: Field or gym
Equipment: rope for boundary line, cones/dots, foam balls, 2 sock wands 

Set Up: Field: Make boundaries using cones.   Gym: The walls will be the boundaries.  Both Gym and Field: Place the rope or dots across the middle of the playing area to make two equal sides.
Game Play:  Divide the kids into 2 groups.  Each group is assigned a side.  Choose a Jedi Master for each team.  The Jedi Master is the person who comes to their teammates rescue when they are down.  The object of the game is to get the other team’s “Jedi Master.” On the “GO” command, teams will throw balls back and forth at each other.  Throws must be below the shoulders and NO HARD throws.  If a player is hit or an opponent catches the ball that you threw, you have a seat.  The Jedi Master will come and tag

Bombardment

Ages: 8+

Location: Field or gym
Equipment: rope for boundary line, cones/dots, foam balls, 2 buckets  

Set Up: Field: Make boundaries using cones.   Gym: The walls will be the boundaries.  Both Gym and Field: Place the rope or dots across the middle of the playing area to make two equal sides.
Game Play:  Divide the kids into 2 groups.  Each group is assigned a side.  The object of the game is to get everyone from the opposite team to the side line.  On the “GO” command, teams will throw balls back and forth at each other.  Throws must be below the shoulders and NO HARD throws.  If a player is hit or an opponent catches the ball that you threw, you go to the side line.  There are 2 ways to leave the side lines: 1) If a player from your team catches the ball – you may join the game, 2) A player from your team may throw you a ball and you can try and get the ball in your oppenent’s bucket.  * Players may not block balls from going in the bucket.   

Pinball: 

Variation: Place bins or soda bottles at the back of each playing area.  Both teams not only try to get everyone from the opposite team to the sideline but also try and knock down all of their bottles as well.  Game play is the same as above.

Jail Break

Ages: 8+

Location: Field or gym
Equipment: rope for boundary line, cones/dots, foam balls, 2 buckets  

Set Up: Field: Make boundaries using cones.   Gym: The walls will be the boundaries.  Both Gym and Field: Place the rope or dots across the middle of the playing area to make two equal sides.  
Game Play:  Divide the kids into 2 groups.  Each group is assigned a side.  The object of the game is to get everyone from the opposite team into your jail.  On the “GO” command, teams will throw balls back and forth at each other.  Throws must be below the shoulders and NO HARD throws.  If a player is hit or an opponent catches the ball that you threw, you go to your

oppenent’s jail.  There are 2 ways to get out of jail: 1) A teammate may run over and tag you free, 2) A player from your team may throw you a ball and you can try and get the ball in your oppenent’s bucket.  * Players may not block balls from going in the bucket.   

Important: * Players may block balls from going into the jail, but they may not block shots to the bucket. * If a teammate tags you free from jail – you have a free walk back but the person who tagged you does not. * You may not bring balls with you into jail. 

Capture the Flag

Ages: All ages

Location: Field or gym
Equipment: rope for boundary line, cones/dots, 2 balls 

Set Up: Field: Make boundaries using cones.   Gym: The walls will be the boundaries.  Both Gym and Field: Place the rope or dots across the middle of the playing area to make two equal sides.
Game Play:  Divide the kids into 2 groups.  Each group is assigned an area and ball to guard.  The object of the game is to get the other team’s ball and bring it back to your side.  Players may throw the ball to their teammates – however – the ball must be caught.  If the ball is not caught it is returned to it’s original spot.  When a player goes into another team’s area, that player can get tagged.  When tagged, players will go to their oppent’s jail.  There are two ways out of jail: 1) a teammate comes to free you from jail, 2) a player may count to 30 seconds and escape.   If a player comes to free a teammate the player in jail gets a free walk back but the “freeing” player does not.  IF a player tries to escape and gets tagged, that player must count to 30 before trying to escape again.   Important: Younger players may not want to get tagged.  They may choose to wear a pinnie.  Pinnie players can free people from jail without getting tagged.

Guarding: Players can not stand within the ball boundary to guard.  If a player gets into the area – the guard has to count to 5 before tagging their opponent.

4 – Way Capture the Flag

Ages: All ages

Location: Field or gym
Equipment: 2 ropes for boundaries, cones/dots, 12 balls – 4 different colors or types of balls, 4 hula hoops, and rubber chicken or sock/wand. 

Set Up: Field: Make boundaries using cones.   Gym: The walls will be the boundaries.  Both Gym and Field: Place the ropes diagonally from corner to corner – so that they intersect in the middle.  Where the ropes intersect place the rubber chicken or sock wand.  In the middle of each area place a hula hoop with 3 of the same kind of ball (or same color ball) in each hoop.

In one of the corners, place cones for a “jail.”

Game Play:  Divide the kids into 4 groups.  Each group is assigned an area and balls to guard.  The object of the game is to get as many balls from the other teams as you can and bring them into your hoop.  Players may only take one ball at a time.  Players may not throw the balls to your teammates.  When a player goes into another team’s area, that player can get tagged.  When tagged, players will go to the “community” jail.  The only way out of the jail is for a teammate to get the chicken or sock wand from the middle of the playing area and bring it over to their teammate to free them.  Important: Players with the sock wand/chicken can not get tagged and can only use the wand/chicken to get their players from the jail.  If there are only 2 people per team – the leader can be the designated “freer.”  The game is over when the leader says stop or when one team gets all the balls in their hoop.

Guarding: Players can not stand inside the hula hoop to guard.  The leader may want to use dots for a guarding area – so it is a little easier to get opponents balls.

Bouncing Dodgeball

Ages: 8+

Location: Field or gym
Equipment: rope for boundary line, cones/dots, playground balls

Set Up: Field: Make boundaries using cones.   Gym: The walls will be the boundaries.  
Game Play:  This is a basic tag game with playground balls.  Three people start with a ball.  If the players want to move with the ball, they must bounce it.  When the players want to tag someone with the ball, they bounce the ball to tag another player.  If a player is tagged with a ball – he/she becomes the new tagger.
Sporkball (Dodging Game)

Ages: 7+

Location: Field or gym
Equipment: rope for boundary line, cones/dots, 3-4 gator balls or foam balls

Set Up: Field: Make boundaries using cones.   Gym: The walls will be the boundaries.  
Game Play:  This is an individual game – every person for themselves.  The game starts with the players who are holding the gator balls.  

Important: Players with balls:

1) May not move with a ball in their hand. 

2) May not pass the ball to themselves or roll it and run after the ball.

3) May not pass a ball to a friend and have them pass it back.

Players with the balls try and throw the ball at classmates.  If a classmate gets hit with a ball, he/she must sit down.  There are 2 ways players may stand up: 1) A ball rolls by and he/she picks it up, 2) when the player that you got you out – gets out = you may stand up.  (Example: Bill throws the ball at Jane and gets her out.  Now, Jane sits.  Jane watches Bill.  Sam throws the ball at Bill and gets Bill out.  Since Bill is out, Jane can now stand up.)

Monarch (Dodging Game)

Ages: 7+

Location: Field or gym
Equipment: rope for boundary line, cones/dots, gator ball or foam ball, enough pinnies for everyone to have one.

Set Up: Field: Make boundaries using cones.   Gym: The walls will be the boundaries.  
Game Play:  The game starts with one person, without a pinnie, holding the ball.  This person may move with the ball.  He/she will try to throw the ball at a classmate.  Throws must be below the shoulders and No hard throws.  As soon as, the player gets someone with the ball – the player that got hit will take off his/her pinnie.  From this moment on – players may not move with the ball.  These two players will work together to get other players on their team.  The object of the game is to be the last player to with a pinnie on.
Dragon’s Tail

Ages: 7+

Location: Field or gym
Equipment: rope with toilet paper on the end

Set Up: Have kids stand in a circle.  
Game Play:  The leader will start in the center of the circle.  The leader will swing the rope around in a circle, and the players will try to jump over the rope.  If your foot gets hit with the rope – you leave the area, go to a safe spot, perform 6 push-ups, and come back to the circle.  Players can take turns swinging the rope.

Variation: You can play elimination style: When a player gets hit with the rope – he/she has a seat until there is only 1 person left.  
KING’S COURT
FOCUS: Throwing and catching; dodging
EQUIPMENT: Three sponge balls; 

                Fair play.

              
 Several cone markers.

ORGANIZATION

Use cones to mark out a large rectangular play area and center line.  Form two equal teams and assign each team to one half of the play area.  To begin the game, have players stand on the endline of their court.  Place balls equally spaced apart on the center line.

DESCRIPTION OF ACTIVITY
1. ON the signal “Go!” players, run to the center to grab the balls and, staying in your court, throw the balls at your opponents.  The object of the game is to be the first team to hit all the opposition players.

2. Players hit below the waist, go to the opposition’s end.  There you may field any ball that comes into the end zone and throw it back to your court’s players.

3. Court players, you are not allowed to step outside your court to retieve a ball; end players, you are not allowed to step inside the court.

4.  If you catch a ball while it is traveling through the air, you may bring one of your end players back to your court.  However, if you drop an air ball, you are considered hit.
INVASION

FOCUS:  Accuracy throwing; catching; dodging
EQUIPMENT: Several cone marker



Four sponge balls;

Organization:

Use the cones to mark out a large rectangular area and center line.  Use the floor tape to mark out an invasion line, length wise through the middle of the play area.  Divide th class into two even teams.  Have each team line up on their endline and quietly choose two Secret Agents per team.  Evenly space four balls along the centerline.

DESCRIPTION OF ACTIVITY

1. On the signal of “Go!” both teams rush toward the center line, quickly grab the balls, and try to hit eh opposing players below the waist.  Hit players, immediately drop to the floor in the back lying position.

2. A Secret Agent player, rescue a dropped team player by grabbing him or by the legs and dragging this player across the endline.  Once behind this endline, the rescued player does five push-ups and then may rejoin the game.

3. Secret Agent, disguise yourself by acting like a regular player and throw the ball at the opposing team.  However, if you are hit below the waist by an opposing player, you are no longer a secret agent but now a permanent player.

4. If a ball is caught by an opposing player, the thrower must drop into the back-lying position and wait to be rescued.  If a player attempts to catch a ball but misses, or if a player ducks and is hit by a ball, then that player must drop and also wait to be rescued.

5. Once a team’s Secret Agents are both hit, then the opposing team can “invade” into that team’s half only along the invasion line and try to hit as many players as possible in one minute.  Any player hit by an invader must cross-leg sit on the spot.  Which team will invade first?
6. Remember, Invaders, you must stay on the invasion line, and you and your secret agents (in trying to rescue their own players in the opposition’s court) risk getting hit by the opposing players.

VARIATION
Add more “invasion” lines to increase the activity.

KICK THE CAN
This game has numerous sets of rules, but one version follows.  A can is placed in the middle of a clearing.  The area should provide for a number of places to hide in close proximity, and have set boundaries.  “It” closes their eyes and counts to something like 20 or 50 depending on the size of the area.  When “it” opens their eyes, “it” must go and hunt for the hiders.  When “it” sees someone, s/he can try to tag the person before that person has a chance to kick the can for safety.  If the can is successfully kicked, that person becomes “it.”  A variation is that the hider can go for the can without being seen, but the seeker will hang closer to the can with that addition.  Another addition can be that “it” “gets” a hider/runner by simply calling the person’s name.  This makes the game much more stealthy and harder to win.  Children also have to be good at other’s names, so it can serve as a name game.  Finally, sometimes the game is started by a player kicking the can and “it” having to go and retrieve it and place it back in it’s original spot, which allows people time to hide.  Also, sometimes a circle around the can is a safe area, and then itself doesn’t have to be kicked.

SPUD

FOCUS: Alertness; fair play; throwing accuracy;   EQUIPMENT:One Nerf ball

ORGANIZATION

Have players stand in a circle formation, spaced arm’s length apart and facing inward; then number off around the circle.  Select one player to get a ball and stand in the center of the circle.

DESCRIPTION OF ACTIVITY

1. Circle players, start jogging CCW around the circle.  Center player, toss the ball overhead and call a number.  Circle players, quickly move as far away from the center player as soon as possible.

2. The player whose number is called, catch the ball on one or no bounces, and yell “Iceberg!”  All players must then stop immediately and hold their positions.

3. Now player with the ball, throw it so that the ball hits a motionless player below the waist.  If you miss, you get one spud and must toss the ball overhead again, calling a new number.  If you hit a player, that player gets one spud and becomes the new center player.

4. When you have collected three spuds, you must come to me to perform a task (push-ups, jumping jacks, or sit-ups etc.) before you can rejoin the game.

VARIATIONS
a. If player the game in a gym, have players stay on or inside the basketball boundary lines.

b. Team Spud: Divide the class into two teams and number off everyone from 1, 2, 3 etc.  Play the game as above, keeping track of the number of spuds each team accumulates.  Which team will collect the least number of spuds to win the game?

TEAM HIDE AND SEEK
In a large area with lots of potential hiding places (but definite boundaries), one team is selected to hide and the other to seek.  Lining up by birthday or height and counting off 1,2,1,2, etc works well.  The hiders can hide almost anywhere, but they can’t hide inside a building and they must hide somewhere where they have a clear sight of at least two other hiders.  After five minutes or so, the seekers are off.  The seekers don’t have to keep each other in view.  When a seeker finds a hider, that person becomes a seeker without being tagged.  The hiders in close proximity can choose to run and find a new place to hide, but if they are tagged, they become seekers as well.  Eventually, everyone is a seeker and the game is over.  A variation can be that hiders can run at any time, as long as they always have another hider in sight, which works when they make pacts to run together when the other is found.

MONKEY BALL (active)

EQUIPMENT: ball

Two teams should be standing in lines side to side, arms linked and numbered one and up.  The ball will be placed in the center of the playing space.  The game leader will call out one number.  The player from each team that has that number will run to the center to get the ball.  The rest of the team will act as the moving goalie.  The players in the middle attempt to hit the ball with their hand on the ground past the opposing team’s goalie line.  The goalie lines can only move side to side and must stay attached.  The play is over if the ball goes out of bounds and when a shot is made.  

HUMAN TIC TAC TOE
Divide children up into 2 equal teams.  Using polyspots create a Tic Tac Toe Board.  Place cones about five feet from the polydots to create start lines for each team.  Give each child on each team a number so that each team has a 1,2,3,4, etc.  Call out a number.  The child given that number runs onto the “board” trying to help his teammate make tic-tac-toe.  The first child to touch  a spot gets it, once you touch a spot you must stay there, and there is no pushing/shoving.  Callers can increase speed/fun by calling more than one number at a time.

Water Games
Location: Field

Ages: Read through these games to determine if the game is appropriate for your group.

Hint: You can take a lot of the above games and incorporate water – use your creativity to figure out how.  Example, use spray bottles, instead of tagging spray water. 

Flip Board Color Game

Game Play:  Game play is the same as the “tag” version of flip board color tag.  However, instead of tagging spray the other team with water.  Or, spray the other team with water and tag them.  Divide the kids into 2 teams.  Place water bottles between the two teams (have enough water bottle for everyone to have one).  If the board lands on your team’s color – pick up the water bottle and try to spray as many players as you can.  

Hint: Change the game however you’d like to make it more fun for your group.

Drip, Drip, Drop

Game Play:  Have everyone sit in a circle.  One person stands with a cone.  This person walks around the circle, saying “Drip, Drip, Drip …etc.” – (Dripping water on each person’s head.)  When he/she would like someone to chase them, they say, ”Drop.”  When the person says drop – he/she will pour the remaining water over the person’s head.  The person will stand up and chase the “dropper” around the circle.  The person wants to tag the dropper before he/she gets to the open seat.  If the tagger gets there

without getting tagged the person who was dropped on becomes the new “dropper.”    Hint: For those that do not want to get wet, have them place their hands on their head.  This will tell others that they do not want to get wet.

Blind Circle

Game Play:  Have the kids stand in a circle and give each person a number.  (The circle should be pretty large.)  Pick 2 kids (one even and one odd #) to stand in the middle of the circle and give them both a blind fold.   The even numbers are helping each other and the odds are helping each other.  The 2 in the center will put on their blind folds and wait for the “go” signal.  When the 2 have their blind fold on, the leader will place a water spray bottle somewhere in the circle.  On “GO” the 2 will try and find the spray bottle.  The evens yell to the even player and the odds will yell to the odd.  The first player to get the bottle can take off

their blind fold and start spraying the other player.  The other player has to keep his/her blind fold on and get out of the circle as fast as possible.  The sprayer must stop spraying when the other person is out of the circle.  Safety: Players with the blind folds must always walk and keep their hands in front of them.  Safety first! 
