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Rules for games

1. Give instructions once

2. Give a demonstration once

3. Start playing

4. Adults play too

5. Quit before they get tired of it *(when they are having the most fun possible)

6. 
Make sure you have the next activity ready before you quit

7. No one gets out-every one participates all the time

8. Watch out with games and activities where everyone takes a turn

Octopus Tag

One child is chosen to be the octopus.  The others line up along one side of the area.  When the Octopus yells out “Octopus” the children all run to the other side of the area- trying not to get caught.  Those that are caught become one of the Octopus’s arms.  They stay where they were caught and help catch everyone.

Shadow Tag

Everyone is “It” in this game! You can catch someone by stepping on their shadow.  When caught, you sit down and count to 10 and get back up and keep playing!

Amoeba Amoeba

Amoeba are microscopic animals that float around aimlessly until they are matched with other amoeba similar to themselves…then they join together.  In this game, the children wander around being “Amoeba’s”  when you say a group, they form that group.  For younger groups, it is nice to start out with a few choices of favorite things like:  apples or oranges,  football or basketball, vanilla or chocolate, etc.. For older children (and younger after they “get it” -  you can just say a category like: favorite fruit, favorite veggie, birthday month, age, grade, etc…

Crazy Chase

What you need: ball or other item that is easy to throw and catch

Players sit in a circle,  Choose 1 or 2 people to be it.  The group sitting begins to slowly toss the ball around the circle while “IT” is running on the outside of the circle trying to tag the people as they catch the ball before they throw it away.  If “IT” tags the person while they are still touching the ball, then s/he becomes it and goes outside of the circle. If the ball goes beyond (thrown too far-outside the circle) whoever threw it becomes it.  

Hog Call

What you need: blindfolds

Have everyone find a partner and think of two words that go together (like peanut and butter, black and white, salt and pepper, ice/cream etc…) Have each person in the pair go to oppostie ends of the playing area.  Either blindfold them or tell them to keep eyes shut.  Turn around a few times and yell out their word.  They are suppose to find their partner by using only their predetermined set of words.  ALTERNATE WAY: YOU give one an animal name and the other a sound (they won’t know who their partner is) and they have to find their partner.)

Frogger (murder, wink)

Everyone sits in a circle.  One person is chosen to be the detective and goes just out of view of the group.  Point to someone to be the frog.  The rest of the group are flies.  The frog will “kill” the flies by sticking his/her tongue out at them.  When killed-they should die fairly noisy to take attention away from the frog.  The detective gets 3 (or 2) guesses to determine who is the frog.

Father Abraham

Father Abraham had seven sons, seven sons had Father Abraham, and they never laughed and they never cried, all they did was go like this:

With a right! (wave right arm while singing Father Abraham…)

Next time: with a right and a left (Wave right and left arms while singing)

Next time: With a right, and a left and a right (Wave both arms and right leg)  you can get it from here…you end up with right and left arms and legs and a wiggle!

Dr. Knickerbocker

Dr. Knickerbocker Knickerbocker Number One, 

Sure got stuck in the bubble gum

I put the rhythm in my head (ding dong)

You put the rhythm in your head

Let’s all put the rhythm in our heads

(Dr.  Knickerbocker again)

Follow the same pattern and add: Arms-while waving arms say whoosh!, hips-while swinging it say ding dong, knees-while knocking them say raspberry sound, feet-while stomping them say boom boom, all over-while moving around crazy say Whoo-eee!

Paper Plate Game

One child gets in front of everyone else with his/her back to the group.  You tell him that he is a famous person or character and he is going to have to guess who he is.  You tell the children “who he is” and he turns around. (Paper plate name got started b/c we put pictures on the back of paper plates so the children could see who “it” was without his hearing.  “It” turns around and the group gives him 3 clues about who he is before he guesses.

Where’s the Ring?

What you need: string and a ring

Take a long piece of string and put a ring on it and tie the ends together.  One person leaves the room and everyone else hangs onto the rope with their fists-moving them along the rope back and forth (so “IT” can’t tell who has the ring as it is passed).  The ring is passes around the circle while it guesses who has it.

I like

Everyone gets in a circle (preferably with chairs).  There should be one chair for each person. One person stays in the middle (so there will be one chair short if everyone sits down).  The person in the middle says “I like people who __________ and states something that describes people (things they like to do, are wearing, pets… etc.)  Anyone who fits that descriptions has to get up and switch places.  While they are switching, the middle person takes a seat so there is a new person in the middle.

Find the timer

What you need: a kitchen timer

Everyone hides their eyes and someone hides a timer.  You have to find it just listening to the ticking.  For a real challenge-try doing it with eyes closes.  (Must go over safety precautions first!)

Escort

Divide the group into two or more teams (make the teams between 4-6 people-no more or they have to wait too long).  Mark the start and finish.  Each team wants to get their entire team over the finish line.  The first person on the team runs to the end and back and when they return, they grab the next person in line. Together they run to the end and back and this time grab the next person in line, etc.

Newspaper Relay

What you need: newspapers

Just like a regular relay race, except that each team is given 2 newspapers that they must place on the floor and step on to get across the room!

 Kangaroo Relay

What you need: balls

Relay race-everyone must hop with a ball between their legs

Charades

Give a child or a pair something to act out. They can’t talk at all and must get the group to say what they are acting out just by movements.  Possible things: movie titles like: Spiderman, Spy Kids,The Land Before Time, etc.  or books, or people etc.

Joe

Hi! My name is Joe, I got a wife and a job a and a family, I work in a button factory one day my boss came up to  me and said “Hey Joe! Are ya busy?” I said “Heck no!” and he said “Good! Then do this!”
 Repeat it with right arm waving..

Repeat again with right and left arm waving

Repeat again with right and left arms and right leg waving

Repeat again with both arms and legs waving. 

You can also do this action rhyme by having everyone in a circle and have them all add an action to the first action. (First person hops, second person hops and pats head etc.)


Triangle Tag

Divide the group into small groups of 3. If you have extra -–you can either play too, or make a group of 4.  One person is chosen to be “It”.  “It” leaves the immediate area so s/he can’t hear or see the remaining 3 people.  The remaining 3 decide who the secret person is going to be.  Then they join hands to form a triangle.  It comes back and tries to catch the secret person.  The people forming the triangle’s job is to keep “it” from catching the secret person.

Blindfolded Shoe Shuffle 

What you need: Blindfolds and shoes
Each person puts on a blindfold and takes off their shoes. They then throw them into a pile in the middle of the floor. The referee then jumbles them all up and then shouts GO! The first person to find their shoes by touch and smell alone and put them on is the winner.


Bat – Moth – (like Marco Polo)

What you need: blindfold

Choose one child to be the bat. That child will be blind folded.  Choose 3 children to be the moths.  The other children are trees.  The trees form a circle and the bat and moths get inside the circle.  The bat must try to catch a moth.  To do this, s/he says “bat” (s/he can’t see…) and the moths must answer with moth.  The bat must locate and catch a moth using only hearing. 

Circle Delight 

What you need: Two balls and 12” fabric pieces to distinguish the teams
Put tie a piece of fabric around the wrist of half of the group.  Those children are one team.  The two teams stand alternately in a single circle formation. Each team has a ball. At the signal the balls are thrown in the same direction from person to person belonging to the same team. The balls start moving from opposing players standing opposite each other in the circle. The purpose is to see if one team can move its ball from player to player at such a speed that it overtakes the ball from the opposing team. If this happens one point is scored and the game begins again. The first team to score three points wins. Note: The ball must be relayed between players of one team as they are positioned in the circle while not hindering the opposing team.

Big Chief (Also called Who’s the Leader?)

Have all players sit in a circle and then chose a person to be “it”. The “it” is to leave so that “it” cannot see or hear. Choose one person to be the chief and he will act out short movements. Examples are clapping hands three times, stomping feet 4 times, etc. All other players must do what the Chief does. Have “it” return to the group to figure out who is the Big Chief, you can give him up to three guesses if there’s a large group.

The Hiney Dance Game

What you need: chairs
All players sit in a circle with the chairs VERY close together.  One person is in the middle of the circle.  That person is going to try to take a seat by making the group move.  When the center person says “Right” everyone has to move right.  They continue moving right until another direction is given.  When the center person says “Left” everyone has to move left and continues moving left until another direction is given.   During this time, those moving can say the name of someone in the circle and make them trade with them. For example, if Johnney says “Susie” and Susie has to get off her seat and run across the circle to Johnney’s seat and Johnney had to run to Susie’s seat.

Duck, Duck, Squirt 

What you need: Squirt gun and clean bucket of water

All players sit or stand in a circle. Pick a person to be it. They are to go around the circle like Duck, Duck, Goose but they say " Duck, Duck, Squirt". They then squirt a player and the chase begins. The "squirter" is to run around the circle and back to players position without getting tagged by the person that was squirted.


Fork Over The Chocolate 

What you need: Chocolate bar, knife, forks, pair of large gloves, clothing
You need a bar of chocolate, butter knife and several forks, a dice, a pair of large gloves and some other items of clothing depending on age group. e.g. scarf, hat, large coat or jacket, trousers, waistcoat, the list is endless.
Everybody forms a circle, half circle or sits on chairs. One person starts by throwing the dice followed by each person in turn. When someone throws a six he then runs to where all the clothes are and starts putting them on, once he is completely dressed he can then start trying to eat the bar of chocolate, with the knife and fork of course, cutting one square at a time. While they are doing this the rest continue throwing the dice and if someone else throws a six, the person eating the chocolate has to stop and get undressed while the next person tries to get dressed and start eating the chocolate etc... The games obviously ends once the chocolate has been eaten.


Quick Change Artist 

Have everyone sit in a circle and choose one person to be the quick change artist. Have the artist go out of sight and change something on him/her self that is visible(ie-put shorts on backwards, change hair, tie/untie shoes...). When the artist is done, have him/her walk into the middle of the circle and turn around slowly to give everyone a chance to see what has been changed. Then go around the circle having each person guess what has been changed. The first person to guess correctly is the next artist.

Smile Toss 

Players can sit in circle or through out the room as long as everyone can see each other. All players are to keep a straight somber face while one person that is chosen to be the Smile Tosser, smiles.  No one is allowed to make any noise.  The Smile Tosser will smile a big smile at all players one at a time - trying to get them to crack a smile or laugh. If anyone smiles or laughs they become smile tossers also. The Smile Tosser can wipe off his smile with his hand and throw it to another player if he wishes. The receiving player will put on the smile and be the new Smile Tosser. You can set a time limit on how long your Smile Tosser is allowed to keep his role.


Someone Moved 

What you need:  nothing!

Have all players sit in a circle and then chose a person to be “it”. The “it” is to leave so that “it” cannot see or hear. Have one to four players move in the circle. When “it” returns he is to figure out who has moved in the circle. 


Twins 

What you need:  nothing!

All players are paired off and form a large circle with partners joining hands. One set of players is chosen as “it” and are the runners. The runners go around the outside of the circle and tag a pair of joined hands. The runners quickly run one direction while the tagged team race the other direction.  The first pair back to the vacated spot gets to keep the spot, and the other pair becomes “it”. Caution set up rules for passing so that no one gets hurt.


Up & Down & Stop & Go

Children have to listen very carefully! 

· On GO - children must stop still. 

· On STOP - children must move around the space either wlaking or running. 

· On UP - children must sit or lay down. 

· On DOWN - children must stretch up to the ceiling. 

Gigglebelly

What you need:  nothing!

Step 1: Have one player lie down on his back. The next player lies down with his head resting on the first player's belly and the next player lies down with her head on the second player's belly. Arrange all the players until everyone is zigzagged around the lawn or floor, each with his or her head on someone else's belly (if possible, make the line into a loop so that the last player can put her head on the first player's belly).

Step 2: Then, the first player shouts, loud and clear, "Ha!" The second player responds with a vigorous, "Ha, ha!" then the third player chimes in, "Ha, ha, ha!" Continue until all players have shouted out their "Ha's" or (more likely) have dissolved into uncontrollable laughter .


Apples to Oranges 

What you need: One apple, one orange, paper, pencil, container, and music
Print out slips of paper that you will pull out of a container. Each slip will be labeled differently as follows: before the apple, the apple, after the apple, before the orange, the orange, and after the orange. You might want to do a couple sets in case certain slips become detectable after use. Once you’ve completed the slips place them in a container mix them up. Have players stand in a circle, give the apple to one person and the orange to someone across the circle, then start the music. They are to pass the fruits until the music stops. When the music stops, pull out a slip of paper and read it. The group has to get in line according to what you say.  If you say “in front of the orange, they line up in front of the person with the orange before you count to 20 (or whatever number is appropriate for your groups age and number of people.)

Orange Orange Orange

The children sit in a circle. 

Each child is given the name of a fruit. 

One person is chosen to stand in the center of the circle and repeats the name of one of the fruits three times e.g. orange, orange, orange. 

The person around the outside of the circle who is the orange, must interrupt by shouting the word orange, before the other person has managed to say it three times. 

If they interrupt successfully the person in the middle chooses another fruit. 

If they are not quick enough they replace the person in the middle.

I Like to

First you tell the children to sit in a circle and hold hands. You, the teacher, starts the game. First you explain what they need to do... pick something they love to do. It could be singing, dancing, playing with toys etc.  You tell them what you like to do, for example: I like to cook.

After you have said this, you squeeze the hand of one of the children sitting next to you. This means that this child has to say what you like to do, then what they like to do. For example: Joan likes to cook, I like to dance

After that, they squeeze the hand of the child next to them. This child says what you, the other child, and what they like to do.  For example: Joan likes to cook, Sarah likes to dance, I like to play computer games...

You do this until you have gone around the whole class, or until someone forgets part of the sequence. This fun game shows that it is ok to like what you do. It also recognizes that there are other people in the world and they can like what they like.

Late for School

This is a fun warm up activity. Tell the children to copy all your actions.
Pretend you are asleep and suddenly wake up and are late for school. Everything you do is done on the spot but in a hurry. Brush your teeth, wash your face, put your clothes on run downstairs, run back up (forgot to put trousers / skirt on) back down stairs, eat breakfast, pick up your bag, open front door, shut door, run down the street, jump over a hedge, look both ways, cross the road etc.   Finally arrive at school slowing down panting and puffing then suddenly stop at the closed gates.   Its Saturday!!  You must provide a running commentary whilst doing the actions and you can make it as fun as you like with as many actions as necessary to warm up the children. It is a fun and easy to follow pulse-raiser. 
Time Bomb

You ask each child in the class to individually choose one other person in the group to be a 'bomb' and a different person to be their 'shield'. Ask them to keep their choices secret.   Tell the children that their 'bomb' is about to explode any minute and the only way to survive the blast is to hide behind their 'shield'. Each child should try to keep their 'shield' between him and the 'bomb' and since each child has made different choices, you end up with a room full of excited children desperately trying to keep behind their shield, who is also always on the move to keep behind their own shield!

Shadows

The aim in this lesson is to stay as close to their partner as possible. One person is the Shadow and they must copy exactly what their partner is doing. Encourage them to use the movements in today’s lesson.

Lose my Shadow 

The aim of the game is to respond quickly to actions and lose their partner. Children work in pairs and try to stay as far away from their partner as possible. If working outside it may be necessary to designate areas in which children can move. Children can change roles either on instruction from the teacher or by tagging their partner.

Rainbows 

What you need: equal number beanbags or other item in four colors-one for each person in the group.

The beanbags are scattered around the room. The children move around and between them as instructed - e.g. tiptoe around the beanbags, jog around, run around etc. When the teacher shouts ‘Rain’ each child takes a beanbag. They then have to get into a group of four where each child has a different colored beanbag.

Sticky Toffee

One child is chosen to be ‘Sticky Toffee’. When they catch another child they join hands to form a chain and catch another child, then another. When four children have formed the chain they split into two groups of two and the game continues. The last child to be caught becomes the next ‘Sticky Toffee’.

Stuck in the Mud

Select three children to be ‘it’. They tag other players, who when caught stand with their legs open and their arms outstretched. They can be released if another player crawls through their legs. (If the floor is not suitable for crawling children can ‘duck’ under the outstretched arms.) Children who are not caught within a given time can be ‘it’ in the next round.

Rabbits 

What you need: fabric strips 

Each child tucks a band (fabric strip) into the back of their shorts. The aim is to collect as many rabbit’s tails (the bands) as a child can in 30 seconds.

Bean Bag Hoop Relay 

What you need: bean bags or beanie babies, hoops

Children are divided into teams of about 4 and each team has four hoops placed in position across the work area.

Children stand in a line, each with their own beanbag, and take turns to throw their beanbag into each hoop. They then jump inside that hoop, pick up the beanbag and throw into the next hoop. If they miss they must pick up the beanbag and throw again. When they reach the last hoop they run back to their team, touch the person at the front of the line and then run to the back of the line and sit down. The winners are the first team to have everyone sitting down.

Tinker Tailor 

What you need; ball or other object to throw around

Start this game with version 1,then 2 and you can add the other versions as they get used to the game

Tinker Tailor Rhyme - Tinker, Tailor, Soldier, Sailor, Rich man, Poor man, Beggar man, Thief.

Version 1 The children stand in a class circle and pass the ball around while the rhyme is said. There are different actions for each name. First teach the action of the Thief – The child with the ball on the word “thief” has to run around the circle with the ball chased by the leader.

Version 2 The children stand in a large circle, with a gap between each child. They bounce the ball around the circle to Tinker, Tailor, Soldier, Sailor, Rich man, Poor man, Beggar man, Thief. The thief runs around the outside of the circle back to his/her place. The child who receives the ball on ‘rich man’ throws the ball into the air and catches it. The child who is the soldier marches on the spot.

Version 3  The children stand in a large circle, with a gap between each child. They bounce the ball around the circle to Tinker, Tailor, Soldier, Sailor, Rich man, Poor man, Beggar man, Thief. The thief runs around the outside of the circle back to his/her place. The tinker pretends to sell pots and pans. The tailor pretends to sew clothes. . The child who is the soldier marches on the spot. The sailor salutes. The child who receives the ball on ‘rich man’ throws the ball into the air and catches it. The poor man cries because he has no money. The beggar man holds out his bowl to beg.

Milk Carton Toss

Clean out some milk cartons and cut them so the bottom is off and you have a handle and an open space to catch things.  In pairs see how many times you can throw and catch with the milk cartons in a row!  (You can throw and catch soft balls, beanie babies etc.)

Towel Toss

In groups of either 2 or 4, see if you can catch balls or beanie babies with the towels.  Each person hangs on to part of the towel and tosses the object to another group who is also hanging onto another towel.  See if you can get an entire line of people throwing and catching with their towels!  See if you can throw and catch in the line by starting objects on either end at the same time!

Oh Beans!

http://www.teachingideas.co.uk/pe/beans.htm

1) The children should begin by walking around the room in any direction.

2) On the various commands listed below, they should carry out the appropriate action:

	Command
	Action

	JUMPING BEAN
	Jump around the room

	RUNNER BEAN
	Run around the room (looking out for other people).

	BAKED BEAN
	Lay on the floor in a blob shape until the next command is given.

	JELLY BEAN
	Move around the room slouching and doing silly movements

	CHILLI BEAN
	Shiver and shake

	FROZEN BEAN
	Children have to stand very still.

	STRING BEANS
	Stand on the spot, making yourself as long and thin as a piece of string

	BABY BEAN
	Lie on the floor in the 'fetal' position

	BEANY BABY
	Walk around the room, crying like a baby or be like a bean bag!

	COFFEE BEANS
	All cough madly (hands over mouths of course)

	FULL OF BEANS
	Dance around really energetically!


Pirate Ship

Before you begin, the children should be taught the commands which the activity involves (see below).

Children start by forming a line (one behind the other) directly in front of the leader. The leader then shouts a command and the children have to perform the activity associated with that command.

	Command
	Action

	Quarterdeck 
	Run to a wall / line on the left side of the area.

	Main Deck
	Run back and form the original line in front of the teacher (children do not have to be in the same order).

	Life Boat
	OR find a partner, sit on the floor facing each other, holding hands and rocking backwards and forwards (as in "row, row, row your boat"). 

	Scrub the Decks
	Children crouch down and pretend to clean the floor with their hands.

	Climb the Rigging
	Children pretend to climb a rope ladder.

	Captain's Coming
	Children salute and shout out "Aye Aye Captain"

	Man Overboard
	OR children on their backs waving legs and arms in air as they drown. 

	Walk the Plank
	Children have to walk in a perfect straight line one foot exactly in front of the other with arms outstretched to the sides (children could also walk along benches). 

	Captain's Wife
	Everyone curtseys (boys think this is hilarious!).

	Hit the Deck
	Children lie down on their stomachs as quickly as possible.

	Rats on board
	Children sit on the floor, hugging their knees, whilst feet are raised off floor. 
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Parachute Games (Can use a sheet if you don’t have a parachute!)

http://www.teachingideas.co.uk/pe/parachute/warmup.htm
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This is a basic starting point for parachute games. Get everyone to spread out evenly around the chute and hold the edge. Pull the chute taut and crouch down. On the command MUSHROOM, everyone stands and pulls the chute upwards causing the chute to fill with air and rise like a giant mushroom.

Mushroom Variations
Everyone MUSHROOMS, then lets go.
Everyone MUSHROOMS, takes one step in, sits down pulling the chute behind them, so everyone is sitting in a TENT.
Everyone MUSHROOMS, then runs to the center, still holding the chute.

Tent Pole
While you're in the tent, try this: One person is selected to be a tent pole and stands in the middle, holding the center of the chute as high as possible. The tent-pole person calls out someone's name and goes and sits down in that person's place. The person called has to rush to the middle and take up the role of the tent-pole before the chute comes down. Repeat the procedure as long as you feel like it.
There's also a variation of Tent-Pole, which is called Jellyfish. In this version, all the seated people sway about as much as possible for the tent-pole to stay upright. From the outside, the chute should look like a gigantic quivering jellyfish.

Upside-down tent
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An alternative way to make a tent is to have everyone lie on their backs under the chute, heads to the middle with their feet up in the air. Stretch the chute tight and tuck the chute under your backs so it holds your legs up. You can bring in a soft ball and use your hands to bounce it around inside the tent.

Air Conditioning
This game is good for recuperation after an energetic game. Hold the chute stretched out and have about a third of the people lie on the ground under it (best with heads near the middle). The rest mushroom the chute up and quickly pull it down again repeatedly.
Air rushing in and out cools those underneath like a giant fan, and the sensation of watching the chute rise up and then come down on top of you is very strange.

The Ocean 

We pretend the parachute is the ocean. I have them give me the name of an ocean. Children move the parachute in response to the 'weather report' they heard. (Encourages children to be creative). For example, I'll say, "I heard on the weather report this morning that there was a slight breeze over the Atlantic. What would that look like?" The children respond by making small waves in the parachute. Other suggestions have been - high winds, snow (we would have to pull it tight to make the ice), twisters, etc. Once they get the hang of it the possibilities are endless. 

Musicless Chairs
Number the children by threes around the chute, so that you have an equal number of ones, twos and threes evenly spread out. Mushroom the chute, then call out a number and also a description of who you would like them to act as.
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For example, if you call out: "Mushroom... Number ones are ballerinas", all of the number ones have to cross under the chute, acting like ballerinas on the way

Popcorn
Start with everybody holding the chute stretched out. Throw as many soft balls as you can find on to the chute. Then see how quickly you can bounce them off with out letting go of the chute. Alternatively you can have half of the children trying to bounce the balls off and half trying to keep them on.

