PEAK Playground Games Guide
Welcome to the Playground Games Guide resource devised by Physical Education and
Active Kids (PEAK). This manual has been developed to share our expertise in a series of
pages that can be printed off and laminated and used as an effective resource for your
playground supervisors; young sports leaders or teachers in PE lessons.
Every game has a number of adaptations so that you have not simply received a bank of
nearly 90 games in your pack; you actually have a resource with nearly 400 different games
and adaptations.
Each page has been designed by our Primary PE specialist who has devised the format
working alongside children and lunchtime supervisors in a number of primary schools. The
pages are written so that Y5 or Y6 children can access them and all have simple diagrams to
help children or adults set up each game. Each page also includes some basic learning
objectives so that teachers can match up games to their PE lessons and a list of required
equipment to help children or supervisors ensure that they are prepared for a session.
Do I need specialist equipment?
No! In designing this pack we have ensured that all of the games can be played with hardly
any equipment at all. We understand that at lunchtimes you do not want to have lots of
equipment out in the playground and the games we have included in this pack are all
designed to use as little equipment as possible. Indeed many do not need any equipment at
all!
Why should I run a programme of organised playground games?
Why have healthy and active playgrounds? The benefits of having a healthy and active
playground are vast. Numerous studies and surveys show that a healthy and active
playground provides
1. A unique opportunity to promote an increase in pupils daily activity and improved
health
Since almost a quarter of the infant school day and a fifth of the junior school day is spent in
break and lunch time, pro-active use of this time can change a pupils activity levels and
school experience in to an experience that is incredibly positive.
The health education authority recommends that primary aged children participate in at
least 1hour of activity at a moderate intensity per day; this can be done continuously or
intermittently.
Bearing these facts in mind, it’s clear that the playground may be the only place where we
can fulfil this requested amount of activity. It is therefore vital to our own philosophy of
‘keeping the future fit’ that schools set out a policy to develop a more active playground.
Although the purpose of break time is to give children a break, children should still be
introduced to a variety of games, activities and stimuli to encourage them to be physically
active. By helping pupils to learn games and develop their own ideas for being physically
active in their own time at school, they can then transfer these newly found skills to their
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own time outside of school and be able to continue this well in to adult life. Research has
shown that if you enjoy sport and exercise as a child you are more likely to continue a
healthy lifestyle as an adult.
Your experience as a child is fundamental!!
2. Moral and social wellbeing
It is believed without the freedom to play and make their own decisions children may
develop into adults who lack the confidence to make their own decisions and find it harder
to form relationships with peers as they never learnt these key social and moral behaviours.
Several researchers have highlighted the importance of unsupervised play, pointing out that
this freedom is vital in allowing children to work out their own rules of behaviour (Peter
Wilson, director of Young Minds, a charity dealing with mental health issues in young
people).
What is an active playground?
An active playground is a playground where children can play with freedom and relax but
are provided with more stimulus and incentive to be active. The first steps to promoting an
active playground is ‘zoning’ Poor design and lack of space can be alleviated by zoning areas
whether you do this by age, activity, or surface area. However research suggests that strict
segregation may remove the need for older pupils to nurture and help younger pupils, it is
also suggested that this may also increase the amount of aggressive play seen in a
playground. Age segregation would also remove the benefit of older children passing on
games skills and knowledge through play to younger children.
Regardless of the organisation of break time/ lunch time by age or time, the playground will
definitely benefit from having different areas designated to different levels of intensity
‘Playground zoning’. This will allow children to still become engaged in a way that suits
them but use the playground in a more meaningful way.
At this point it is important to recognise that zoning an area does not mean making strict
rules in which only one game can be played i.e. only football, only cricket or only hockeythis is not the purpose of a break time. Break time should be the chance for children to
engage in activities that are of interest to them. By zoning in High, medium and low
intensity areas children have the choice of being in an area with a stimulus that suits their
own individual wants rather than feeling pressured to compete in something of little
interest to them.
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Bake a Cake
How to play this game:
Divide the children into teams of about four or five. Each team lines up one behind the other facing a marker cone:
Each member of the team is given the name of a cake ingredient, e.g. eggs, milk, flour, currants, butter, sugar, etc.
The adult/leader then begins to tell a story about baking a cake. Every time an ingredient is mentioned all the
children who are that ingredient run to their marker and back to their team.
When the story is over, let the children swap ingredients and ask one of the children if they would like to make up
their own story.

Adaptations
Change the method of travel, e.g. skipping,
hopping or jumping.
You can easily change the names allocated
to the players, for example lion, tiger,
monkey, giraffe and elephant and tell a
story about the animals.
Give the children a task to complete when
they get to the marker, for example star
jumps or reciting the alphabet backwards.
Or if you are learning number bonds to 20
in maths, get the children to recite these.
This is a particularly useful game to test
listening skills, especially if you have more
than one child running at a time and
occasionally drop in the name given to a
child to the story if that child is already out
on the course. This makes the team listen
out, not only for their name but also those
of their teammates.

Learning Objectives




Running fast over short distances
Co-ordination
Can be used as a fun cool-down or warm-up

Resources



Activity area
Cones
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Bean Bag Cross
How to play this game:
Divide the children into equal teams and set them out as per the diagram below. You may wish to chalk crosses on
the ground that they have to stand on. Give the player in position 1 three beanbags. When the game starts player 1
has to throw the first bean bag diagonally to the next player who then passes it to the third player and so on. As
soon as they can player 1 throws the second and thirds beanbag to player 2. If any player drops the beanbag they
have to pass it backwards along the zig-zag line so it starts again with player 1. When the last child gets the three
bean bags they run around the outside and take the first position, everyone else moves forward one space. The
team that gets everyone back in their original positions is the winner.

Adaptations
You can easily change the shape of the
course to something simple such as a circle
or you can make it a very complicated
pattern, if you do make sure that each
position is numbered to help the children
know where to throw the next beanbag and
where they have to go to once all three are
with the last player.
You can change the distances between the
positions, the further away they are from
each other the harder the game becomes.
You can change the beanbags to any ball
and make it sport specific, for example, if
you want a warm-up for a cricket or
rounders lesson use a tennis ball; or try
using basketballs if you are teaching the
chest-pass.
You can also change the rules for when all
beanbags get to the end person and get
everyone to perform an action whilst the
last player runs to the number 1 position, for
example, everyone else has to bunny-hop to
their next position.
Put a mini-obstacle course that the last
player has to run along to get to position 1
using throw-down spots, marker cones and
hurdles.

Learning Objectives





Co-ordination
Taking turns
Throwing and catching skills
Can be used as a fun cool-down

Resources



Activity area
Beanbags

www.peak-sport.co.uk

Beans, Beans, Beans
How to play this game:
Mark out a square or rectangle using cones. The children must stay in the area.
Children jog around the area. When the adult/leader calls out a type of bean, the children carry-out the appropriate
action, for example:
• Frozen beans - Stand still
• Runner beans - Run on the spot
• Chilli beans - Shiver and shake on the spot
• Broad beans - Freeze in a wide shape
• Jumping beans - Two footed/bunny jump on the spot
You can use your imagination to make up all different kinds of beans (Jelly beans, Has beans(!!!), Baked Beans etc.)

Adaptations
Change the method of travel, e.g. skipping,
hopping or jumping.
Give points out to the children who perform
the action best.
Give children lives and change the game
slightly so that they have one second to get
into their shape. If they don’t succeed they
lose a life.
You can of course play this with different
signals, you may wish to use fruits with
children having to perform an action for
each different fruit that you use.
Introduce a tag element to the game by
having one player trying to tag the others.
The tagger has to also carry out the actions
so they cannot tag someone after the name
of a bean has been called.

Learning Objectives




Taking turns
Co-ordination
Can be used as a fun cool-down or warm-up

Resources


Activity area
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Blink Murder
How to play this game:
Get the children to stand in a circle, nominate one child to become the detective. This child must go out of view
until they are called back. The adult/leader selects one of the children in the circle to be the blink murderer, their
job is to blink at other children who will die (as outrageously as possible with lots of noisy sound effects) and drop
to the floor. The detective is called back and stands in the centre of the circle. The game begins, the blink murderer
can strike at any time whilst the detective had three guesses as to who the blink murderer is.

Adaptations
Instead of having somebody blink to murder
people, get your nominated child in the
circle to perform an action that everyone
else has to copy. The child could begin to
clap or stamp one foot and everyone else
has to copy this until the nominated person
changes the action.
Give children a number of lives every time
they are acting as the detective. You could
even allow them to ‘cash-in’ say, two lives
for a clue which the adult/leader can give to
them. Clues could be quite difficult e.g. “The
murderer has an ‘A’ in their name” or easier
“The murderer is a boy” depending on how
well the child is succeeding in the game.
Have music playing and the children in the
circle have to move around on the spot to
the music. You won’t believe how harder
this game is for the detective if the children
are moving.
Don’t have the children standing still, get
them to walk around the circle or side-step,
again this makes it much harder for the
detective.

Learning Objectives




Co-ordination
Taking turns
Can be used as a fun cool-down

Resources


Activity area
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Blob Tag
How to play this game:
Children spread out in an area with one child nominated by the adult/leader as being the tag person. Children play
tag as normal but when the tagger catches someone the person tagged holds hands with the tagger and joins the
‘blob’. The ‘blob’ taggers continue to tag and collect other children into the ‘blob’. The ‘blob’ can only tag other
people if they are all together, every time the ‘blob’ breaks apart the adult/leader shouts “the blob has broken” and
when they re-join the adult/leader calls “the blob is hunting” and the game continues.

Adaptations
Change the size of the space.
Limit the ‘blob’ to a set number of children,
say, 5. When the 6th child is caught by the
‘blob’ they split into 2 groups of 3 and the
game continues with 2 ‘blobs’.
Have children line up in the ‘blob’ facing
alternate ways (one facing forward the next
facing backwards and so on).
Don’t allow the end children in the ‘blob’ to
use their free hands.
If you have blindfolds that can be easily
taken off and put on then try this game
where one (or both) of the people on the
end of the ‘blob’ are blindfolded and the rest
of the ‘blob’ have to communicate verbally
to them.

Learning Objectives




Keeping fit, cardiovascular fitness
Fun warm-up
Co-ordination and agility

Resources


Activity area

www.peak-sport.co.uk

Bounce Ball
How to play this game:
Mark out an area as shown below. The children stand at one end of the area. In the central area, one child, who is
wearing a bib, stands with a football. He/she bounces the ball. The adult/leader says “Go” and the other children
run to the opposite end of the rectangle. The child in the centre bounces the ball and tries to tag the other children
as they pass through the central area. He/she must not leave the central area. If a child is tagged then he/she can
either sit out or you may want them to perform a forfeit before re-joining the game. When everyone has reached
the opposite area, the adult/leader calls out “Go” and the game is repeated.
Try counting slowly to ten. If anyone has not passed through the central area in this time then they are out or they
lose a life. Try having two or three children in the centre if you have a large number of participants.

Adaptations
Give the players who have been tagged a
ball and get them to join the player in the
central area so you have more than one
tagger on.
Change the method of travel e.g. jumping,
hopping, skipping.
Making the central area bigger makes it
harder for the players to cross safely.
Give out free passes, so for example the
adult/leader chooses an aspect that will
allow certain children a free pass e.g.
anyone wearing blue trainers; anyone with
blonde hair etc. These children get to walk
across to the other side safely before each
game starts.

Learning Objectives




Taking turns
Spatial awareness
Can be used as a fun warm-up or cool-down

Resources




Activity area
Cones
Ball
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Bounce Catch
How to play this game:
Children stand or sit in a large circle. The adult/leader calls out a feature that applies to a number of children, e.g.
“Anyone with blue eyes”,
“Anyone wearing a bobble in their hair”
“Anyone wearing glasses”,
“Anyone that supports Liverpool” etc. They then either bounce the ball or throw it into the air. The children who fit
the criteria then try to catch the ball. The ball is returned to the adult/leader who then calls out the next feature.
Alternatively, the child who caught the ball can do this. Repeat

Adaptations
Adult/leader can change the way that the
ball is caught by saying that it must be a
one- or two-handed catch; left- or righthanded catch.
Use different types of ball e.g. pink
volleyball, tennis ball, netball.
Make the circle bigger or smaller.
You can change this game so that it is not a
race to catch the ball. Give one child the ball
and they have to throw the ball high into
the middle of the circle and call another
child’s name. That child has to run into the
middle to catch the ball before it has
bounced on the floor more than once.
The game can be played without the leader
throwing or bouncing the ball. One child in
the circle calls the feature and throws or
bounces the ball into the centre. Whichever
child wins that round takes the ball back to
their place in the circle and calls a new
feature and delivers the ball into play.
Use this as a times tables practice by calling
out a sum, only the children who know the
answer run in and try to catch the ball. The
child who catches the ball must give the
answer immediately, if they get the answer
wrong the adult/leader either gives the win
to the next nearest child or they can even
give out a fun forfeit such as 2 or 3 starjumps.

Learning Objectives




Taking turns
Speed and quick-thinking
Can be used as a fun cool-down or warm-up

Resources



Activity area
Bouncy soft ball
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Buzz
How to play this game:
Mark out a playing area, e.g. a large rectangle or section of a netball court. Divide the children into two teams.
Team A has to get members of Team B out by hitting them below either knee with the ball. The B players run
around the area avoiding the child with the ball. The A players cannot move whilst in possession of the ball, but
must pass it to a team member if they themselves cannot hit an opponent.
Keep a count of the number of children hit below the knee in the time.
Encourage children to move into a space and not chase after the ball or beanbag. After a minute or two change
roles

Adaptations
This works best in an enclosed space so that
balls are not rolling far away. If you can,
separate the children into 3 teams and have
one team acting as ball retrievers for the
team in the centre space.
Alternatively get the team who are trying to
not get hit by the ball or the beanbag to
occupy the central zone and have the
tagging team on the outside.
Increase the number of balls that you are
playing with.
Increase the size of the space that the team
who are trying to tag are in and at the same
time reduce the space that they team trying
to evade the balls have.
Introduce a lives system whereby if a player
is hit below the knee once they lose a life
(maybe have to hop around instead of run)
so that the game is not over too quickly for
some children.

Learning Objectives





Fun cool-down or warm-up
Cardiovascular fitness, running fast over short distances
Reaction
Co-ordination and agility.

Resources



Activity area with marked out space (or cones)
Softball(s) or beanbag(s)
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Cannonball Alley
How to play this game:
Mark out a large rectangle. Children gather at one end of the rectangle. When the adult/leader says
“Go”, the children run to the other end of the rectangle. As they run, one or two children who are standing along
the longer sides of the rectangle throw/roll soft balls at the children’s legs. If a child is hit on or below either knee
then they are out. (You may want them to sit out until a new game begins, join the throwers or ask them to perform
some forfeit, e.g. say a nursery rhyme, say the alphabet, sing a song, etc. before re-joining the game at a safe time.)
When all the children have reached one end of the rectangle, they must wait until the adult/leader says “Go” before
they run to the other end. This prevents chaos and gives the throwers time to collect their ‘ammunition’.
This game works well indoors and on grass. It is not as safe to play on a hard playground as children sometimes fall
while playing it but it can be done.

Adaptations
Change the method of travel, e.g. skipping,
hopping or jumping.
You can change the size of the ball as long
as you are using soft balls.
Give the throwers more than one ball each,
allowing them two or three makes the game
a little more tactical for the runners.
If you have a longer area introduce two
pairs of throwers, each spaced out along the
sides. This means that the runners have to
get through two waves of potential tagging.
Introduce some safe areas using throwdown spots, limit the amount of time to a
few seconds that players can stand in the
safe-areas.
If you want to develop this as a team game
simply give half of the runners a bib of one
colour and the other half a different
coloured bib. The winning team is the
children who have most players left after a
set number of runs through the alley.

Learning Objectives





Taking turns
Running fast over short distance
Reaction time
Can be used as a fun cool-down or warm-up

Resources




Activity area
Cones (or something to mark out the rectangle)
Soft balls
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Chair Football
How to play this game:
Divide the children into two teams and ask them to take a chair and sit anywhere in a defined area. The children are
not allowed to leave their chair once they are on the pitch. Set up goals at either end of the hall. If you have
goalkeepers, they too cannot leave their chairs. Players must pass the ball between team-mates and try to score a
goal.

Adaptations
This is a great option for a wet weather
game and if using a softball you can even
play in a classroom with the tables out of
the way.
If you have a lot of players divide into four
teams and have 4 goals each at 90 degrees
from each other.
If netball or basketball hoops are available,
adjust them so that the hoops are much
lower and play chair netball instead. If you
want to try this and do not have adjustable
netball posts, sit a player with the same bib
on at the end and the team have to try to
pass it directly to him or her.
The size of the space can be increased if you
have more players.
Using a smaller soft ball makes the game a
little more difficult.
Introduce a roaming player on each team.
One child who can move around but may
not move when they have the ball. (This
saves you having to collect the ball every
time it goes out or lands somewhere that no
player can get it.

Learning Objectives





Fun cool-down
Reaction
Co-ordination and agility
Teamwork

Resources





Activity area
Goals
Chairs
Soft ball
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Change Over
How to play this game:
Mark out a large rectangle or square or use your existing playground markings. Divide the children into four teams;
each team stands in a corner. The leader then calls out one of the following numbers. The children have to move in
the corresponding manner, for example:
• One the team moves to the next corner clockwise.
• Two the team moves to the next corner anti-clockwise.
• Three the team moves diagonally to the opposite corner.
Once the children are confident, call out a sequence of numbers, e.g. “1, 3, 2, 1”. The children have to work out
where they should end up and go there straightaway.

Adaptations
Change the method of travel, e.g. skipping,
hopping or jumping.
Introduce a tag element by putting a player
in a bib in the middle who tries to tag each
player as they run from corner to corner.
Put some throw-down spots down, the
children must not step on these.
Make it a team race with the race being won
by the team who gets to where they should
be and is first to sit down in their corner.
Alternatively turn it into a race between the
children in each group with the child who
reaches the correct corner first in each
group each winning and gaining a point.
Name each corner as a compass point
instead.

Learning Objectives




Running fast over short distances
Co-ordination
Can be used as a fun cool-down or warm-up

Resources


Activity area
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Circle Dodgeball
How to play this game:
Draw a circle or square on the playground large enough for all of the players to stand in and move around. One
child stands outside the circle one or two metres away from the edge. He/she has a football which they roll/throw
at the legs of the children in the circle. If a child is hit on or below either knee then they leave the circle and join the
thrower. The children in the circle can jump over the ball or block it using their hands.
The game continues until only one child remains in the circle. You could draw a second circle one or two metre
away from the first circle. This will give the throwers a definite line to stand behind when they are throwing the
ball.

Adaptations
Change the size of the area or the number
of players that start on the outside. You can
of course introduce more dodgeballs as
more players have been caught and are
acting as throwers.
If you introduce a second circle around the
outside you can reverse this game and have
the throwers in the inside circle and the
children trying to dodge moving about in
the ring outside.
Introduce a rule whereby if a throwers gets
3 players out they then go into the circle
and become a dodger, this keeps the game
going on for longer.
Change the method of travel for the
children trying to dodge the ball. For
example only letting them jump or hop
makes it a little more physically demanding
and helps them develop their reactions.

Learning Objectives





Keeping fit, cardiovascular fitness
Fun warm-up
Co-ordination and agility
Taking turns

Resources



Activity area
Soft large balls
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Circle Tag
How to play this game:
Mark a large circle on the playground using chalk or use existing playground markings. Select three or four children
to be ‘on’; you may want them to wear sashes or bibs. The other children run around an identified playing area.
When tagged by one of the children who are ‘on’, the tagged children go and stand in the circle.
The circle can be guarded by one of the children wearing a sash. The other ‘free’ children can free the ‘captured’
children, by tapping their hand, as long as they themselves are not tagged by the guard. Stop the game after 30 to
60 seconds, choose some new children to be ‘on’ and free the captured children.

Adaptations
Change the size of the space and/or the
circle.
Place a larger circle around the inner one
and introduce a rule that only one of the
children that are ‘on’ can be in the ring
between the 2 circles. This prevents children
from simply guarding the captured area and
allows the game to run more smoothly as
more ‘captured’ children will be freed.
Place a time limit on how long a child can
stay in the captured area before they are
freed. E.g. if they are not freed by another
player within 20 seconds they are out of the
game and cannot return until you start a
new game.
Change the actions that you need to do to
either tag or free another child, this can be
useful if you are teaching a tag rugby lesson
to get children used to ‘tackling’ a player by
touching them with two hands.

Learning Objectives





Keeping fit, cardiovascular fitness
Fun warm-up
Co-ordination and agility
Taking turns

Resources



Activity area
Cones or chalk to mark out a circle
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Court Champ Dodgeball
How to play this game:
Divide the playing area into three equal sized courts. The children are divided into three teams, each of which
occupies a court.
The players in the two end courts aim to get the children in the middle out by hitting them with the ball on or
below either knee. Centre court players try to avoid the ball by jumping or dodging the ball. End court players must
be in their area when they throw the ball. Time how long it takes to get the whole team out. Then swap the centre
court team.
The winning team is the one that keeps their players in the centre for the longest.

Adaptations
Introduce a rule that allows the team in the
centre court to bring a player back on if one
of their team catches the ball before it hits
the floor from the throw.
Use some throw-down spots to create ‘safe
areas’ in the centre court, introduce a rule
that only allows children in the centre court
to stay on a ‘safe area’ for a limited time, say
5 seconds.
Introduce a rule that allows children in the
centre court to pick up a loose ball that is in
their area and throw it at a player in either
end court. If the ball hits that player he or
she is out of the game.
Another rule change you can bring in is the
last player rule. Once the team in the centre
court is down to its last player, if that child
survives a set time, say 30 seconds, then one
of their players who were out are allowed
back into the game.

Learning Objectives




Throwing skills
Co-ordination and agility
Can be used as a fun warm-up or cool-down

Resources



Activity area
Soft balls
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Cowboys
How to play this game:
Mark out the playing area using cones or use existing playground markings. Divide the children into four teams.
Each team is given different coloured sashes to wear. Select four ‘catchers’. The catchers have to round up all the
children wearing the same coloured sash. The children wearing the sashes run around the playing area trying to
avoid the catchers. Once a catcher has tagged a child they bring (not drag) the captured child to the leader and
then go and round up another child. The first catcher to have rounded up all of the children wearing their chosen
colour is the winner. Select four new catchers and repeat the game.

Adaptations
By splitting the court into quarters you can
have a safe zone for each coloured team,
however make sure that children have time
limits about how long they are in the safe
quarter and how long it must be before they
return to it.
By marking a circle in each quarter (or by
using a hula-hoop) you can create a ‘pen’
where captured children have to stand.
Introduce a rule whereby one of their
teammates can enter the circle and release
one of the captured children. They must
take the captured child into the diagonally
opposite corner before they can attempt to
release anyone else.
Change the method of travel, you may even
want the children to pretend they are
cowboys running around as if they are
riding a horse (you can even insist they are
shouting “Yee-Ha” as they run around).

Learning Objectives




Fitness
Co-ordination and agility
Can be used as a fun warm-up or cool-down

Resources



Activity area
Bibs/sashes
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Deception
How to play this game:
Divide the area into 4 squares and put an equal number of children in each square. The ball is ‘served’ by one team
whose first player must hit the ball with their hand into a different square. Any player in that square can let the ball
bounce once and then catch it before serving it into a different square. Players in each square can stand anywhere
in their square. Teams score a point if they hit the ball into a square and it isn’t caught or bounces twice. Teams can
also score a point if the ball is hit into their square but goes out of the square before bouncing. The team with the
most points at the end of the game is the winner.

Adaptations
Use a different sized ball such as a small
sponge ball to make the game harder.
Introduce some cones or a net to make the
barrier between the squares higher. This
can be used as a simple warm-up for a
volleyball lesson.
Use it as a reaction test game with a simple
change. Change the rules so that all players
are numbered, say 1 to 4. The player who
hits the ball shouts out a number as they hit
it and the child with that number in the
square that the ball goes into must make the
next hit. If they do not, the team that hit the
ball into that square get a point.
You can change the way that the children
are allowed to travel, say hopping or
skipping, but be careful not to make the
squares too big if you do.

Learning Objectives




Co-ordination and agility
Reaction speed
Can be used as a fun warm-up or cool-down

Resources




Activity area
Cones
Volleyball
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Dishes and Domes
How to play this game:
Mark out a playing area (a large rectangle or square). Divide the children into two teams. Each team waits on
opposite sides of the rectangle. The marker cones are distributed around the playing area. Turn the cones the same
way up (so that they look like little dishes). When the leader says “Go!” one team runs into the area and
the children turn the marker cones the opposite way, i.e. if they look like dishes, the children turn them over to look
like little domes. Time how long it takes the children to turn the cones over and race out of the playing area. Ask a
child to be timer. The timer stops the watch as the last child leaves the area. The other team then has to turn the
cones over in a quicker time.

Adaptations
Play this as a relay game whereby one child
from each team enters the playing area and
turns over one marker cone. They have to
run back and tag their team’s second player
who goes out to make another turn.
You can increase the number of children
who run out to 2, 3 or even 4.
If playing as a relay game you can give
children relay batons and they can practice
handing over the baton to the next child on
their team.
Put one player from each team in a bib, they
act as a defender of the dishes (or domes).
This player can chase after players from the
opposing team and tag them as they make
their way out to turn a cone. If a player is
tagged they must return to their line and
hand-over to the next player in their team
without turning a cone. This works best if
you have more than one player from each
team on at a time.
You can increase the number of cones you
have in the middle and this becomes a really
good cardiovascular warm-up.
Change the methods of travel that children
can use to get to the cones e.g skipping or
jumping.

Learning Objectives




Turn taking
Fitness and running fast over a short distance
Can be used as a fun warm-up

Resources



Activity area
Marker cones

www.peak-sport.co.uk

Donkey Tail
How to play this game:
Children tuck a PE band or bib into the back of their shorts, trousers, skirts or a pocket. Make sure that most of the
sash can be seen. The children run around a marked area (a section of a netball court, for example). One or two
children, who are ‘on’, try to collect as many tails as they can in 30 seconds. If a child loses his/her tail then they can
collect a new tail from the adult/leader if you have enough spare sashes. After 30 seconds stop the game, count the
numbers of collected sashes and then pick one or two new children to be ‘on’. If the two children who are ‘on’ wear
bibs or sashes then everyone can see who they have to avoid.

Adaptations
Introduce a team game element to this by
having half of the children with one colour
bibs/sashes and another with different
coloured ones. At the end of the game
count the number of players who have each
of the different bib/sash colours left and the
team with the most is the winner.
If you have enough bibs or sashes give each
player two or three to tuck into their shorts,
the tagger can only take one at a time.
Change the method of travel e.g. jumping or
skipping.
Introduce some safe-areas using throwdown spots. You can limit the length of time
that a player can stay in a safe-area to, say, 5
seconds.
Put any spare bibs or sashes in a pile outside
of the area, players have to earn a new
bib/sash by running to the pile and
completing an exercise or task e.g. 10 star
jumps.
Increase the number of players acting as
taggers, see if these children can work
together to collect bibs/sashes.

Learning Objectives




Taking turns
Spatial awareness
Can be used as a fun cool-down or warm-up

Resources



Activity area
Bibs or sashes

www.peak-sport.co.uk

Dragons Den
How to play this game:
The children get into teams of three. The three children stand behind each other. The second child holds the waist
of the first child and the third child holds the waist of the second child. The third child stuffs a sash or bib into the
waistband of their own trousers or skirt. There should be three quarters of the sash showing; this is the dragon’s
tail. You then choose one or more ‘catchers’. These children can wear a sash across their chest to show that they are
‘on’ or ‘it’. The catchers then have to try and capture as many tails as possible in 30 to 60 seconds. Try to encourage
the ‘dragons’ not to let go of each other’s waist.
After the time has passed, count the number of tails each catcher has collected. Give your dragons a new tail, select
new catchers and begin again. You may also want to change the order of the children in the dragon.

Adaptations
Change the method of travel for the
children to, say, skipping or hopping.
Increase or decrease the number of
catchers.
Increase or decrease the size of the area,
making it smaller helps the catchers.
Have a stash of spare bibs or sashes outside
of the playing area. Once a dragon has lost
its tail allow the dragon to go off and fit a
new tail.
Dragons breathe fire so introduce a rule
whereby if the person at the front of the
dragon tags one of the catchers then that
catcher has to undergo a forfeit, this could
be as simple as running to the adult/leader
and performing a few star-jumps.

Learning Objectives




Fitness and running over a short distance
Co-ordination and agility
Can be used as a fun warm-up or cool-down

Resources



Activity area
Sashes or bibs

www.peak-sport.co.uk

Duck, Duck, Goose
How to play this game:
Children stand in a circle with one child on the outside. The child on the outside of the circle walks around tapping
the other children on the head, every time he or she taps a child on the head he/she shouts “Duck” or “Goose”.
When he or she taps a player and shouts “Goose” the child tapped and the child on the outside have to race around
the circle back to the empty space. The first child back stand in the space in the circle and the losing child becomes
the player who walks around the outside tapping children on the head shouting “Duck” or “Goose”.

Adaptations
Change the method of travel, e.g. skipping,
hopping or jumping.
Put some simple obstacles around the circle
such as cones to weave in and out of or
hurdles that children have to jump over. You
can even introduce some thrown-down
spots where children have to perform an
action or exercise e.g. 5 x star-jumps.
You can increase the space that the children
run around by putting an outer circle of
cones down, once a child is tagged as
‘Goose’ then the running children have to
run to the outside of the bigger circle and
run around that before returning to the
empty space.
Turn this into a tag game by introducing a
rule that the child tapped as ‘Goose’ has to
try to tag the child who has tapped them as
they chase them around the circle.
Make the game harder for the tapper by
having the children in the circle facing
outwards rather than into the circle.

Learning Objectives




Running fast over short distances
Reactions
Can be used as a fun cool-down or warm-up

Resources


Activity area

www.peak-sport.co.uk

Farmer and Poacher
How to play this game:
Children sit/stand in circle. The distance between each child must be wide enough for another child to run
between. In the centre of the circle place a large soft ball, old jumper or a similar suitable object (this is the
chicken!). Ask one child to turn their back and close their eyes (they are the poacher). Then choose one child who is
the farmer. The poacher then opens their eyes and walks around the circle looking for an ‘open gate’.
The child then enters the circle by walking in-between two children. (The poacher must leave the circle through the
same gap that she/he used to enter the circle.) Once inside the circle, the poacher tries to steal the ‘chicken’. As
soon as the poacher touches the chicken, the farmer jumps up and tries to tag the poacher. The farmer must also
leave the circle through the gate used by the poacher and give it to the adult/leader before they get tagged by the
farmer.

Adaptations
Change the game so that all the poacher
has to do is leave the circle through the
‘open gate’ before being tagged.
Change the method of travel e.g. jump, hop
etc.
Change the size of the circle.
Changing the item of equipment that the
poacher has to get to the adult/leader can
change the dynamic of this game. A core
stability ball is a lot more difficult to run with
for example.
Limit the amount of time the poacher can
spend walking around the circle and
looking at the other children for clues as to
who could be the farmer.
If the adult/leader is more dynamic and
keeps moving around the circle makes the
poacher try to time his or her entry and
escape so that they don’t have to run as far.
Nominate 2 farmers at different places
around the circle.

Learning Objectives






Keeping fit, cardiovascular fitness
Fun cool-down
Taking turns
Running fast over short distance
Agility and reaction speed

Resources



Activity area
Ball

www.peak-sport.co.uk

Fire Ball
How to play this game:
Children stand in a large circle. The ball is passed from one child to another around the circle. If the ball is dropped
or passed badly, the child runs around the circle as fast as he/she can. Meanwhile, the ball is passed quickly around
the circle. The child tries to get back to his or her place before the ball has been passed between every member of
the circle.

Adaptations
Change the way that the children travel
around the circle. They can hop, jump,
bunnyhop etc.
Change the size of the circle.
If children are easily getting back to their
space increase the number of times that
they have to run around the circle.
Convert to a drill for a ball sport by
introducing sport specific skills. If, for
example, you want to use this as a warm-up
for a football passing lesson, the children
have to pass the ball using a side-footed
pass.
Have the adult/leader stand in the middle
and pass the ball to whoever they choose,
that player must catch the ball and hand it
to the player next to them and set off to
race the ball back to their starting point.
Test children’s co=ordination by getting
them to throw the ball to every second
player around the circle. This increases the
speed that the ball gets around the circle
and also makes the children think quickly
about who to pass to and when they need
to be ready to catch the ball.

Learning Objectives





Keeping fit, cardiovascular fitness
Taking turns
Co-ordination and throwing skills
Running fast over short distance

Resources



Activity area
Ball

www.peak-sport.co.uk

Fish, Chips and Mushy Peas
How to play this game:
Put out three cones. One cone is fish, one cone is chips and the other is mushy peas. The adult/leader calls out, for
example, “Fish!”. The children run around the fish cone and back to the start. You could call out “Fish and chips”.
The children run around both cones before returning to the start.

Adaptations
Change the size of the space.
Use numbers or other foods or anything
that is appropriate.
Increase the number of cones.
This is obviously very easy to turn into a race
or even a team race if you have different
coloured bibs to put on people. If you are
turning this into a team event you can
decide whether to have all members of each
team running at any one time or whether
the children line-up one behind the other
and take turns at racing for their team.
If you have a lot of children and no bibs put
them into pairs and have a tag race. If the
adult/leader calls “fish and chips” the first
child from each pair runs to the fish cone
and back, tagging their partner who then
runs to the chip cone.
If you use different coloured cones for each
of the 3 foods you can make the children
think a little bit harder by regularly
changing the order of the cones.

Learning Objectives




Keeping fit, cardiovascular fitness
Fun warm-up
Co-ordination and agility

Resources


Activity area

www.peak-sport.co.uk

Fit as a Flea
How to play this game:
Ask the children to stand in a large circle holding hands. One child is chosen to be ‘on’ or ‘it’. He/she holds a small
ball and stands in the middle of the circle. The children sing or chant:
“....................................... (name of child) is fit as fit as a flea. ......................................... (name of child) is quick, But he/she
can’t catch me!”
When the children shout “me!”, they drop hands and run around the playing area. The child with the ball throws it
into the air. When that child catches the ball, they shout “Freeze!” and the other children have to stand still. The
child that has the ball then rolls it from where he/she is standing and tries to hit another child. If the ball hits
anyone, they become ‘on’ or ‘it’ and the game begins again. If the child with ball doesn’t hit anyone when he/she
rolls it, they are ‘on’ again.

Adaptations
Change the size of the activity area, don’t
make this too big especially for younger
children as they will immediately run as far
away as possible and make it difficult to be
hit with the rolling ball.
Change the method of travel e.g. jump, hop
etc.
Allow the child who is ‘on’ to catch the ball
after a couple of bounces, this will
encourage them to throw the ball in a
particular direction (ideally in the direction
that most runners are heading) and chase
after it and catch it after one or two
bounces.
Introduce some safe-area (throw-down
spots are ideal for this) but only one child
can stand on a safe-area. This allows
children who react quickly to get to a safearea. This works best if there are only a few
safe-areas and the adult/leader moves them
about between games.

Learning Objectives





Taking turns
Running fast over short distance
Agility and reaction speed
Can be used as a fun cool down

Resources



Activity area
Ball

www.peak-sport.co.uk

Follow the Leader
How to play this game:
Mark out a space or use playground markings. The children find a space and the leader begins by jogging around
the court, the children have to jog around as well. The leader has to change their action throughout the game and
the children have to copy this action. The action change can be changing the method of travel (e.g. walk, jump,
hop, hopscotch, side step etc.) but also can include other actions such as touch the floor, jump up as high as you
can, star jump, lie down etc.

Adaptations
Turn this into a competitive game by giving
one of the children a bib and making them
the leader. The leader/adult then watches
the game and the last child to copy an
action is out or loses a life. The winner is the
child who is the last remaining or the one
who has most lives left at the end of the
game.
This can be used as a skills drill or warm-up
for any dribbling game. For example give
each team a basketball and they have to
dribble the ball as they run, the leader/adult
then does sport specific moves such as stop
and pass the ball between their legs; sit
down and stand up whilst still bouncing the
ball etc.
Give half of the children a bib or sash so that
you have 2 teams on court. Nominate one
child in each team to be the leader for that
team. This tests the children’s co-ordination
as they have to concentrate only on what
their leader is doing and ignore the actions
of the other team.

Learning Objectives



Co-ordination and agility
Can be used as a fun cool-down or warm-up

Resources


Activity area

www.peak-sport.co.uk

Forward Advance
How to play this game:
Divide the players into two teams. Each team stand behind a line approximately 10m apart. In the centre of this
area place 3 basketballs. Give each team 4 tennis balls which they have to throw at the basketballs to make them
move towards the other team’s line. If a basketball rolls over one team’s line the other team score a point. Re-set the
three basketballs and play round two.

Adaptations
Change the size of the balls. If you have 3
core stability balls these are great to use as
targets. If you have these you can use
volleyballs or netballs to throw at them. You
can very simply then use this as a basketball
or netball drill for a particular type of pass,
such as chest-pass.
By making the area larger this makes an
excellent drill for cricket or rounders.
Increase the number of balls that you start
with in the middle.
Place some marker cones randomly around
the central area to act as obstacles. Each
team will now have to start thinking about
what angle they will have to throw the
tennis balls at the basketballs to avoid the
angles.

Learning Objectives




Co-ordination
Throwing skills
Can be used as a fun cool-down

Resources





Activity area
Cones
Basketballs
Tennis Balls

www.peak-sport.co.uk

Four Square
How to play this game:
Divide the area into 4 squares and put an equal number of children in each square. Players must number
themselves in each square to determine an order in which they can hit the ball. The ball is ‘served’ by one team
whose first player must hit the ball with their hand into a different square. The first player in that square can let the
ball bounce once and then must hit it into a different square. Players in each square must go in order. Players are
out if they fail to hit the ball into another square; allow the ball to bounce more than once before they hit it; hit the
ball incorrectly (catching it, hitting it with something other than their hand; hitting the ball out of turn. Once a
player is out they sit outside of the court. The team that wins is the team with the last remaining player(s).

Adaptations
Use a different sized ball such as a small
sponge ball to make the game harder.
Change the rules so that children have to
catch the ball before striking it. This can be
used as a catching drill for a cricket,
rounders, netball, handball etc. lesson or
concentrate on the way they strike the ball
to use it as an introductory drill for volleyball
(it is especially good to help with volleyball
serving).
Use it as a reaction test game with a simple
change. Change the rules so that all players
remain on court and are numbered, say 1 to
4. The player who hits the ball shouts out a
number as they hit it and the child with that
number in the square that the ball goes into
must make the next hit. If they do not, the
team that hit the ball into that square get a
point.
You can change the way that the children
are allowed to travel, say hopping or
skipping, but be careful not to make the
squares too big if you do.

Learning Objectives




Co-ordination and agility
Reaction speed
Can be used as a fun warm-up or cool-down

Resources




Activity area
Cones
Volleyball

www.peak-sport.co.uk

French Cricket
How to play this game:
The children form a large circle. Select one child who stands in the centre of the circle holding the bat. This child
must stand with his/her feet slightly apart and they are not allowed to move their feet during the game. The other
children bowl the ball underarm at the child in the centre who tries to hit the ball with the bat. The child in the
centre is ‘out’ when they hit the ball and a ‘fielder’ catches it or when the ball hits them on or below either knee.
Select a new ‘batsman’ and begin again. You may want to introduce the rule that the fielders have to be at least one
to two metres away from the batsman.

Adaptations
This can easily be adapted for rounders or
softball by using a different bat.
Introduce a scoring system whereby the
batter gets points for hitting the ball; hitting
the ball so that it bounces on the floor
before getting to any of the fielders; hitting
the ball outside of the circle. You can also
take off points for every time they get out.
Give them six balls to face, this gets children
used to the idea of overs in cricket.
Extend the adaptation above by giving the
fielders points to add to their batting points
for either hitting the player below the knees
or by taking a catch.
Introduce the concept of being able to hit
the ball outside of the circle and the batter
can choose to take a run which involves
running to the place where the fielder who
has gone to retrieve the ball and returning
to the middle. This is a great way to
introduce running between the wickets
before playing more advanced cricket
games.
Make the game faster by making the circle
smaller or if you have more able children
make the circle larger.

Learning Objectives




Taking turns
Batting, fielding cricket skills.
Can be used as a fun cool-down or warm-up

Resources




Activity area
Cricket bat
Windball or tennis ball.

www.peak-sport.co.uk

Fruitbowl
How to play this game:
Children stand/sit in a circle. Adult/leader gives the first four children a name, eg apple, banana, pear and orange.
Then name the next four children apple, banana, pear and orange. Repeat until all the children are fruits. The
adult/leader calls out a fruit, e.g. “Apple”. All apples run around the outside of the circle and back to their place. Call
out another fruit, etc. You can call out two fruits at a time or “Fruitbowl” when everyone runs around. (This is a bit
chaotic but fun!). The first player back to their space wins a point.

Adaptations
Instead of fruits you could use colours,
shapes, numbers or whatever is suitable or
appropriate.
Change the method of travel e.g. jump, hop
etc.
Give players coloured bibs to turn it into a
team game.
Give children a direction of travel after you
have called out a fruit e.g. “Apple,
clockwise.” Don’t have two fruits playing a
game running in different directions as you
do not want children running into each
other.
Change the game so that the first fruit to
tag a player in front of them wins the round.
For this you will have children running
around the circle more than once.

Learning Objectives





Keeping fit, cardiovascular fitness
Taking turns
Running fast over short distance
Agility and reaction speed

Resources


Activity area

www.peak-sport.co.uk

Giant Marbles
How to play this game:
Use two large skipping ropes to create a circle in the grass. Place 10 to 20 playground balls in the centre of the
circle. Have all the children stand behind a line about 5m away from the circle and take turns rolling a large
basketball into the circle, trying to knock the playground balls out of the circle without the basketball following
suit. If a player succeeds, he or she gets to keep the balls she knocked out and rolls again. When all of the balls have
been knocked out of the circle, the player who collected the most balls wins the game.

Adaptations
Change the method by which a player is
allowed to knock balls out, this can be a very
useful drill for throwing a cricket or
rounders ball, however you will need to
remove the rule that requires the thrown
ball to stay in the circle.
Move the line from which players take their
next roll of the basketball back by one step
every round.
Allow players to try and knock out the
basketballs which have been left in the
circle by previous children. Give them bonus
points for basketballs collected.
Easily change this into a team game and
have children in pairs, threes or fours with
the team that collects the most balls being
declared the winner.

Learning Objectives



Co-ordination and agility
Can be used as a fun cool-down

Resources




Activity area
Skipping ropes
Balls

www.peak-sport.co.uk

Go Fish
How to play this game:
Two players join hands and lift their arms to form a ‘net’. The other children are the fish and they jog around in a
circle passing under the arch made by the two children’s hands. The adult/leader turns their back and calls out
“Stop!”.
The two children gently lower their arms and catch a child.
When two children have been caught then another arch is formed within the playing area. When two more
children are caught, another net is formed and so on until only one fish remains.

Adaptations
Blindfold the children who are acting as
your net. Get one child to act as the
fisherman who has to instruct his/her
blindfolded net when to bring their arms
down to catch a fish.
Blindfold the children who are acting as the
net, once you call “Go Fish” they bring their
arms down and up repeatedly, the other
children in the circle have to try to run
between the children who are the net
quietly and time their runs so that they
don’t get caught by the net.
Change the method of travel, such as sidestep, hopping, jumping etc.
Put some throw-down spots on the floor
randomly between the children acting as
the net. No child is allowed to step on these
as they pass between the net.
Give children a number of lives, when they
are caught they lose one life.

Learning Objectives




Keeping fit, cardiovascular fitness
Fun warm-up
Co-ordination and agility

Resources


Activity area

www.peak-sport.co.uk

Grandma’s Footsteps
How to play this game:
One child stands well in front of the other children and turns their back on them. All the other players try to creep
up. As soon as ‘Grandma’ turns around, the other children must stand perfectly still. If Grandma sees anyone
moving while she is watching, they go back to the start. The winner is the first person to reach Grandma without
being caught. The winner then takes the place of Grandma and the game begins again.

Adaptations
Get the children to travel towards Grandma
using different methods, e.g. you can only
hop or jump; you can only walk slowly/fast;
you must jog or even jog backwards.
Change the distance between the start line
and Grandma.
Give children a soft pink volleyball. At any
time they can throw the volleyball at
Grandma to be the first to tag Grandma
with the ball. This introduces an element of
decision making, do I risk throwing this from
far away or should I try to get closer?
Play as a team game with children wearing
different colour bibs. Teams can score points
by having one of their players getting to
Grandma first. You can even introduce a rule
that takes points off a team for every time
that Grandma sees one of them move. For
this you would probably give 10 points to
the team that gets to Grandma first but take
off 1 point for every move that Grandma
sees.
Get Grandma to introduce some feint turns
by making a movement but not completely
turning round.

Learning Objectives




Taking turns
Travelling
Can be used as a fun cool-down or warm-up

Resources


Activity area

www.peak-sport.co.uk

Head Catch
How to play this game:
Children stand in a circle at arms distance from each other. The adult/leader stands in the centre of the circle with
the ball. The adult/leader faces one child and gently throws the ball to the child. While the ball is in the air, the
adult/leader calls out either “Head” or “Catch”. The child then either heads the ball or catches it. The ball is passed
back to the adult.
The adult then moves on to another child.
After a time the adult/leader calls out “Change”.
The children then have to do the opposite action, ie if the adult/leader calls “Catch”, the child heads the ball and
vice versa. To avoid children sitting out and getting bored, ask those who make a mistake to roll up a sleeve to
show they have lost a life.

Adaptations
Replace “Head” and “Catch” with different
keywords.
Decrease/increase the size of the circle.
For more able children, get the children to
start facing away from the adult/leader. The
leaders would then shout out a child’s name
and the instruction “Head” or “Catch”. The
child whose name was called out would
have to turn around and either head or
catch it.
For a more footballed orientated drill use
the instructions “Head” or “Chest”. If “Chest”
is called the child would have to control it
on their chest and play a simple side-foot
pass back to the adult/leader. For more able
children encourage them to play a halfvolley pass back to the leader.
To create an element of speed or
competition into the drill after the child has
headed or caught and passed the ball back
to the adult/leader, they then have to run
around the circle twice. The leader throws
the ball to the child to the right of where the
runner was, the rest of the children have to
throw the ball to each other in turn, around
the circle and try to get the ball back to
where the runner’s space in the circle is
before the runner returns to his or her
position.

Learning Objectives




Taking turns
Quick thinking and co-ordination
Can be used as a fun cool-down

Resources



Activity area
Soft ball or football.

www.peak-sport.co.uk

Helicopter
How to play this game:
The adult/ leader stands with a long skipping rope, it is best if the other end is tied to a fence otherwise get a child
to hold the other end. The children form a large circle around the adult/leader. The adult/leader then gently rotates
the rope just off the floor. The children take it in turns to move around and jump over the rope. If a child catches
their foot in the rope or touches the rope then that child is out or they lose a life. (They could roll up a sleeve to
signify the loss of a life.) Often a child will catch the rope just enough to slow the rope down resulting in another
child mistiming their jump. It is the child who first catches the rope who loses a life.
This is a popular game but you need to be careful and it is best to have an adult rotating the rope.

Adaptations
Change the method of travel, children could
have to hop or do a two footed jump over
the rope and likewise could have to move
around the circle by hopping or walking.
Instead of having the children in a circle set
two cones out either side of the rope and
the children have to complete a shuttle run
from the first cone, over the rope, around
the second cone, over the rope again and
return to the first cone. To make this more
dynamic get children to set off when the
person in front of them either gets to the
end cone or when they take their first jump
over the rope.
If you wish to turn this into a team game set
up the game as in the adaptation above and
have two sets of cones for the two teams to
complete their shuttle relays across. The first
team home is the winner.

Learning Objectives




Fun warm-up
Agility and co-ordination
Taking turns

Resources



Activity area
Large skipping rope

www.peak-sport.co.uk

Horse and Jockey
How to play this game:
Children get into pairs. The pairs of children form a large circle with one child standing behind his/her partner. The
adult/leader calls out an instruction, e.g. “Clockwise once”. The children on the outside of the circle (the jockeys)
run around the circle back to their partners (the horse). The horses stand still and wait for their jockeys to return.
The adult/leader gives another instruction. After two or three turns, swap horse and jockey over. If you play this
game indoors or on clean grass then the leader could call out “Clockwise twice then through your partners legs”,
“Hop anticlockwise”, “Jog backwards”, etc.

Adaptations
Give 2 or 3 instructions at once e.g. “Run
clockwise once; go through horse’s legs;
hop anti-clockwise”. You can increase the
number of instructions given.
Change the size of the circle.
In the original version of this game, the
jockeys start each race on the back of their
horse and finish on their horses back too.
However, this means putting children in
pairs of a similar size and strength. The
jumping onto the horse’s back can lead to
problems. If you have a small group of
children, or a group of sensible children,
then this version can work well.
Give instructions that require the jockey to
do something, immediately followed by an
instruction for the horse. You can build this
up as you play the game with potentially an
unlimited number of instructions.
You can introduce a ball to make it a sport
specific drill for a ball carrying sport and
start introducing skills from that sport. For
example “Dribble halfway around the circle,
drag back turn, outside hook, continue
dribbling to your horse.”

Learning Objectives




Keeping fit, cardiovascular fitness
Taking turns
Running fast over short distance

Resources


Activity area

www.peak-sport.co.uk

Hot Potato
How to play this game:
Divide the children into four equal teams. Mark out a large square using chalk, coats, cones or other suitable
objects. Divide the square into quarters. Each team stands in a quarter of the square. They are not allowed to leave
this area (while the game is in play!).
The adult/leader gives one child a beanbag or ball. The child then throws the beanbag into another team’s section
of the square. Someone from this section then throws the beanbag/ball out of his or her area.
While this is going on, the adult/leader times one minute. At the end of the minute, he/she calls “Stop” and the
team who have the beanbag/ball lose and are given one point. Play the game several times; the team with fewest
points at the end is the winner.

Adaptations
Increase the number of beanbags. Start
initially by increasing to two or three
beanbags but for a large number of children
you can put as many as eight or nine bean
bags into the game. Give out points to each
team based upon how few beanbags they
have in their area at the end of the game/
So for example the team with fewest
beanbags get four points and the team with
most get one point; alternatively start each
team with, say, 50 points, they lose a point
for each beanbag in their area, the game is
over when one team gets to zero with the
team with most points winning.
If using a number of beanbags introduce a
graduated points scheme based on the
colour of the beanbags. Start with, say, 1
yellow beanbag which is the hottest potato
and removes 5 points from a team’s score.
You can build this up so that teams have to
think quickly and get rid of the highest
scoring beanbags first.
Start off with only one player in each
quarter. After 10 seconds the adult/leader
shouts “Number 2” and the second player
from each team joins in, add another player
every 10 seconds.
Start with all players outside of the area and
each player having a number. The adult/
leader calls out numbers e.g. 2, 4 and 5 and
those numbered players are on and enter
the game. The adult/leader can change the
numbers at any point.

Learning Objectives





Keeping fit, cardiovascular fitness
Decision making skills
Co-ordination
Throwing skills

Resources




Activity area
Cones
Beanbag

www.peak-sport.co.uk

Hula Hoop Tag
How to play this game:
All you need for this simple playground game are two hula hoops and 10 to 15 children. Have all the children stand
in a circle and hold hands. Place the two hula hoops at different points around the circle so that a pair of hands is
strung through them. When you say "go," the kids have to pass the hula hoops around clockwise without breaking
the circle. Play until one of the hula hoops catches up to the other.

Adaptations
You can play this game without the hoop
being linked into the chain of children.
Rather than hold hand the children simply
have to pass the hoop from one to another,
if you use a ball then this becomes a good
drill for throwing and catching the ball
between each other.
If you have different sizes of hula hoop start
by using a larger size but increase the
difficulty by switching to a smaller one.
Introduce a rule whereby the child who has
the hula hoop when the second one catches
it (effectively they have both hula hoops)
has to do a forfeit such as a number of starjumps or burpees. You could choose to have
that player step out and a new game starts
with less players every time, however make
sure that you have something for the ‘out’
players to do as the game can go on a long
time.
Introduce a team element by having 3-4
different teams. Teams are in different
coloured bibs or sashes and stand next to
each other. The team who has both hula
hoops on their players at the same time
loses a point or a life.

Learning Objectives



Co-ordination and agility
Can be used as a fun cool-down

Resources



Activity area
Hoops

www.peak-sport.co.uk

Hunter and Watchman
How to play this game:
Draw two circles on the ground as shown in the diagram. The inner circle is ‘the pen’. Nominate two children to be
‘the hunter’ and ‘the watchman’. The watchman is only allowed to patrol the ring between the two circles. The
hunter chases after players and when he or she tags another player they are captured and must go and stand in the
pen. The other children can rescue their teammate but once they enter the ring the watchman is allowed to tag
them and they become captured in the pen as well.
Play for about 90 seconds and swap the hunter and watchman as the hunter role is very tiring.

Adaptations
Change the size of the space and/or the
circle.
Place a time limit on how long a child can
stay in the captured area before they are
freed. E.g. if they are not freed by another
player within 20 seconds they are out of the
game and cannot return until you start a
new game.
Change the actions that you need to do to
either tag or free another child, this can be
useful if you are teaching a tag rugby lesson
to get children used to ‘tackling’ a player by
touching them with two hands.
Have more than one hunter if you have a
large group of children.
Change the method of travel for all children,
for example skipping or hopping.
You can change this to a very simple game
of ‘Capture the Flag’. Place the flag (or
appropriate object) in the central circle. The
large group of children have to try to
capture the flag while avoiding being
tagged. In this game it is best if the children
who are tagged sit out to the side.

Learning Objectives





Co-ordination
Taking turns
Fitness and running fast
Can be used as a fun cool-down or warm-up

Resources


Activity area
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Jungle Junction
How to play this game:
Have the children form a circle, the adult/leader names the first four children Tiger, Crocodile, Monkey, Elephant.
Then name the next four children Tiger, Crocodile, Monkey, Elephant. Repeat until all of the children are an animal.
The adult/leader calls out an animal, eg “Tigers”. All the Tigers run around the circle and back to
their place. Then call out another animal, etc. If the adult/leader calls out “Forest on Fire!”, then all of the animals
have to run around the circle and back to their place.
Younger children like to make suitable animal noises and actions as they run around the circle.

Adaptations
Change the method of travel e.g. jump, hop
etc.
Give players coloured bibs to turn it into a
team game, have one of each named animal
in a different team.
Give children a direction of travel after you
have called out an animal e.g. “Tiger,
clockwise.” Don’t have two animals playing
a game running in different directions as
you do not want children running into each
other.
Change the game so that the first animal to
tag a player in front of them wins the round.
For this you will have children running
around the circle more than once.

Learning Objectives





Keeping fit, cardiovascular fitness
Taking turns
Running fast over short distance
Agility and reaction speed

Resources


Activity area
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Kickball
How to play this game:
Divide the children into 2 teams. Set up a diamond style pitch, like a softball diamond or use a rounders style field.
The kicking team are the batters in a traditional game and the other team spread out in the field and are fielders.
One of the fielders acts as a bowler and rolls the ball along the floor to the first kicker. The kicker has to kick the ball
and try to run around the diamond, as in rounders they can stop at any base. If a kicker gets all the way around in
one go they score 3 points, if they stop at any bases but get home they score 1 point. A kicker is out if they are
caught, the base they are running to is stumped before they get there or they are tagged with the ball. Once three
kickers are out, the teams change roles. You can play as many sets of innings as you wish.

Adaptations
Change the scoring so that kickers get half a
rounder if they make it home having made it
at least to second base after their first kick
and a whole rounder if they get all the way
around in one go. This introduces the
rounders scoring system to the children.
You can add as many of the rounders or
softball rules into this game as you wish to
get children used to the scoring or rules of
each game. For example add half a rounder
if any fielder obstructs a running kicker; add
half a rounder for two consecutive no-balls
(balls being rolled wide of a marked box)
etc.
Change the method of travel that they
children have to do to get around the
diamond, maybe to skipping or hop-stepjump.
Add more bases or make the diamond
bigger to make it harder to score a homerun.
Introduce a two ball rule. Here the kicker
gets one ball rolled to him or her which they
kick into the field, at this point no fielder is
allowed to move. The bowler then rolls a
second ball which again the kicker kicks into
the field. The fielding team then have two
options about which ball to chase after or
can chase after both to increase their
chances of getting the kicker out.

Learning Objectives





Co-ordination
Taking turns
Fielding skills
Can be used as a fun cool-down or warm-up

Resources




Activity area
Cones
Volleyball
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King Ball
How to play this game:
Divide the children into two teams. Each team picks a ‘king’. Divide the playing area as shown below. The kings
stand at either end of the playing area. The rest of the children stand in the central areas.
The ball is given to a team member who tries to throw the ball to their king. If the ball is caught by the king then
he/she then tries to hit a member of the opposition (who are standing in the area in front of them) on or below
either knee. If they are successful the player that has been hit joins his/her own king. The ball is then given to the
opposition who try to throw it to their king. The aim of the game is to have as few kings as possible at the end of
the game.

Adaptations
Alternatively, when the team member
successfully throws the ball to his/her team’s
king, the team member can join their king.
The kings then try and throw the ball back
to their team while the other team tries to
intercept the pass. The aim of this game is to
make all of the team members kings.
Use a bench at either end that the kings
have to stand on.
Play the game with more than one ball on
court at a time.
Introduce a rule whereby if the king throws
the ball at one of their opponents and the
opponent catches the ball cleanly then they
can recall one of their kings into the playing
area.
Place a time limit that the king can hold
onto the ball for, say, a maximum of five
seconds.

Learning Objectives




Throwing skills
Co-ordination and agility
Can be used as a fun warm-up or cool-down

Resources




Activity area
Bibs/sashes
Ball
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La Marelle
How to play this game:
Draw a hopscotch pattern on the ground using chalk or numbered throw-down spots. Each child has a marker
such as a stone. Children take it in turns to stand at the beginning and toss their marker in the first square. They
must hop over square 1 (you must skip any square that has a marker in it) to square 2. Hop through the grid on one
foot unless there are two squares side-by-side, then you jump landing with one foot in each square. Children hop to
the end, jump and turn around 180° without leaving the grid, and hop back. They must pause in square 2 to pick up
the marker, and out. The next player tosses their marker in square 2, hop through the same way, then square 3 and
so on. Children are out if their marker fails to land in the right square they hop on a space that has a marker in it;
they step on a line; they lose their balance when bending over to pick up the marker and put a second hand or foot
down or hop outside the grid.

Adaptations
This is an excellent game for cross curricular
links with Modern Foreign Languages. Get
the children to call out the number of the
square that they are hopping into (two
numbers if they are jumping into squares
next to each other) in French or Spanish.
You can use this game for higher numbers
by increasing the size of the hopscotch grid.
If the grid is very large you may want to
remove the rule about a player being out if
their marker does not land in the correct
square.
Don’t stop using this game for MFL once you
have learned numbers. This is a great way to
learn days of the week in your curriculum
language; month names or even planet
names. Why not set up three grids, one with
numbers, one with days and one with
months, get the children to rotate around
the grids and then go into the classroom
and give the children calendars, pick dates
and they have to write the date in your
chosen language.

Learning Objectives



Jumping and hopping co-ordination
Cross curricular activities

Resources




Activity area
Markers
Chalk or throw-down spots
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Life Boats
How to play this game:
Mark out a playing area or use existing playground markings. Use the rope or chalk to mark out an area of the floor
to represent a lifeboat. The children jog around the playing area until the adult/leader calls out, “Man the
lifeboats!”. The children then have to climb aboard the raft as quickly and safely as possible. Those children who do
not make it to the raft are eaten by imaginary sharks and are out of the game. Let the children jog around again,
reduce the size of the lifeboat and then call out “Man the lifeboats!” again.
Encourage the children to help each other, not push each other to the sharks. Can they hold onto each other?
How many children can be squeezed on to the lifeboat?

Adaptations
Change the method of travel e.g. jump, hop
etc.
Give players coloured bibs to turn it into a
team game, have a different lifeboat for
each team which you make smaller after
each go. The teams have to try to get as
many of their team in their lifeboat without
stepping out of the area.
Place a time limit, say 10 seconds, for every
child to get into the lifeboat.
When the lifeboats get really small you will
get children hanging onto each other to
avoid overbalancing and stepping out of the
life boat. Place a time limit that every child
must be in the lifeboat for, if a child steps
out during this time then they lose a life or
are out.
Changing the rope for some throw-down
spots makes this more interesting and
encourages each small group who go to one
spot to work together, it also encourages
children to look around and find a spot that
does not have a large number of pupils on it
already.

Learning Objectives




Keeping fit, cardiovascular fitness
Working as a team
Agility and co-ordination

Resources



Activity area
Large skipping rope
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Lines
How to play this game:
Two teams of equal numbers stand facing each other about 10 metres apart. The adult/leader numbers the children
on each team, e.g. from 1 to 12. He/she then numbers the other team. You now have two teams facing each other
and each child has a number. The adult/leader calls out a number, e.g. 4. The two children, who are number 4, run
to a marker, line or cone, then run to the other marker and finally they return to their place. The first one back is the
winner. The adult/leader calls out another number, etc.

Adaptations
Instead of numbers you could use colours,
shapes or whatever is suitable or
appropriate.
Change the method of travel e.g. jump, hop
etc.
Give the children a task that they must
complete at the cone (you may wish to set 4
cones up in a square for this). Tasks could be
simple such as 5 star-jumps.
Use this as a hockey or football dribbling
game whereby every child has a ball (and
hockey stick if needed) and have to dribble
the ball around the cone and back to their
starting place.
Put different coloured cones out and
children have to run around the colour the
adult/leader shouts out after the number.
You could even have, say, two red cones,
one behind each line of children so that
they have decision making to make as to
whether to go forwards or backwards.
Once a child has won one round get them
to take one step backwards to make it
harder for them the next time it’s their go.

Learning Objectives





Keeping fit, cardiovascular fitness
Taking turns
Running fast over short distance
Agility, co-ordination and reaction speed.

Resources



Activity area
Cones
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Longball Dodgeball
How to play this game:
Split the children into 2 teams, one batting and the other fielding. Set up as below with the bench or safe area
marked out at the far end and a ‘home’ area at the near end. The ball is bowled underarm and the batter has to ‘hit’
the ball with any part of their body. To score a point a player has to run to the bench and get both feet on it and
return to the ‘home area’. Batters can remain on the bench for as long as they want but the batting team cannot
have more than 4 players on the bench at any time. When on the bench batting children cannot be out. To get a
child out the fielding team can catch a ball they have hit or hit a batter who is between ends with the ball. Once a
team has no remaining players at the near end to be able to bat then their innings is over and the children swap
over.
This game works well if you have a large number of children and a big playing area.

Adaptations
Increase the number of players a team can
have on the bench at any one time. This
makes for exciting runs when you have a
large number of pupils all running towards
the home area and the fielding team trying
to throw the ball at them to get them out
and prevent them from scoring.
You can give the batter a bat to hit the ball
with but remember you must use a softball
and a large one such as a volleyball is best.
Introduce some additional ‘safe areas’ by
using throw-down spots, limit the time that
a player can stand on these to a few
seconds.
Limit fielding player to only taking a limited
number of steps at a time with the ball to
encourage them to practise their throwing
skills, either aiming for a running batter or
passing to a fielder in a better position.

Learning Objectives






Taking turns
Co-ordination
Reaction time
Running fast over short distances
Can be used as a fun cool-down or warm-up

Resources



Activity area
Soft volleyball
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Monkeyball
How to play this game:
The children stand in a circle with their feet shoulder-width apart. They then need to ‘shuffle’ a little so that
everyone’s feet are touching the person next to them. The children then put one hand behind their back and lean
forward. A ball is put in the circle and the children, using their ‘free’ hand, try to knock the ball between the legs of
the other children.
The players are able to block the ball with their ‘free’ hand.
When the ball goes through a child’s leg they are out of the game and the circle gets smaller.

Adaptations
Allow the players to start by using 2 hands.
If the ball goes through their legs they lose a
life and have to stand with one hand behind
their back. If they lose another life they must
turn around so that they are looking
through their legs but using 2 hands again.
If they lose a third life they remain standing
facing the wrong way but only can use one
hand. A fourth life and they are out.
For a harder game try using a tennis ball
sized softball. If you are doing this make
sure that you are playing on a soft or grass
surface and children are more likely to
scrape the floor with their hands when
using a smaller ball.
If you have a large number of children this
game is best if kept to a maximum of 12 in
the circle so try running it with 2 smaller
circles rather than 1 big one. You could even
have the last 4 players in each circle meeting
in the ‘final’.

Learning Objectives



Fun cool-down
Taking turns

Resources



Activity area
Large soft ball
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Mr Crocodile
How to play this game:
Mark out two lines or use playground markings. Get children to line up behind one line. One child should stand in
the middle and be Mr Crocodile. The children on the line all chant, “Mr Crocodile, Mr Crocodile, may I cross your
water?”. To which Mr Crocodile should select one item that differentiates some children and answer (e.g.) “Only if
you have red socks” (or blonde hair/if you support Sunderland etc.). The children to whom this applies get a ‘free
pass’ and may walk to the other side. Once they are across the adult/leader shouts go and the remaining children
have to get across without being tagged by Mr Crocodile. Players tagged join Mr Crocodile in the middle so that it
becomes harder for the others to get across.

Adaptations
Increase or decrease the size of the area.
Change the method of travel e.g. hopping,
skipping or jumping.
This can be adapted as a dribbling game but
every pupil must have the correct
equipment (e.g. hockey stick and ball).
Introduce ‘safe-areas’ by using throw-down
spots. You may wish to limit the time that
children are allowed to stay on these to a
few seconds.
To keep children involved in the game for
longer give every child two lives.

Learning Objectives




Co-ordination
Running fast over short distances
Can be used as a fun cool-down or warm-up

Resources


Activity area

www.peak-sport.co.uk

Net-Less Ball
How to play this game:
Divide the children into two teams. Give one team sashes to wear. Mark out a playing area or use existing
playground markings, one third of a netball court is ideal. One team member, the ‘catcher’, stands on the short side
of the rectangular playing area.
A team has to try and get the ball to their catcher. A point is scored every time the ball is caught safely by the
catcher. To start the game, give the ball to one team member. You can decide whether the children are allowed to
dribble with the ball, as they would in basketball, or whether they must stand still when they have the ball, as in
netball.

Adaptations
An alternative to this game is to use a skittle
instead of a catcher. A point is scored every
time the skittle is hit with the ball and
knocked over.
Place a bench at both ends and the catcher
stands on the bench.
Place a semi-circle in front of the bench (or if
you have the catcher moving along the line,
another line in-front of them). This is an
exclusion zone and no other player is
allowed in this area.
Have a line further back which acts as a 3
point line. Any player throwing it to the
catcher from behind these lines scores three
points if the catcher manages to hold onto
it.
If you have a large number of children stand
them all to the side of the court and number
them. The adult/leader shouts out six or
seven numbers at random and these players
enter the court. Every few minutes the
adult/leaders shouts out a different set of
numbers, those called come onto pitch and
those not called leave the playing area.

Learning Objectives




Co-ordination
Throwing skills
Can be used as a fun warm-up or cool-down

Resources




Activity area
Bibs/sashes
Ball
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M

Non-Stop Cricket

How to play this game:
Divide the children into two teams. In non-stop cricket
• The bowling is continuous.
• Only the bowler can get the ‘batsman’ out.
• The ‘batsman’ runs to the side not the front.
As soon as the bowler gets the ball, they can bowl whether the ‘batter’ is there or not. As soon as Batsman 1 is out,
Batter 2 must take over immediately, because the bowler will not wait. The ‘batter’ cannot run unless he/she has hit
the ball; then he/she must run to the cone at the side. Bowling is underarm. Fielders must try not to chase the ball.
Waiting ‘batter’ must stand away from the wicket. The ‘batter’ can be out if the ball is hit and caught by a fielder or
if the ball hits the wicket, after being bowled by the bowler.

Adaptations
Change this to kick cricket by using a
football and removing the bat.
To make it harder for the batter then they
should have the cones moved further away,
move the cones closer together to make it
tougher for the fielding team.
Use two sets of stumps standing next to
each other if you want to make it easier for
the bowler and harder for the batter.
Allow a batter to be out before they come
in. If the batters are slow in changing over
allow the fielding team to return the ball to
the bowler and for him/her to bowl before
the next player is ready.
Mark out a bowler’s box and ensure that the
bowler stays inside it.

Learning Objectives





Fun cool-down or warm-up
Reaction, co-ordination and agility
General cricket skills
Teamwork

Resources






Activity area
Stumps
Cones
Bat
Ball
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Numbers
How to play this game:
Children sit or stand in a large circle. Each child is given a number from 1 to 4. The adult/leader then calls out a
number and a direction, e.g. “Number 3 clockwise once!”. All the number 3s then run around the circle and back to
their place. Repeat, making sure that all the numbers have an equal number of turns. Variation: Ask children to hop,
skip, etc around the circle instead of running.
If you want to make the game more difficult, call out “Change direction” while the children are running around.
When they are nearly back to their place, call “Change direction” again. You could have one group running around
all break if you want to!

Adaptations
Continue each round until one player tags
the child in front of them. For this children
will be running around the circle more than
once. Changing directions just as your
fastest player is about to tag the child in
front of them helps to differentiate the
game.
This can be used as a dibbling game for
almost every ball game. Give each child a
ball and they have to dribble the ball around
as they go. Changing directions helps them
to develop their turning skills.
Introduce other skills or exercises that the
children have to perform as they run around
the circle, such as star jumps or a drag-back
turn.
Change the method of travel e.g. skipping,
jumping or bunny hops.
You can easily turn this into a team game
with one of each numbered players getting
a different coloured bibs so that you have
red bibbed players numbered 1-4 (or higher
if you have more children) and the same
with different coloured bibs.

Learning Objectives





Taking turns
Balance and co-ordination
Changing direction at pace
Can be used as a fun warm-up

Resources


Activity area
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Oddball
How to play this game:
The players may either stand in a large circle or a line. The adult/leader throws a large soft ball to each child in turn.
If it is caught and returned, the player takes a step backwards. If the ball is dropped or thrown back in such a way
that the adult/leader cannot catch it then the child takes a step forward. Repeat several times. The player who is the
furthest away from the adult/leader at the end of the game is the winner.

Adaptations
For different sports use a different ball e.g. if
you are doing a cricket fielding practice use
a tennis ball; for a basketball game use a
basketball.
If using a basketball or netball get the
adult/leader to tell the player how to throw
the ball back e.g. bounce pass/chest pass/
overhead pass/javelin pass.
Give each player a cone to mark their
starting position and throw the ball so that
they either have to run forward/back to
catch it, they should return the ball to the
adult/leader from where they catch the ball.
This can be used as a goalkeeper’s game for
handball or football. It is best to play this on
a grass area. The adult/leader can then
throw the ball to the side of the child who
may have to jump or dive to catch the ball.
Specify whether you want the children to
catch the ball using either one or two
hands.
Specify whether you want left- or righthanded catches.
To make this more dynamic get the children
to take a few paces forward between
catching and throwing the ball back to the
adult/leader.

Learning Objectives




Taking turns
Catching and throwing skills
Can be used as a fun cool-down or as a drill in a PE
lesson

Resources



Activity area
Soft ball.
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On Off
How to play this game:
Mark out a space or use playground markings. Set up a small goal at each end and line up the children at either side
of the playing area in equal teams as shown in the diagram. Give each child a number. The adult/leader shouts out
a number (or more than one number) the children whose number is called come onto the pitch and try to score a
goal at the opposite end. Play continues until the leader shouts out a different number (or numbers) and the players
swap over.

Adaptations
Test the children’s co-ordination and
listening skills by constantly changing
numbers and giving instructions such as “2
off; 3 and 6 on”; “7 and 5 on, 1 and 6 off”.
The adult/leader should have a notepad and
a pen handy to help them remember which
numbered players are on at any one time.
A slightly easier version is to call out a
number or numbers and letting these
children play until a goal is scored. Play
restarts with the ball in the centre of the
pitch and the leader/adult calling out a new
set of numbers.
This can be used as an excellent drill or
warm-up for any invasion game with the
correct equipment, such as basketball,
hockey, netball or football.
To introduce a race element into the game
place a cone behind each team, before
coming onto the pitch the children whose
number is called must sprint up to and
around the cone. The leader may even wish
to introduce a task to be completed at the
cone such as 5 star jumps.

Learning Objectives



Co-ordination
Can be used as a fun cool-down or warm-up

Resources





Activity area
Cones
Football
Bibs
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One Bounce
How to play this game:
Children stand in a circle with one child holding a ball. He or she throws the ball up in the air so that it bounces in
the middle. As they throw the ball up they call another player’s name. This child has to run in to catch the ball after
it has bounced once. If the child collects the ball after it has bounced more than once they lose a point or a life.
Whichever child collects the ball takes the next throw, calling a different child’s name as they do.

Adaptations
If you have children who can throw the ball
accurately then you can try this game
whereby the players catch it before it
bounces in the middle.
You can make this a team game by having
different teams in different coloured bibs
around the circle. Give every player a set
number of lives and once they use them up
they have to stand out, the team that wins is
the team that remains after players have
gone out.
Use a different sized ball and you can make
the circle bigger to make it harder.

Learning Objectives




Running fast over short distances
Reaction speed
Can be used as a fun cool-down or warm-up

Resources



Activity area
Volleyball
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Out In Out
How to play this game:
Set up a large area with lots of hula-hoops on the ground in random places. Children have to jog around the area,
the adult leader shouts out either “1” or “2” and the children have to jump into a hoop with that amount of feet
landing inside the hoop. The adult/leader then changes the game by shouting two numbers (both either “1” or “2”),
children must take-off on the number of feet specified by the first number and land in the hoop on the number of
feet specified by the second number. The adult/leader changes the game a third time and calls 3 numbers, the first
tells the children how many feet to take off with before jumping into the hoop; the second tells them how many
feet they must land in the hoop on whilst the third tells them how many feet they must land on as they jump out of
the hoop.

Adaptations
Change the size of the hoop by using throwdown spots, this makes the children jump
with more accuracy.
The adult/leader can call out two sets of
numbers e.g. “1 – 2”; “2,1 – 1,2”; “1,2,1 –
2,2,1”. The children have to jog to one hoop
to complete the combination that was said
first and then jog to another hoop to do the
second combination. This game become
progressively harder as the adult/leader
calls out 3 or even 4 combinations of
numbers for the children to remember and
perform.
This can obviously be used as a fantastic
warm-up for a lesson on the long-jump or
the triple-jump.
You can turn this into a knock-out
competition with any child not performing
the correct sequence or who is the last to
perform it being out of the game. As you get
down to a smaller number of children
remove some of the hoops.

Learning Objectives




Co-ordination
Jumping skills
Can be used as a fun warm-up or cool-down

Resources



Activity area
Hoops

www.peak-sport.co.uk

Paint Box
How to play this game:
Divide the children into teams of four, five or six. Name each child in each team red, yellow, green, blue, black and
white. Perhaps one child could be two or three colours if you are short of numbers. The adult/leader calls out a
colour, e.g. “Red!”. All red children run to a line or marker and back to their team.
To make the game a little more difficult call out “Purple”, “Dark blue”, “Pink”, etc. The children have to think what
colours are needed and both colours then run, e.g. for pink, both red and white run

Adaptations
Change the size of the space.
To make it easier for younger children you
may want to give each child a coloured bib
or sash that corresponds with their given
colour.
This is a great physical activity that
introduces the colour wheel to an art lesson.
You may even wish to give the children a
copy of the colour wheel for them to look at.
You can also use numbers for this and turn it
into a maths physical activity. You simply
shout out the answers and the children
have to work out which numbers the
answer is the sum or the product of. E.g if
your children are numbered 1-6 you could
shout out 12 and either 2 and 6 run or 3 and
4. There are endless combinations for this to
act as a starter for a maths lesson!

Learning Objectives





Keeping fit, cardiovascular fitness
Fun warm-up
Taking turns
Problem solving, communication and teamwork

Resources



Activity area
1 x cone

www.peak-sport.co.uk

Pass and Run
How to play this game:
The children stand in a large circle at arms distance apart. The adult/leader stands in the centre of the circle holding
a ball. He/she then passes the ball to a child who catches the ball and passes the ball back to the adult/leader in the
centre of the circle. After returning the ball, the child runs around the circle and back to their place. Meanwhile, the
adult/leader has passed the ball to the next child in the circle who returns the ball and runs around the circle and so
on. The idea is to increase the pace so that when the child has returned to their place they do not have to wait too
long before having another go. After passing the ball around the circle a number of times change the person in the
middle or change the type of pass.
Make sure that children only run in one direction around the outside of the circle.

Adaptations
If there are a large number of children, try
having two or three people in the centre of
the circle.
You could decide to use a chest pass, a
bounce pass or, if using a football, a variety
of different passes could be used each time
you play the game.
To change this to a speed drill, encourage
the child who is setting off to run to try to
tag the child running in front of them. You
can award points for each child who
manages to catch the runner in front of
them.
Make the circle bigger or smaller.
Change the requirement for a child to run to
hopping/jumping/side-stepping etc.
If the child fails to catch the ball or return it
to the adult/leader in a manner that they
can catch the ball you can give them a fun
forfeit or change the way they have to get
around the circle i.e. if you catch the ball
you run around but if you don’t catch it you
have to bunny-hop or do two footed jumps
around the circle.

Learning Objectives




Taking turns
Running
Can be used as a fun cool-down or warm-up

Resources



Activity area
Bouncy soft ball

www.peak-sport.co.uk

Pirate Ship
How to play this game:
Mark out an area; a large rectangle is ideal. Tell the children that one side of the rectangle is called Port, one
Starboard, one Stern and one Bow. When the adult/leader calls out “Port!” the children run to the Port side as
quickly as possible. Alternatively, use North, South, East and West or colours for younger children.
(You may want the last child to reach a side or to follow an instruction to be out but, what will they do while they
wait? Many children get bored while waiting for a new game to start. You could ask them to roll up a sleeve to
show they have lost a life or ask them to stand to one side and recite a nursery rhyme; touch their toes 20 times, etc
before re-joining the game.)

Adaptations
The following actions could be added either
one by one or a few at a time:
• Captain’s coming - Children stand still and
salute.
• Captain’s wife - Children curtsy.
• Climb the rigging - Mime climbing rigging
(jogging on the spot).
• Scrub the decks - fall to your knees or
bend over and pretend to scrub the floor.
• Freeze - Children freeze and can’t move
until the adult/leader says ‘Unfreeze’.
• Lifeboats - Children sit or stand pretending
to row a boat.
• Lifeboats in 3s - as above but children get
into groups of three or whatever number is
called.
• Submarines - Children lie on their back
with one arm in the air.
2 submarines – - 2 arms in the air.
3 submarines – - 2 arms and a leg in the air,
etc.
• Camels - Piggy back to the centre.
• Bombs overhead - Children lie on the
floor, face down, with their hands behind
their head

Learning Objectives




Listening
Co-ordination
Can be used as a fun cool-down or warm-up

Resources


Activity area

www.peak-sport.co.uk

Poison
How to play this game:
The adult/leader holds out their hands. (You may need two adults or a child to help if you have more than ten
players.) The children each take hold of one of the adult/leader’s fingers (lightly!). The adult/leader then begins to
tell a story. At some time mention the word “Poison”, at which point the children have to let go of your finger and
run to a safe area.
The adult/leader has to try and tag the children before they reach the safe area, e.g. a wall or circle chalked on the
ground.
Children love to be ‘on’ in this game.
You can make the children very nervous if your story involves lots of words that begin with the letter P.

Adaptations
Change the size of the area that the children
have to run to get to the safe area.
Change the keyword.
Introduce some safe dens (you can use
throw-down spots) that a child can get into
contact with before the safe area. A child, if
they are touching the spot with any part of
their foot cannot be tagged. To extend this
idea further you can introduce a rule
limiting their time on a den to, say 5
seconds.
You could introduce some obstacles but
make sure that they are safe. Throw-down
spots make excellent land-mines on this
game, children must avoid touching them
thereby introducing an element of agility to
the game.

Learning Objectives




Fun cool-down or warm-up
Cardiovascular fitness, running fast over short distances
Reaction

Resources


Activity area
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Poisoned Spot
How to play this game:
Draw a large circle, a metre or so in diameter, on the floor. The children then join hands to form a circle around the
chalk circle. The idea is to avoid touching the chalk circle with your foot while trying to pull other children on to the
poisoned spot. Make sure the children do not let go of each other’s hands. Anyone who touches the spot or drops
hands is out.

Adaptations
Change the circle so that you have a thick
line. Only players who are pulled onto the
line are out so a child can step inside the
circle just not onto the line.
Have the children facing outwards instead
of inwards.
Give children a short piece of a skipping
rope to hold onto so that the players are
linked by a rope. Be careful that the rope is
smooth and you may wish to tie hand holds
into is so that children do not get rope
burns.
Change the shape in the middle, if the
shape is changed to an oval then the
children closest to its widest points will be
more at risk, this will mean that they will try
to pull the circle around whilst others are
trying to pull inwards.

Learning Objectives



Turn taking
Can be used as a fun cool-down

Resources


Activity area
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Queenie or Got It
How to play this game:
One child, who has hold of the ball, stands with his/her back to the other children, who stand a little distance
behind him/her. The child then throws the ball over their shoulder without looking at the other children. If any
child succeeds in catching the ball before it falls to the ground then that player takes the place of the thrower.
However, if the ball bounces or rolls then a player picks it up and holds it behind his/her back. The other children
then put their hands behind their backs and they call out “Queenie” or “Got it!”. The thrower turns round and tries
to guess who is holding the ball. If he/she guesses correctly then they throw again. If not, the person who has the
ball becomes the thrower.

Adaptations
If there are a large number of children, try
having two or three people throwing the
ball, each with a different type of ball.
Change the distance between the start line
and the thrower.
Use a different ball such as tennis ball.
Change the requirement for the children to
run to catch the ball to hopping/jumping
/side-stepping etc.
Give the thrower a longer time by giving
them three lives, change the thrower once
they have lost all of their lives.
Play as a team game with children wearing
different colour bibs. Teams can score points
by catching the ball and bonus points if the
thrower does not guess who is Queenie. If
you are playing this with teams its best to
nominate one child to always be the
thrower or the adult/leader acts as thrower.
Give extra points for the funniest voices
when the children call “Queenie”

Learning Objectives




Taking turns
Running and catching
Can be used as a fun cool-down or warm-up

Resources



Activity area
Bouncy soft ball
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Rabbit Run
How to play this game:
Divide the children into five teams – rabbits, rats, mice, cats, birds (you can use colours or other names if you wish).
The rabbits stand in the middle of the playing area while the other groups stand in a corner each.
The leader calls out the name of two groups (not rabbits). These groups must try to swap corners. The rabbits try to
catch anyone running across the area. Children that are caught join the rabbits. Continue until everyone has
become a rabbit.

Adaptations
Change the method of travel for the
children to, say, skipping or hopping.
You can choose to let the children run
outside of the area or not. If you do you may
want to put a limit on how far away from
the playing area they are allowed to go.
Increase or decrease the number of rabbits
you have.
Introduce a rule whereby if the rabbit catch
a number, say 3, of one team, they swap
places with that team.
Use this as a drill for tag rugby and get the
children to tag players by placing two hands
on them.

Learning Objectives




Fitness and running over a short distance
Co-ordination and agility
Can be used as a fun warm-up or cool-down

Resources


Activity area
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Rats and Rabbits
How to play this game:
Get the children to stand next to each other facing away from their partner. All of the children on one side are ‘Rats’
and the children the other side are ‘Rabbits’. Mark a line about 5m away from each set of children. The adult/leader
calls out either “Rats” or “Rabbits”. The children who are called have to run to their line whilst their partners have to
turn and try to tag them before they reach the line. Award children a point if they win by either getting to their line
without being tagged or for tagging their partner.

Adaptations
Change the method of travel for the
children to, say, skipping or hopping.
Have the players stand facing each other
about a metre apart from each other. Here
the children that are called have to turn and
run whereas the chasers are already facing
in the right direction.
Make it a team game by allowing chasers to
tag any member of the opposite team.
Have a link to Modern Foreign Languages
by using two of the French or Spanish
words that you have learned that week.
Increase the distance that the children have
to run to get to the line.
Use this as a fun warm-up or drill for tag
rugby by making the taggers catch a player
by tagging them with both hands at the
same time.

Learning Objectives




Fitness and running over a short distance
Co-ordination and agility
Can be used as a fun warm-up or cool-down

Resources


Activity area
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Red Letter
How to play this game:
A person is picked to be the leader. He stands with his back to the rest of the players who stand 10 metres back
from him. The leader calls a letter of the alphabet (for example “A”). If a player's name contains that letter the player
can move a step forward. The number of steps forward depends on the number of that letter in his or her name. So
for example if the letter “E” is called out, a player called ‘Stephen’ would move forward 2 steps. The leader continues
calling out letters until someone reaches the leader.

Adaptations
Use different cues. Instead of letters, for
example, you could ask questions such as
“Do you support Newcastle?”; “Are you
wearing blue trainers” and for every time a
player would answer “Yes” they instead take
a step forward.
This can be used as a cross curricular activity
for Modern Foreign Languages with the
child at the end given a stack of cards with
questions on in, say, French. So for example
if they call out “Chemise rouge” or “Cheveux
noir” then all the children wearing a red
shirt or with black hair would step forward.
The adult/leader can prepare a stack of
question cards that relate to the MFL subject
that they have worked on that week.
You can change the method of travel to
jumping, this is a particularly good drill for
learning the standing broad jump.
You can develop this into a fun tag game
whereby the player at the end can shout out
a keyword such as “Tag” and turns around
and has to try to tag players before they get
back to their start line. You can also get the
children approaching the calling child to try
to tag them before the keyword is called so
they have to be very quiet in their final steps
forward.

Learning Objectives



Co-ordination
Can be used as a fun warm-up or cool-down

Resources


Activity area
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Relay Hockey
How to play this game:
Divide the children into two teams. The teams stand opposite each other, approximately four metres apart. Number
each member of the two teams. At either end of the playing area make two small goals using cones.
In each goalmouth, lay a hockey stick. In the central playing area, lay one ball on the ground. The leader then calls
out a number, e.g. “Number six!”
Both children that are number six then run to their team’s goal, collect the hockey stick and run to the central
playing area. They then try to dribble the ball into the opposition’s goal. If a child scores a goal then both children
return to their place. Replace the ball and the hockey sticks and pick another number. If, after a time, no child has
scored a goal, stop the game, and say that game was a draw. The children return to their place and the game
continues with the leader picking another number. The team that has scored the most goals is the winner.

Adaptations
An alternative is to use a football and
practice your dribbling skills.
Get the children to dribble the ball in and
out of their teammates.
Introduce other game skills that the children
have to complete, for example, turns and
stick skills.
You can make changes to the route that the
players have to take from collecting their
ball and stick and going towards their goal
by laying out some additional cones.
Introduce a goalkeeper into the game, this
position can be rotated by the adult/leader
shouting out two numbers, the first number
called relates to the position of the child
collecting the hockey stick and ball and the
second numbered child goes straight into
goal.

Learning Objectives




Turn taking
Dribbling skills
Can be used as a fun warm-up or cool-down

Resources





Activity area
Hockey sticks
Tennis balls
Marker cones
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Relays
How to play this game:
Split the children into teams and line them up as shown in the diagram. Set some cones out in front of each team.
At each cone the leader will choose an activity that must be completed (5 x star jumps; stand on one leg for 10
seconds etc.). Teams complete the course as per a normal relay race whereby one child goes at a time and then
high-fives the next child in their team for them to complete the course. The winning team is the one who completes
the course first and all children are sat neatly in a line.

Adaptations
Change the method of travel (or change the
method of travel between each cone i.e. run
to the first cone; hopscotch to the second;
side-step to the third etc.)
This can be used as a skills drill or warm-up
for any dribbling game. For example give
each team a basketball and they have to
dribble the ball along the course, use sport
specific tasks at each of the cones e.g. at the
first cone pass the ball between your legs 5
times; at the second cone sit down and then
stand up whilst still bouncing the ball etc.
You may even want to get the children to
pass the ball to the next player as their last
action.
You can introduce any task that you want at
the cones. Use skipping ropes and hula
hoops to have some really exciting
challenges. Even better is to get the children
to come up with ideas for their own relay
tasks.

Learning Objectives




Fitness and running fast
Co-ordination and agility
Can be used as a fun cool-down or warm-up

Resources



Activity area
Cones
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Road Signs
How to play this game:
Mark out an area of the playground and get children to stand in any space. Children have to run around and
respond to different instructions which are given as road signs. You can use:
No right turn – Children have to turn to the left
No left turn – Children have to turn to the right
Dead end – Children have to turn and run in the opposite direction
Roundabout – Children have to run around in a small circle
30 miles per hour/70 miles per hour – Children have to slow down/speed up
Traffic lights – Children have to stand still for 2 seconds, jog for 5 seconds and then speed up
Zebra crossing – Children have to hopscotch (hop, jump, hop, jump) for 10 seconds

Adaptations
Change the method of travel, e.g. skipping,
hopping or jumping.
You can easily introduce a range of different
road signs, why not get the children to
make suggestions?
You can use this game as a warm-up or drill
for any dribbling game with road signs
relating to actions such as turns or skills.
You can introduce some exercise tasks into
the game so for example the instruction
“Speed bumps” could relate to 5 star jumps.
You can easily make this a competitive game
by giving each child 3 lives, the last child to
complete an action loses a life.
Introduce some ‘parking spaces’. When the
leader/adult shouts “Parking” the children
have to all get into a parking space. These
can be hoops on the floor or a coned area.
Again you can make this a more competitive
game by reducing the number of parking
spaces by one each round and the child who
is last to get to a parking space (or who
doesn’t find one to get into) is out, similar to
musical chairs.

Learning Objectives




Running fast over short distances
Co-ordination
Can be used as a fun cool-down or warm-up

Resources


Activity area
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Robin Hood
How to play this game:
Split children into 4, 5 or 6 teams and number them 1 to 4 or 5. If there are 4 teams set the teams out as below
behind 4 hoops in a square, if you have 5 teams have a pentagon shape etc. When the adult/leader calls out a
number, those children with that number have to run out and steal a marker or bean bag and return it to their
hoop. They may only carry one marker at a time. Markers can be ‘stolen’ from other team’s hoops. The first team to
get 3 markers in their hoop is the winner.
If you have 4 teams have between 7 and 9 markers, for 5 teams you should use between 11-13 markers. You can
reduce the number of markers to make it harder for teams to win. Issue a point for every round a team wins but
deduct points if other members of a team try to interfere with the game by trying to defend the markers in their
hoops.

Adaptations
Change the method of travel, e.g. skipping,
hopping or jumping.
The number of cones/beanbags/markers
can be reduced but it becomes harder to
win with fewer markers.
Introduce one marker or cone which is
differently coloured, this marker can be
worth the equivalent of 2 ordinary markers.
Alternatively put a sticker on the underside
of one of the markers and children will only
know that it is worth 2 when they pick it up.
You can make the playing area bigger but
be careful if the hoops are more than 10m
from the centre then children are going to
tire quite quickly.
Have two or even three runners from each
team on at any one time.

Learning Objectives






Taking turns
Co-ordination
Running fast over short distances
Cardiovascular fitness
Can be used as a fun cool-down or warm-up

Resources




Activity area
Hoops
Cones
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Rock Paper Scissors Baseball
How to play this game:
Set up four cones in a baseball diamond configuration. Split your children into two separate teams, lining both
teams up at home base. When you say "Go," the first player from each team begins walking heel to toe around the
bases in opposite directions as quickly as possible. Wherever the two players meet, they face off with a quick game
of rock-paper-scissors. The winning player continues walking around the bases, and the losing player runs home as
quickly as possible. When the losing player reaches home, the next player on his team may start walking the bases
to head off the progressing player. This continues until one team has made it all the way around the bases a set
number of times

Adaptations
Change the method by which a player is
allowed to travel, say, jumping or hopping.
Don’t allow the players to go too fast else
the game could be over very quickly.
Change the challenge that the players have
to do when they meet, so you could say
when they meet they have to do 5 starjumps and then sit down with the player last
to sit down being the one who has to return
to home base.
You can get the child who walks all the way
around the bases, thereby scoring a homerun for their team to return to the back of
the queue, alternatively allow them to
continue until they lose a game of rockpaper-scissors.
Use this a cricket drill by having just two
bases and each team starting from a
different base. Players score a run if the get
to the opposing end and back again.

Learning Objectives



Co-ordination
Can be used as a fun cool-down

Resources



Activity area
Cones
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Round the Court
How to play this game:
Mark out an area of the playground with a dividing line separating the court/playing area. Put one player in each
half of the court with the others lining up behind each half of the court. One player serves the ball by hitting it with
their hand into the opposite side of the court. The ball must bounce in the marked area. The player who has just hit
the ball then runs clockwise to join the back of the line at the opposite end. The player who receives the ball must
catch it before it bounces twice and hit it back into the opposite end of the court before running clockwise to join
the opposite queue of children. If a child hits the ball out or fails to catch it before it bounces twice loses a life.
When you get down to just two remaining players these two children continue to play but stay in one half of the
court. The child with remaining lives at the end is the winner.

Adaptations
Introduce a raised barrier using a short
tennis net or some cones.
Make the court larger to make it a harder
game for the children.
If you want to use a short tennis/badminton
court or table tennis table and racquets/bats
this is an excellent warm-up or drill exercise
for that particular sport.
This is also an excellent drill for improving
catching, use a tennis ball for a great
catching drill for cricket or rounders.
Give the children who are ‘out’ having lost
all of their lives a task to complete, such as a
short exercise circuit, in order to earn back
one or all of the lives and they can re-join
the game

Learning Objectives




Fitness
Co-ordination
Can be used as a fun cool-down or warm-up

Resources



Activity area
Volleyball
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Rugby Ball Tag
How to play this game:
Mark out a playing area using cones, chalk or existing playground markings. One third of a netball court is ideal.
One child holds a rugby ball. The other children run around the area. The child who is ‘on’ chases after the children
trying to touch them with the rugby ball. If he/she does touch another child with the ball, then the rugby ball is
given to the child who was touched and they are now ‘on’.
The game continues. To encourage the correct technique, the children should hold the ball in both hands and try to
touch another child with the pointed end of the ball.
The child who is ‘on’ is not allowed to throw the ball. He/she must have hold of the ball when they tag another
child.

Adaptations
This is an excellent drill to teach children
how to hold a rugby ball and can be used as
a fun warm-up for the start of any rugby
lesson.
Replace the rugby ball with a hula hoop for
‘hula hoop tag’. In this version the player
who is ‘on’ carries a hula hoop and tries to
catch a player with the hoop. Throwing of
the hoop is not allowed.
Increase the size of the area or change the
method of travel for children playing the
game.
Introduce a second tagger without a ball.
The tagging team can pass the ball to each
other but other players can only be tagged
by the ball carrier.
Set this up as a team game with half the
children wearing bibs or sashes. Give both
teams one ball. The task for each team is to
try to pass the ball and tag opponents who,
once tagged will leave the game. The team
that wins will be the one with the last
remaining player(s).
Increase the amount of ball carrying taggers
that are on.

Learning Objectives




Rugby handling skills
Co-ordination
Can be used as a fun warm-up or cool-down

Resources



Activity area
Rugby ball
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Shark Attack
How to play this game:
Divide the children into three or four teams and name each team after a fish, e.g. Cod, Haddock, etc. A child stands
in the centre of the playing area; he/she is the ‘shark’. Each team stands and waits in a different corner of the
playing area. The adult/leader then calls out the name of a team, e.g. “Haddock”. That team then jogs around the
child in the centre.
After a short time, the adult/leader calls out “Shark Attack!”. The children try to get back to their corner before the
shark tags them. If they get back safely then they wait for their next turn; if they are tagged by the shark, they too
become a shark and wait in the centre of the playing area.
The adult/leader then calls out the name of another team and they jog around the sharks. The game is repeated
until all the children have been captured.

Adaptations
Change the size of the space.
Put a circle of cones around the shark that
the team that is ‘on’ have to run around. The
shark must not leave this space until you call
out “shark attack”. The circle can easily be
made bigger as you have more sharks or
smaller if the sharks are not catching
anybody.
Have two or more teams ‘on’ at any one
time.
Make this a team game by giving each team
a set of coloured bibs. The team that wins is
the team that has the last remaining child.
Call out two team names, these teams have
to cross over and run to each other’s space,
call out “shark attack” quite quickly after
naming the two teams that are on.
Create ‘safe zones’ for each of the teams in
areas that are directly opposite where they
need to return to. Limit the time that a child
can stay in their ‘safe zone’.

Learning Objectives





Keeping fit, cardiovascular fitness
Fun warm-up
Co-ordination and agility
Taking turns

Resources


Activity area

www.peak-sport.co.uk

Rhyme Skipping
Using skipping rhymes is a great way to help children develop skipping and co-ordination skills. Here we have given
you a wide range of skipping rhymes and games that you can use.
Teddy Bear

Down, Down

Playmate

Teddy bear, teddy bear, turn around
Teddy bear, teddy bear, touch the
ground
Teddy bear, teddy bear, shine your
shoes
Teddy bear teddy bear, read the
news
Teddy bear, teddy bear, go upstairs
Teddy bear, teddy bear, say your
prayers
Teddy bear, teddy bear, turn out the
light
Teddy bear, teddy bear, say good
night

Down, down baby
Down by the roller coaster
Sweet, sweet baby
I’ll never let you go
Shamma, shamma, roo, roo
Down, down baby
Down,down baby
DOWN!!

See, see my playmate
See, see my playmate
Come out and play with me
Under the apple tree
Slide down the drainpipe
Into the cellar
Where we’ll be best friends
For evermore, more, more, more
MORE!

Nice Cuppa
I like coffee, I like tea
I want .....(insert name)...... to skip
with me

Cinderella dressed in yella
Went to the ball and kissed a fella
How many kisses did she get
1234567...............

One child jumps in to the rope
turned by two other children.

The skipper chants and continues to
count until they snag on the
skipping rope.

He/she skips and sings the rhyme.
They keep skipping while the child
that joins them sings the rhyme.
When the second child has chosen
a skipper the first child leaves.
Pears and Plums
Apples, oranges, pears, plums
Tell me ....(name of skipping child)....
when your birthday comes
January, February, March, April.......

The children chant the rhyme and
the skipper carries on skipping until
his/her birthday month is said.
He/she then runs out and the next
child jumps in, swapping every time
their birthday month is said.

Skippers chant while skipping on
the last ‘down!’ the skipper ducks
down and runs out.
Cinderella

Apple crumble
Apple crumble makes me sick,
It makes my heart go 2, 4, 6
Hey you wanna jump?
Here comes ...(child’s name)... with
their hair up in a bunch
She can walk she can talk ,she can
do anything but
She can’t skip with her eyes shut
Cowboy Joe
Cowboy Joe from Mexico
Hands up!
Stick ’em up! (Stick your hands in
the air)
Drop your guns and pick ‘em up
(Bob down and up again)
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Chinese Restaurant
I went to a Chinese restaurant
To buy a loaf of bread, bread, bread
They wrapped it up in a five-pound
note
And this is what they said, said, said
My name is Andy Pandy
Sugar and candy
Roly Poly
Chinese chop sticks
The Queen does a curtsy
The King does a bow
The boys go (blow a kiss)
And the girls go, “Wow!”

Double, Double
Double, double, this, this
Double, double, that, that
Double, this, double, that
Double, double, this, that

My Mother
My Mother said
That I never should
Play with the outlaws
In the wood
My Mother said
That would I please
Not come home
With dirty knees

Snatch and Run
How to play this game:
Divide the children into two teams. The two teams stand or sit approximately three to four metres away from each
other. Number each member of each team. Put the five balls in the middle of the central playing area. Then call out
a number, e.g. “Number seven!”.
The two children that were named ‘Number seven’ run into the central area. They take one ball each and return it
to their place. They return to the central area and take another ball, which again they take back to their place. The
two children then have to race to snatch the last ball and return to their place with it. The first child to have three
balls in their place is the winner. Replace the balls in the central area and select another pair of children.

Adaptations
Increase the size of the playing area for a
more cardiovascular workout.
Increase the number of balls making sure
that you always have an odd number.
Change the method of travel, e.g. jumping
or hopping.
Increase the number of balls in the middle
and have two numbers running at different
times.
Introduce a relay element whereby the first
child after getting one ball tags any
teammate who then has to do the next run.
Introduce two hoops on the floor, one
between each team and the balls. The
player who is ‘on’ has to complete a short
task or exercise in the hoop before
collecting a ball, for example, 3 star jumps.
This can be used as a rugby passing drill
whereby the player running to the rugby
balls has to collect one and pass the ball
back to one of their teammates. This
introduces the concept of having to pass
backwards.

Learning Objectives





Taking turns
Running fast over short distance
Agility and reaction speed
Can be used as a fun warm-up

Resources



Activity area
Balls
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Snatch the Hat
How to play this game:
Players stand or sit in either a large circle or two lines opposite each other. In the centre of the circle, or between
the lines, place the hat. Then call out the names of two children who are sitting opposite each other.
These two children then try to grab the hat and return to their place before the other child tags them. A child can
only be tagged when he/she has the hat. If a child returns to his/her place with the hat before they are tagged,
they win. If they are tagged then the other child wins. Repeat.

Adaptations
Change the size of the circle.
Change the method of travel e.g. jump, hop
etc.
As long as the hat is in the middle of the
circle you do not need to use players who
are opposite each other.
Change this to a tag rugby drill by replacing
the hat with a rugby ball and to tag the
player with the ball the other child must
place two hands on them.
To further develop this drill you may wish to
call out 3 players at a time.
Make the game so that instead of returning
to the space that they left in the circle the
player with the hat or ball can choose to
return to any of the spaces created by any of
the children that you have called to play
that round. This introduces defensive
positioning and attacking decision making.
Introduce a 2 v 2 scenario whereby the team
that gets the ball first can pass it to their
team mate.

Learning Objectives





Keeping fit, cardiovascular fitness
Taking turns
Running fast over short distance
Co-ordination and reaction speed.

Resources



Activity area
Hat or ball
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Splat!
How to play this game:
Get the children to stand in a circle around the adult/leader. Get each child to make a ‘Splat Gun’ with their hands.
When children shoot their gun they must shout “Splat!”. The adult/leader begins to use their ‘Splat Gun’ and
splatting children. When splatted by the adult/leader that child must duck down, the children who are still in the
game who are either side of the child who has ducked must try to splat each other. The child who splats first stays
in the game, the other child sits down and is out. The child splatted by the adult/leader returns to the game by
standing up. When you only have two children remaining they stand back-to-back in the middle of the circle, the
adult/leader will give them a keyword upon which they must turn and try to splat their opponent, for every other
word the adult/leader says they must walk one step forwards and further away from their opponent.

Adaptations
If your school does not like ‘shooting
games’; get the children to pretend to throw
custard pies at each other.
This is a good way to get the children to
practice foreign vocabulary, so if you are
learning colours in French have different
coloured games, the first where the children
have to shout “noir”; the second game
“blanc” etc.
Games are usually over very quickly but you
may wish to introduce a task or activity that
children who are out have to perform. This
can be as simple as performing five star
jumps or jogging clockwise around the circle
before retaking their place, sitting down in
the circle.

Learning Objectives




Co-ordination
Reaction speed
Can be used as a fun cool-down

Resources


Activity area
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Starlight
How to play this game:
Get the children to sit in a circle. Go around numbering them 1, 2, 3, 4, 1, 2 etc. Place 4 differently coloured markers
or bean bags in the centre of the circle. When the adult/leader calls out a number the children with that number
have to run clockwise around the circle and enter the circle from where they started and try to grab a marker. The
adult/leader who has the same 4 coloured markers or beanbags behind their back or in a bag picks one at random,
the child with that colour wins and is promoted to starlight. Races continue using different numbers and ‘starlights’,
winners of starlight races get promoted to moonlight, winners of moonlight races get promoted to sunlight etc. Try
to have a final point e.g. supernova-light and the winner of that race is declared the overall winner. Don’t worry if
there are more runners than markers in the middle of the circle, only the first 4 back get a marker.

Adaptations
Change the method of travel, e.g. skipping,
hopping or jumping.
If you have a smaller number of children use
the numbers 1-3 and only have 3 markers in
the middle.
Try not to have too many children running
around the outside at any one time (7 is
your target maximum) but don’t be afraid to
have two sets of pupils running at the same
time. For example, later in the game when
you only have 2 or 3 of each number left (as
all others have been promoted) get, say, 1s
and 2s running together.
Whereas we would advise that you always
ensure that children are running in the
same direction, do not be afraid to change
the direction with calls of “Clockwise
number 2s” or “Anti-clockwise moonlights”.
You can use any words that you like for this
game. Try starting by naming children
apples, oranges, bananas and lemons and
promote to peach, then to strawberry, then
to papaya etc.

Learning Objectives






Taking turns
Co-ordination
Reaction time
Running fast over short distances
Can be used as a fun cool-down or warm-up

Resources



Activity area
Beanbags or Marker cones
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Stuck in the Mud
How to play this game:
Mark out an area using cones, playground markings, coats or other suitable objects. A child who wears a sash/bib is
‘on’. The other children run around the area trying to avoid being tagged. If a child is tagged then he/she stands
still with his/her arms out to the side (like a scarecrow). These children can be freed and re-join the game if another
child passes under their outstretched arms.
For safety reasons, children must always go under a child’s arms from the front to the back. This is to avoid a clash
of heads when two children try to free the same scarecrow at the same time.
Play the game for 45 to 60 seconds before changing the child who is ‘on’.
If a large number of children are playing, try having two or three children ‘on’.

Adaptations
This is a great game for easily adapting and
you can easily change the stance that each
player has to form when tagged and how
they are released. For example you can link
it to a television programme, so if a child
says their Mum watches Coronation Street
when players are tagged they have to stand
on all 4s looking like the cat on the
programme credits and to release them
another child has to stroke the cat. If playing
at Christmas they can stand like a Christmas
tree with their hands pointed above their
heads, to release them another child has to
stand in front of them and shout “Ho! Ho!
Ho!” etc.
If using this as a football warm-up get the
children to dribble a ball around and if
tagged standing with it above their heads
with their legs apart, to free them another
player has to pass their ball through the
other player’s legs. This can also be adapted
for hockey or even basketball.
Introduce a change element whereby when
the adult/leader shouts “change” the person
who is ‘on’ has to give his sash or bib to the
player he or she next tags.

Learning Objectives





Taking turns
Spatial awareness
Agility and reaction speed
Can be used as a fun warm-up

Resources



Activity area
Cones
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Tadpoles
How to play this game:
Children are divided into two equal teams. One team forms a circle while the other team forms a line nearby. The
adult/leader stands in the centre of the circle and passes the ball to a child, who returns it to the adult/leader. The
adult/leader continues to throw the ball to each member of the circle while keeping count of how many passes
have been made.
While the ball is being passed in the circle, one member of the other team runs around the outside of the circle.
He/she returns to his/her team and tags the next runner and so on until every member of the team has run around
the circle. The runner’s then shout “Stop!” and the numbers of passes that have been made are noted. The teams
then swap. The second team tries to get around the circle quicker than the first team.

Adaptations
Change the way that the children travel
around the circle. They can hop, jump,
bunnyhop etc.
Change the size of the circle.
Allow the players running around the circle
to gain extra points by tagging a child in the
circle but only if they have hold of the ball
when they are being tagged. This
introduces an element of pressure on the
children in the circle and encourages them
to get the ball back to the adult/leader
quickly.
Convert to a drill for a ball sport by
introducing sport specific skills. If, for
example, you want to use this as a warm-up
for a football passing lesson, the children
have to pass the ball using a side-footed
pass.
Get the adult/leader to shout out a different
type of pass e.g. chest pass, bounce pass,
one handed pass and the child who receives
the ball has to return it in that manner.
Use a different sized ball for different rounds
with the smallest being worth 2 points per
pass.

Learning Objectives





Keeping fit, cardiovascular fitness
Taking turns
Co-ordination and throwing and catching skills
Running fast over short distance

Resources



Activity area
Ball
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Tag and Go
How to play this game:
Two lines of children stand or sit about 10 metres apart, facing each other. A child, who is ‘on’, walks along in front
of one of the lines. He/she taps another child; both children then run to one marker, run to the other marker and
then back to the space left in the line. The first child back stays in the line. The ‘loser’ then walks over to the other
line and selects someone to race against. The game continues with the child who is ‘on’, i.e. the loser, alternating
between the two lines.
You may want to introduce a rule that limits any child to be ‘on’ for three or four turns. This prevents the less
athletic children being stuck in the middle for too long.

Adaptations
Change the method of travel, e.g. skipping,
hopping or jumping.
To use this as drill for practicing a relay
handover, rather than the tagger simply
tagging a player before they race they must
hand them a baton.
To ensure that the tagger does not always
choose the less athletic child to run against
introduce a rule whereby the losing child
jogs over to the adult/leader who tells them
who they should choose from the opposite
line.
Get the tagger to approach the line of
children from behind. If you do this make
sure that there is enough space between
the children for the tagger to run alongside
the player that they have tagged.
Get the tagger and the tagged child to run
to different cones first, as long as both
children run around each of the markers
then they both cover the same distance.

Learning Objectives





Taking turns
Running fast over short distance
Reaction time
Can be used as a fun cool-down or warm-up

Resources



Activity area
Cones
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Target Ball
How to play this game:
Draw a large circle or place a hoop on the floor. On either side of the circle draw a line about 1 metre away:
A child from one team, standing behind the line, throws the ball at the circle/target. The ball must bounce within
the circle and then over the opposition’s chalk line. A child from the opposition catches the ball and then throws
the ball at the target making sure it bounces within the circle and over the line. The game continues. Points are
awarded to a team if:
• Someone throws the ball into the circle, it bounces out across the line and the opposition fail to catch it.
• The ball fails to bounce in the circle or cross the line – a point to opposition.
• If a team member steps across the line – a point to opposition.

Adaptations
Play a version whereby children are out if
they do not catch the ball or miss the target.
Continue until you have one remaining
player who is the winner.
This game works well indoors for a wet
break activity, try using a table as the target.
Play rounds of games. In the second round
make it harder by moving the line
backwards, keep moving the line backwards
for each round.
You can change the size of the ball either
from the start or in each round give the
children a different ball to play with.
Make the circle/target smaller after each
round of play.
This can be adapted to a basketball or
netball drill quite easily and makes a great
way to warm-up prior to a drill on the
bounce pass.
Make the game harder still by limiting each
player to using one hand. Make it harder by
getting children to use their non-dominant
hand to throw and catch.

Learning Objectives




Fun warm-up
Throwing and catching skills
Taking turns

Resources



Activity area
Ball
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The Guard Tower
How to play this game:
Set up a skittle in a hoop. One child stands in front of the skittle guarding it, they cannot stand inside the hoop. The
other children stand two to three metres away from the skittle. The other players try to knock the skittle down
using the balls, they cannot move with the ball. The defender is allowed to block the balls, catch them or kick them
away from the skittle. Whoever knocks the skittle down becomes the new defender. It may be helpful to draw a line
on the ground that throwers must stand behind.

Adaptations
An alternative is to use a soft football
instead of small soft balls. The children have
to kick the ball at the skittle. If you use this
version, make the children stand further
away from the skittle and the defender.
Have the players with the balls stand in a
large circle around the outside. Use two
defenders for this but this will save you time
and you won’t have children constantly
retrieving balls that they have thrown.
Have different lines, some closer than the
others, put the children with weaker
throwing skills on the lines closer to the
skittle.
Gently rest a tennis ball on top of the skittle.
Then give the children smaller sponge balls
and get them to throw these, this can be
used as a fielding drill for rounders or
cricket. The small balls are unlikely to knock
over the skittle but will dislodge a tennis ball
resting on top.
If there are a large number of children
playing, use more skittles and more
defenders.

Learning Objectives




Turn taking
Throwing skills
Can be used as a fun warm-up or cool-down

Resources




Activity area
Skittle
Soft balls
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Traffic Light Lines
How to play this game:
Use existing playground markings or, if playing indoors, use the walls and the centre of the hall. One line is red, the
central line is amber and the other line is green.
To start the game, the children stand on the amber line. The adult/leader calls out, for example, “Red”. The children
all run to the red line. The adult/leader then calls out another colour and the children run to that line. The game
continues. You may want the last child to reach the line to be out or carry out a forfeit before re-joining the game.

Adaptations
Change the method of travel, e.g. skipping,
hopping or jumping.
You can change the game to use the four
sides or corners and use North, East, South
and West. This can be particularly useful if
you are looking for a cross curricular activity
if teaching the compass points.
Introduce tasks or exercise that the children
have to complete when running between
the lines. For example, between amber and
red the children have to do 5 star-jumps and
between amber and green three burpees.
This is a very good warm-up for any
dribbling game such as hockey, football,
basketball or handball. This gets the
children not only working on their close
dribbling skills but also their turning skills.
Again you could introduce sport specific
skills that the children have to complete
between the lines.
This is good reaction game if the adult/
leader calls out the next line quickly, so if for
example the children are running towards
the red line the leader shouts out “Green”
and the children have to quickly turn and
run towards the opposite line.

Learning Objectives




Running fast over short distances
Co-ordination
Can be used as a fun cool-down or warm-up

Resources


Activity area
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Traffic Lights
How to play this game:
Mark out an area or use existing playground markings. The children gently jog around the area waiting for the
adult/leader to call out instructions. When the adult/leader calls out a colour, the children must do the appropriate
action, for example:
• Red Stop and freeze
• Amber Jog on the spot
• Green Sprint into a space safely

Adaptations
Change the size of the space.
Give children a number of lives, if they do
not remember what they have to do or
hesitate before completing the action they
lose one life.
You can change the actions to simple
exercise such as star-jumps.
Make this game sport specific by giving
children equipment and asking them to
perform skills. For example, let each child
dribble a football around the area and have
actions such as drag-back turn, outside hook
etc.
To encourage children to look up and be
spatially aware the leader can walk around
and tag players whilst they are jogging
around.

Learning Objectives




Keeping fit, cardiovascular fitness
Fun warm-up
Co-ordination and agility

Resources


Activity area
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Transport
How to play this game:
The children stand in a large circle. Give each child the name of a type of transport, e.g. bus, train, car, motorcycle,
plane. The leader then calls out a type of transport, e.g. “Plane!”. All the children that are planes run around the
circle and back to their place.
The first child back to their place is the winner.
Younger (and older) children enjoy making suitable noises and actions as they run around the circle. When the
leader calls out “Transport!”, everyone runs around the circle and back to their place.
A variation is for the last child who gets back to their place to sit down or drop out of the game.

Adaptations
Change the method of travel e.g. jump, hop
etc.
Give players coloured bibs to turn it into a
team game, have one of each named
transport type in a different team.
Give children a direction of travel after you
have called out a transport type e.g. “Plane,
clockwise.” Don’t have two animals playing
a game running in different directions as
you do not want children running into each
other.
Change the game so that the first child to
tag a player in front of them wins the round.
For this you will have children running
around the circle more than once.

Learning Objectives





Taking turns
Running fast over short distance
Agility and reaction speed
Can be used as a fun cool down

Resources


Activity area
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Wacky Races
How to play this game:
Split the children into 4 teams, each team have a hoop. Place a marker cone about 20m away from each team. The
adult/leader demonstrates an action that the players have to do with the hoop and the noise they have to make.
This can be using it as a steering wheel and makes the sound of a car or a police car; holding the hoop in front of
them as if it is a front wheel and making the noise of a motorcycle; holding the hoop above their head and making
the noise of a helicopter etc. The first child in each team runs to the cone making the appropriate action and noise
and returns to their team giving the next child the hoop. The winning team is the team that gets all of their players
home and sits neatly in their line.

Adaptations
Change the piece of equipment and use
your imagination as to what noises the
players should make. For example use a
marker cone as a hat and children have to
pretend they are soldiers and have to race
whilst pretending to shoot a gun.
You can change the method of travel as is
appropriate. Try not using equipment but
getting the children to pretend they are
animals whilst making appropriate noises.
E.g. jumping whilst pretending they are
rabbits; running on all fours pretending they
are lions etc.
Increase the distance that the cone is from
the teams.
Make the children each have to go twice or
even three times.

Learning Objectives



Running fast over short distances
Can be used as a fun cool-down or warm-up

Resources




Activity area
Cones
Hoops
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What’s the Time Mr Wolf?
How to play this game:
Adult/leader turns their back on the children. The children creep closer and closer to the adult/leader asking,
“What’s the time, Mr Wolf?”
The adult/leader replies,
“It’s ................. Time.”
Say its “Day time, David’s time...” or anything that makes the children a little nervous! The children creep closer and
ask again, “What’s the time, Mr Wolf?”
When the adult/leader calls out “its dinner-time!” they turn around, chase the children and try to tag them. Repeat
with a child as Mr Wolf.

Adaptations
Adult/leader can call out times such as “Its 4
o’clock”. On each numerical command the
children must take that many steps forward
so for 4 o’clock the children can only take 4
steps forward.
You can add a catch the wolf element
whereby the children if they tag the adult/
leader whilst they have their back to the
group can win the game. This creates a
dilemma for each player as to either take
small steps to be far away from the wolf
when he/she turns around or to try to take
big steps and creep up on the wolf to try to
catch the wolf and win.
Introduce some safe places or dens using
throw-down spots. If a player is on a spot
when the wolf turns and chases them they
cannot be tagged, however the player only
is home when they return to the starting
line so if they are being chased by the wolf
they can stay safe but must choose when it
is safe to leave the safe place and run to the
home line.
Play this as a team game whereby players
can free each other (similar to stuck in the
mud). How can they work together to get as
many of their players back home as they
can?

Learning Objectives




Taking turns
Decision making
Can be used as a fun cool-down or warm-up

Resources


Activity area

Increase the distance between the wolf and
the home/start line.
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Wolves and Sheep
How to play this game:
Divide the playground into three sections. In the middle stand 3 children, these are the wolves. All of the other
children stand in one of the outer thirds. When the adult/leader shouts “Go” the sheep have to try to get into the
opposite sheepfold without being tagged by the wolves. If they are tagged they lose a life and the last remaining
sheep is the winner.

Adaptations
This is an excellent game for cross curricular
links with Modern Foreign Languages. Call
the 2 end sections “la pré” (the meadow) or
“le bergerie” (sheepfold) and the middle
section “la forêt” (the forest). This can be
adapted to use any French or Spanish
words.
Change the method of travel so that all
players have to jump, hop or skip.
Change the game so that for a player to get
out they have to be tagged by two of the
wolves, this encourages the wolves to work
together and develop a basic strategy.
Turn this into a team game by having half of
the sheep wearing bibs or sashes. You can
of course have lots of teams, all wearing
different colours. The team with the last
remaining child/children wins. This is useful
to develop teamwork amongst the children
who are sheep and helps them devise basic
strategy.

Learning Objectives




Running fast over short distances
Co-ordination
Can be used as a fun warm-up or cool-down

Resources


Activity area
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