OUTDOOR RECESS STRATEGIES

It is the child in man that is the source of his uniqueness and creativeness, and the
playground is the optimal milieu for the unfolding of his capacities and talents.
Eric Hroffer, (1902-83), philosopher



The Recess Supervisor Should Go Over The Following Rules With
The Students Early In The School Year

No pushingrunning or shaing on equipment

No tadkling of ary kind

Swing in one diection ony-No swinging sidevays or twiling

Count to 30 (winging forward and bak counts as one) theslow down to get off

Ask pemission to etrieve ary ball tha goes out of the plaground aea

You rnrust g down slide on pur bottom and gu can NQ walk up the slide

No spitting

You nrust alvays sty within the designizd plasground boundaes

At the end of ecess a signal will baygen (whistle etc) On the signalyou ae to immedigely
stop actvity and pidk up all equipmentgu used and brg it to the equipment bial. You will
then line up quikly a the designied aea to @ inside

10. Also, you should hee a discussiontmut not name calling andilbying
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During the Orentaion you should hee a discussion with the studenb®at hav to AVOID a
CONFLICT and vina to do when a CONFLICT occur

CONSEQUENCES:

If a Playground wule is boken d@ a minor leel the student will g to a 5 minite time out ha desig
naed spot on the pj@round and then be alleed to eenter actiity. The second éénse wuld be
a 10 mimute time out and the thinvould result in a disciplinedrm sent home and signeg par
ent. If it is a major dense sud as fghting or where another student could become isplithe
student is immedtaly removed from actvity and sent to the disciplinefafe. This student mst
miss ecessdr a designizd time (2-3 dgs etc).



HOW TO AVOID A CONFLICT:

1.

TAKE TURNS - one peson mg go first todg and the net game the other pson m& go
first/flip a coin/lock paper sciss@/draw a stew

COMPROMISE - Both gve up something and botletgsomething
HUMOR - A good laugh wrks mirades. Remember to laugh the poblem and not the pson.

APOLOGIZE -“I'm sorry” doesnt mean“lI’'m wr ong”, it just lets the other pson knov tha
you ae sory about the situton.

GET HELP - If thee is a corfct that can not beasolhed @ to the ecess supeisor.

AVOID-Sometimes it not worth the botherLet the other pson hae it. Example’l am going
first? “O.K., go ahead

Put of resolving the coitct until you ae moe in contol.

REPLAY - If an agreement can not beadhed quikly, do not vaste pur recess time yamgu-
ing, simply replay tha pat of the game

RULES TO FOLLOW WHEN YOU HAVE A CONFLICT:

Identify the poblem

Focus on the mblem

Attack the poblem not the peson

Listen with an OPEN MIND

Trea the other peson’s feelings with espect

Take responsibility br your actions

ADDRESS THE PROBLEM WITH | STATEMENTS

| Feel (@A FeelingWord)
WhenYou (S&EWha Happened)
Because W Fae Efects)

| Want OrWould Like (StaA Possille Solution)



SUGGESTED PLAYGROUND RESOURCES

RESOURCES TO USE TO DESIGN A SUCCESSFUL PLAYGROUND

The Ultimae Playground and Recess Game Bogk®uy Bailey

www.FlagHousecom
WWW.Spottime.com

IDEAS TO OBTAIN EQUIPMENT ON A LIMITED BUDGET:

1.

2.

Scavenger Hunt - Send a list of desit equipment to pants and themay donde to the slool.
PTO Budget
Fund Raises suq as dimp for Heat and Hoopsdr Heat www.ameicanheat.org

Parent and StdfWorkDay to prepare the plgground (This could intude painting lines on the
playing surbice cleaning the pha area,putting up basétball nets etc...)



SUGGESTED PLAYGROUND ACTIVITIES

PURPOSE:

To teat stiategies stools can useof recredion outside of thelassoom or dumng recess.
Suggested actiities ae from a coporation wide suvey of elementay sdools. It is stongly rec
ommended tharecess should not be &k avay for a dasspom discipline situ@on.

TOP PLAYGROUND ACTIVITIES SURVEYED WERE:

1. Playground equipmentated \ery high among all of our $ools suveyed We ae induding
websites yu ma ched for piices and ideaswww.plasi.comandwww.summitsuppicolo.com
4 Squae

Tag Games

Kick Ball Lead Up

Rope dmping - Long and Indidual Activities

Soccer Lead Up Games

Basletball Lead Up Games

Students designwm game thastudents tedcto other student®f recess time

©ONO A WN



FOUR SQUARE GAMES

WHERE TO PLAY: Outside on pa&ement

NUMBER OF PLAYERS: 4 & one time

GRADE LEVELS: 2"“8" grades

EQUIPMENT: One plaground ball; talk if necessar

HOW TO PLAY:

Four Squae is plared \ery much like Two Squae. However, Four Squae utilizes a lager cout and
more players. The siz of the courcan ang from 8 by 8’ for the yunger students to 1@y 16’
for the upper elementagrades.The cout consist of bur equal squass,with ead labeledA, B, C,
and D The sever’s squae is nomally maked of with a line dewn diagonally acioss the squar

Before play bagins, eat of the plgers assumes a standing position in one of the §quaes.The
sewer (A) stats the gme ly bouncing the ball once behind thewseg line and with open hand
bas it into one of the other sq@s. The plaer receving the sere nust let it bounce once e

hitting it into another squer Play contirues until a&ult has been committe lone of the dur

players.

A fault is ary one of the dllowing: (1) steping over the line vhile sewing; (2) hitting a ball out of
bounds; (3) hitting a line with the ball; (4iling to retum a hit made toqur squae; (5) or using
an overhand thow or fist to hit the ball.

When a &ult has occued, the plagers shift positions. If the seer (A) commits adult,he mwes
to squae D, D moves to C.C moves to B B becomes the mésewer. The object is to mee up a
squae after eda fault and gentualy become the seer.

When plging with only four players, the one wo committed adult moves to squa D and the
othess rotae to fll in empty squaes. Havever, if a game has marthan éur players, the one o
commits a &ult leares the coudrand joins the line of pleers waiting to gt ba& into the @me A
player from the font of the line mees into squar D and the other the plgers move up one
squae.



KINDERGARTEN FOUR SQUARE

In most caseghe fve to seen year old tild has not deesloped the gility or coordindion to react
and ta the ball as calledf in regulation Four Squae. This version allavs the yunger dild to
play with successysubstituting ceching and tossing instead of the mal seve and tp. Four
Squae rles gply, except tha ead player cdches the ball after ther§t bounce in his squaiand
then underhand tosses it into anothauae. Play contirues in this édshion thoughout the gme

BEANBAG FOUR SQUARE

The game is plgied like regular four squae except tha scoops and a beanpare used instead of a
playground ball. Plger rotation stays the sameA foul is committed \wen (1) the bean bdalls
inside a plger’'s squae; (2) thowing the bean lpout of bounds; (3) thwing the bean kaso it
hits a line; (4) touleing or thowing the bean lawith a ley or am (arything other than a scoop);
(5) having the bean lafall out of the scoop; (6) and tiwing with an @erhand motion.

PADDLE BALL-FOUR SQUARE

This version of our squae is plyed eactly like Beanbg Four Squae except the mcquetball sia
padiles and tennis ballsewused Player rotation is the same asobr Squae. A foul is committed
when (1) a plger allonvs a hit ball to land inside his sgeaf2) the ball is hit out of bounds; (3) the
hit ball lands on a line; (4) and tching the ball with aything other than the pdte.

AROUND THE WORLD FOUR SQUARE

This fun \anation has similar gme wles of Four Squae with one gception-the ball has to be hit
in a cetain direction. If the serer seves to theight, the ball has to contire going aound the
squae to the ight. Howvever, the sever can ll, “left” and dang the diection agtime the ball
lands in his squar Contirue until someone commits auit.

DOUBLES FOUR SQUARE

This is the sameagne of leur Squae kut with two players (patners) & ead squae with one on
the squae and the other aiting outside the squarAs soon as the pauer inside the squarits the
ball, he quidkly gets out and his parer (who is waiting outside the squay st@s into the squar
prepared to hit the ne ball. Rartners contirue this svitching of throughout the gme Regular
Four Squae mles ae used so if one paer commits adult both paners g to the end of the ait-
ing line. This is a gea varation of Four Squae for those times tven couts ae limited

BATTLE FOUR SQUARE

Regulation Four Squae rles gply unless the seer calls out'Battle!” before seving. When this
happensthe sever can hit the ball to gone but the other plgers must alvays play the ball bak
to the sever. This contirues until a plger misses or the sar calls out'Battle’s over!” When the
“Battle’s over” call is madeplay resumes asegulaion Four Squae.

TEAM FOUR SQUARE

Team four Squae is a biger version of Doultes Four Squae. The squags need to be Iger than
those in egular Four Squae - @out 6’'would be idealThere can be 3-4 plers in eab squae
and unlike Doulles Four Squae; players sty inside their squas without alteraing tums. The
rules and duls ae the same as irgular Four Squae. This is a ged choice br those times hen
you have maty students andou want to lkegp them actiely involved



TAG GAMES

WHERE TO PLAY: Depends on the speuiftag game; havever, most can be piaed alywhere

NUMBER OF PLAYERS: Most tag games will need to va & least seeral players. An entire dass
can paticipate in most gmes.

SUGGESTED GRADE LEVELS: K-8" grades

EQUIPMENT: Most tag games inolve taggers, so pinnies(jesey's), balls,etc are often used to tell
them gart. Equipment mg also be used (dhbling and c&ching a ball br example) as parof
the maement equired

HOW TO PLAY: Since thee ae maiy forms of tay, see the speaif rules br eatr game

BLOB TAG

One of the studentsmorite games! Select tw players to hold hands and be thd#ob” The other
players scédter thoughout the plang area.The“blob” chases other pjers dtempting to tg them
with their outside handsTagged players hold hands with thelddo and become piof the gowing
blob. The Hob can neer break up—it just kes getting lager and lager until ezeryone is caught.

MINI BLOB TAG

Played actly like BlobTag except the lbob breaks up in pagwhen it hasdur players.
Subsequentlbbs will do the sameAs in regular BlobTag, the Hobs nust hold hands andtampt
to tag othes with their outside hands. Because of thegased andrgwing number of lobs, this
game will end nuch sooner thanegular BlobTag. This is a ged game with a lot ofunning and
movement.

STUCKIN THE MUD

This is another conturous unning game with lots of fun action. Desigiea3-6 plgers to be the
“Its.” The game begins with the"lts” chasing othes, attempting to tg everyone in oder to end the
game Tagged players nmust stand with theirefet gart, hands on top of their head&he emaining
free plgers can fee the tgged players by crawling between their lgs.

SPECIAL NOTE: Always be sue to instuct the plgers to un and mee sakly during these gmes
to avoid injury. Jogging, skipping etc, would be moe gpropriate traveling options ér the younger
players. Avoid playing these gmes asund any objects thaplayers could un into and be injad



KICKBALL GAMES

WHERE TO PLAY: Open keld
NUMBER OF PLAYERS: 10 - 30
GRADE LEVELS: K-6
EQUIPMENT: 4 bases and 1 ball

NO-OUTS KICKBALL

This game is plgied in a setting nnch like regular softball it without the namal “outs”. The
objective for the kiker is to kik the ball out intodir territory and un the bases without stopping
before the c&cher quins possession of the ball arellg “fr eez”. This is the signaldr the basem-
ner to stopunning and to stain tha position,even if he is not on a bas&hen the net kicker
kicks the ballthe basarmner(s) stdarrunning gain aound the bases until thextéfr eez” signal.
The basarmnes do not stop after @iing the bases once; fheontirue to un and scar until
everyone on their team has kied A point is scoed eab time a basemner toubes home base
Teams witch places wen &eryone has kiked

LONG BASE KICKBALL

This is another ersion of kikball but it's played with ony one baseKickers can eitherun to the
base and b&g or stay on the baseBaseunnes can stg on the base until therae thee plyers;
then,on the n&t kick, all the basarmnes nmust un. Runnes who successfufl go to the base and
touch home base sopone pointdr their teamTeams witch places afterveryone has had a
chance to kik. Outs ae made just as thi@re in regulation kickball.



LONG JUMP ROPE CHALLENGES

The fllowing tricks and ballenges bgin with the less dffcult taskswhich are aimed pmarily
for the younger, and/or less)@eirienced bildren. In oder, they become pogressvely more diffi-
cult and ballengng. Use opes thaare @out 10-12 éet long br kindepgarten and ifst gade; 14-
16 feet br second gades and older students.

JUMP THE STICK: The two tumers hold the motionles®pe so thiathe midile is dout 6 inthes
off the floor. umpes tale tums.Try doing 5-15 jumps without gdeing This is a @od wam-up
actuity.

HIGH WATER: Same aslaove except one tuner holds theape to thelbor while the other turer
holds it waist-high. Staing & the lov end the jumper pogresses up thepe jumping higher and
higher as heproades the high end of thepe

PENDULUM SWING: The tuners sving the ope bak and brth like a édock pendulum (a half
turn). mpes can either stain the midlle or can un into the mwing rope Have jumpes datempt
1-20 consecute jumps.

RUN THROUGH: Turels eecute theegular full sving of the ppe Players tale tum running
through the tuming rope without gtting touded ly it.

REGULAR JUMPING: Jumpes dtempt to jump a tuning rope a pedetemined rumber of times.
Begin with jumpes stating in the midile. Progress to jumpey unning into a tuming rope to statr

STUNTS: Have a jumper tiempt a ariety of morementsquater and halftuns: touching the
ground after edtjump,straddle jumps,rocker stgs, etc Also, consider using equipment $uas:
bouncing a baskball while jumping; jumping with a shorope while in the midile; jumping a
hula hoop (lile a sharrope) while in the midlle; and jugling tennis balls Wwile jumping in the
middle.

HOT PEPPER: Tumers bagin by tuming the ope slaving. They progressvely tum it faster and
faster vhile a plaer is jumping in the midle. See hw mary times eab jumper will last.

RISING BRIDGE: Turners stat by tuming the ope so thait hits the foor. After several tums of the
rope one of the tw tumers gadually walks ba&kward causing theape to ise higher and higher
Jumpes dtempt to jump as high as podsilwithout stopping theope

EGGBEATER: Two ropes ag ciossed in afiX” formaion, eat end held ¥ a tuner In unison,one
rope is tuned dockwise with the other tured counteslockwise The jumper entarthe tuning
ropes and jumps 5-10 times without stopping ther

DOUBLE DUTCH: This stunt irolves two ropes being tured altenaely toward ead other Have
the pla/ers spend plenty of time pedting the tun bebre alloving jumpes. Remind the jumpsr
to focus on theape futhemost avay and to enter as it nesathe foor.



SHORT ROPE CHALLENGES

The following tricks and ballenges bgin with the less dffcult taskswhich are aimed pgmarily
for the younger, and/or lessxpeilienced aildren. In oder, they become pogressvely more diffi-
cult and dallengng. Use ppes thaare of gpropriate lengths. Most K-2ndrgdes will use 5-6
foot ropes,3rd-4th gades will want 6-7 bot ropes,and the older students willamt 8-9 bot ropes.
Children need to be ppety instructed on hw to hold and tur a ope bebre bajinning most of
these ballenges.

DOUBLE JUMP: Player jumps twiceoff both feet,for every tum of the ppe; once \wen the ope is
overhead andgain as it passes undaeah the eet.

SINGLE JUMP: Player jumps onceoff both feet,for every tum of the ppe

BACKWARD SWING: Using either the doué jump or single jumpturn the ope bakwards and ty
jumping

JOGGING (OR ALTERNATE FOOT) STEP: Using a unning p&em, altemae landing on theight
foot, and then leftdot as theape passes undezdh.

BOXER: Jump twice on theight foot, then twice on the lefobt. Contimie jumping twice on eadoot.

ROCKER: Stat with one bot forward. As the ppe passes under theffit foot, shift the weight
from the bak foot to the font foot (lifting the bak foot up). Shift veight from the font foot to the
bad foot after the ope passes underdh.

SIDE SWING AND JUMP: Swing the ope held with both handgp one side of the bgdand then
the otherAfter the two side svings,jump once off both feet. Rped the sving-swing-jump pdtem.

MOUNTAIN CLIMBER: Stat in a strde position with one in front of the othelAs the ppe pass
es undemedh, the jJumper jumps into the air anelerses the position of theét.

SKIER: Jump sidevays, off both feet,over a ppe on thelbor. The sidevays motion is similar to
how skies more davn a mountain slope

CROSS LEGS JUMP (OR“X” JUMP): The player bagins by jumping off both feet,sidavays gatt.
On the second tar he jumps with theight foot in front of the left. On the thirtum of the ope he
straddles ket gpart. On the durth tum, he cosses the lefiobt in front of the ight. Reped the patem.

HEEL TO HEEL: On the frst tun of the ppe touch the ight heel to thelbor. Switch heels on the
second tum. Repea the ight-left-right-left patem.

HEEL TO TOE: On the irst tun, the jumper touiges his ight heel to thelbor. On the second tay
he toudes his ight toe nat to his left bot. He theneapeds this same pgem with his left bot.



SHORT ROPE CHALLENGES (Continued)

FORWARD CRISS-CROSS: Stat with feet taether As the ppe is tuning overheadcross the ans
credaing a loop dmp though the loopuncross the ans and single jum@s the ppe tuns over-
head cross the ans ajain. Reed the patem.

BACKWARD CRISS-CROSS: Same aslaove except the ppe is tuned bakwards.
DOUBLE UNDERS: The objectie is to tun the ppe twice br every jump.To be successfug

jumper will need to jump higher fothe floor and bend slighglat the waist. Whip the wists quik-
ly to male the ope otae faster



SOCCER GAMES

WHERE TO PLAY: Open Feld

NUMBER OF PLAYERS: 3 vs. 3

GRADE LEVELS: 1-5

EQUIPMENT: 4 cones and 1 ball peefd

3-ON-3 SOCCER

This game is plged nuch like regulation soccer xcept thee ae only three plgers on a team and
the feld is smaller (aout 40’by 60’ is ideal). Cones can be usexdt fpal makers. One plger for
eat team should stain the galie position with the other twplayers & midfield.

The game begins with one team klking off. Teams ty to scoe by kicking the ball though the
opponent cones.A kickoff follows eat scoe, with players rotaiing positions. Rotiéng allovs
equal oppdunities to plg both galie and érward.

Regulation soccerules gply to scoing hand viol&ions,out of boundsand ough pla.



BASKETBALL GAMES

WHERE TO PLAY: Basletball Couts
NUMBER OF PLAYERS: varies

GRADE LEVELS: 1-5

EQUIPMENT: 1 basletball per courgame

NO RULES BASKETBALL
This is a fun gme br the yunger and/or less skilledhdd. It's basktball with as éw rules possile!

Assign one team to stawith the ball fom their bakcoutt area.The plgers ae alloved to dibble,
walk or un with the balland can taé as long as tlyewant to mee the ball den the cour. Since
no traveling or doulke dribble violations &ist in this gme players have freedom in hw they
choose to mee with the ball.

Players on deénse a not allaved to talk a ball fom an ofensve player, nor ae the allowed to
touch or foul a plaer. Defensve players can on} gain possession of the ballf af rebound a
dropped ball g an ofensve player, or an inteception of a pass.

A successful shot counts asotpwoints.The team &the end with the highest point total wins.

KNOCK OUT

This is another fun shootingame tharequires ony one gal. The objectve is to“knock out” of
the game another pleer by making a basit ahead of himAn ideal rumber of paicipants ae thiee
or four players. They then decide a shootingdar and stand in aé at the ul line.

The frst player shoots fom the bul line. If the shot is god he goes to the badcof the line and
remains in the gme IF he missedie gets his ebound and contimes shooting until either he mesk
it or the second pleer has made a basik If the second pjeer males a basdt bebre the irst layer,
the irst player is“knocked out”and nust it the game The iemaining plgers contirue plging
with “knock outs” occuring every time a plger males a baskt bebre the plger ahead of him.

The winner is the last pfar remaining

HORSE

Horse is pobably the plasgrounds most Equenty played basktball shooting gme Played with
one gal, two players decide beteen themseks who will shoot frst.

The game begins with the irst shooter taking a shobin arywhere on the cour IF the ball ges
in, the second shooterust male it from tha same spot. If the second shooter misses|etter*H”
is assignedif he males it,no letter is gven.

When the if st shooter misses a shtite second shooter thentg the bance to madk a shotwhich
must be dupliceed As the plgers male and miss basks,the oppotunity of the frst shot will pass
quite frequenty between the tw players. The lettes H-O-R-S-E a assigned to pj@rs thd miss
shots thaamust be duplicted

The frst player tha has H-O-R-S-E spelledyainst him loses.



BASKETBALL GAMES (Continued)

AROUND THE WORLD
This shooting gme is plged with one gal. The objectre is to mak baslkts flom eight spots in a
semicicular patem aiound the gal, and then do the sameigg in the opposite daction.

The plajer dhosen to shooirist shoots fom spot #1 (athe base of thedg). If the shot is god he
moves up to the ne spot. If he misseshe second piger then g@ts a tun & shooting fom spot #1.
Play contirues with eale player shooting fom the spot thelast missed tm.

The frst player tha successfuyl makes all the shots (spots 1-8 andlbagain) wins the gme

TWENTY-ONE

Twenty-One combinetil shooting with one-on-one half-colrasketball. The game bgins with
one plger shooting fom the bul line and the other pfar acting as aebounder underedh the
goal. If the shooter mas the ifst baskt, he eans two points; thesafter ead baslet is worth one
point. He contimes shooting until he misses. Upon a miss ¢heunder mg attempt to @t posses
sion of the ball and shoot. If the badles in,he eans a point and the plars exchang positions.

The frst player to scoe 21 points wins theagne However, the winner nust scoe 21 &actly. If a
player goes wer 21,he losesTherefore, a player with 21 points should delibately miss a shot
from the bul line, hoping to ebound and makone point.



FOOTBALL GAMES

WHERE TO PLAY: Outside
NUMBER OF PLAYERS: 4 or moe
GRADE LEVELS: 3“-8" grades
EQUIPMENT: A football

TOUCH FOOTBALL

Toudh Football is a modied \ersion of egulation and fag football. In most dwool playground sit
uations,a regulaion siz football ield is too longA field length of &out 40 yards would be sui-
cient for elementar aged studentsAlthough team sigs canange between 2-11 pigers, an ideal

number is 4-6.

In this game a player is“tackled”. And the ball is daned when the ballcaier is tagged with both
hands simltaneous) by a deénsve player. To guad against pbugh plg, a 15-yd penalty can be
assessedgainst the defnsve team if thg unnecessdy slg, shove, or push a ballcaier when
attempting a takle.

The game stas with a kik-off from midield. Someone on theceving team shouldteempt to
cach the ball andun it tovard the opposing teasi'gpal line When*“tackled,” the ball is dead and
is placed aitha spot.

To simplify the @me br recess and iofmal play, no automéc first davns ae avarded to a team
for gaining 10 yds (as ireguldion football). The ofensve team has owlfour ties or devns to
move the ball to the opponentgal line and sca

When the quaerba& says “Hik e” the ofensve players can @ into motionAll f orward passes
must be thown from behind the line of senmage and all diensve players ae eligble to receve a
passAn incomplete passesults in the ballaverting bad to the pevious line of sammage (or the
spot where the ball becam&lead”).

Defensve players ty to prevent the pass &m being completedybclosely guading eab offensve
player. A defensve player can knok the ball avay from a ecever’'s handsas long as he doesn’
touch the plger. Any defensve player mgy also intecept a pass.

If the offensve team marges to coss the opponentgbal line with the ball on one of theiodr
downs,a touhdonn is scoed worth six points. If the densve team dils to scoe on their éur

tries the ball is warded to the other teant ena spot.They will then be avarded bur davns to
scoe going the opposite daction.

On a burth down, an ofensve team has the option ainning a egular play or punting A team
will often punt when thg aren’t close to their opponentgbal line and éel tha they need to kik
the ball and put the other team asfrom their gal line as possié.

After ead touddown, the scoing team ki&s off the other teamAt the condusion of the gme the
team with the most points wins.



FOOTBALL GAMES (Continued)

CAPTURE THE FOOTBALL

The game is a aration of Cature the Flgs.A rectangular sig playing aea is neededilong with
four footballs,flags for ead player, two long opes and tw laige hula-hoops. Cones can be used
for bounday lines if none gist. The two long opes ae to be usedof prison makings.The two
footballs ae put in eals teams hula-hoop. Diide the plgers into two equal teams and Ve eab
team starby standing on theithome” turf.

The game bgins with some of the pjeers from eab team cossing the centine, attempting to
cepture the dotballs vhile othes sty badk and deénd The objectie is or one team to qaure
their opponens two footballs vhile & the same timedeping its avn two footballs fom being
stolen. Once a team has allf footballs inside its hula hoothe game is eitherifiished or a scer
has occued

Players @tempting to steal aobtball mg do so ly running with it bak toward their home sideor
passing it to a teamrtein their home teitory. A ball tha is dropped nust be etumed to the hula-
hoop.Additionally, ary player who has hislag pulled while running with a déotball nust put it
bad inside the hula-hoop.

All players who have one of theirlags pulled vhile in their opponens’ teritory must g to their
prison. Pisones can be &ed ly having a teammi@ successfufl male it into the pison and walk
them bak to their home side

HOME RUN FOOTBALL

This is a fun combirteon of football and softballA softball field is needed with all pjeers gven a
number The frst player standstehome base with thedtball. The est of the plgers need to st¢a
ter thioughout the inéld and outkld. The game bgins with the irst player passingpunting or
kicking the botball out into theiéld. He then uns the bases as gklig as possile, just as in soft
ball. The players in the feld retrieve the botball and ty to thiow, kick, or run it in to home base
At that time, the unner stops. E&crunner is aarded one pointdr eat base touted bebre the
ball reathhed home basdéfter play has stoppedhe unner then ges out into theidld and the pha
er with the ngt number then gts a bance to thow, punt or kik and thenun the bases. Eac
player is to lee tradk of his or her sc& The pla/er with the highest scerwins.

FAKE 'EM OUT

Set up a pkng ara thais éout 30 x 50 et in sie, with a maked of “No-Man’s Territory” in
the midlle. Divide players into two teams with edcteam heing half of its membey on eak side
of the No-Mans Territory. Both teams stawith one botball (moe can be adkd lder in the
game).

The objectye is to complete a pass to a tearteran the other side of the NO-Mafferritory.
Emphasie tha the ecevers need toun and &ke out the defndes in oder to gt themselgs open

for a pass. No pleer can coss in the No-Mas'Territory, nor is aly rough plg, takling, blocking,
or intererence alloved

A team eams one pointdr ead completed pass. Desigaaetain players to help ke scoe as
they're playing.



Classroom Games & Activities

On maly occasionsfoul weaher or no space willesult in ecess and pisical educaon needing
to tale place in thelassoom.We have listed a anety of dhallengng indoor @ames and adtities
tha can be used in théassoom. These actiities require \ery little equipmentare easy to tedy
and ofer a fun altenaive to the namal recess/pysical setting

ALPHABETICAL NUMBERS

WHERE TO PLAY: Anywhere
NUMBER OF PLAYERS: 3 on up to ente dass

SUGGESTED GRADE LEVELS: 15t ¢ grades
EQUIPMENT: None

HOW TO PLAY: One plaer stats by standing in font of the othes and calling out gnnumber
between 1 and 26The other plgers tiy to be theifst to ind the coresponding letter of the alpha
bet (1 equald\, 2 equals Betc) The irst player with the carect ansver gets to be the e caller
A varation of this game is to call out letterinstead of ambes. Plgers nust than guess the eor
rect letter/A equals 1Z equals 26etc

FINDING URANIUM

WHERE TO PLAY: Classpom
NUMBER OF PLAYERS: 3 on up to a full assoom

SUGGESTED GRADE LEVELS: K — 34 grades
EQUIPMENT: A small object thlacan be eagilhidden

HOW TO PLAY: One dild is chosen to be IT and leas the oom.The dass @rees on a hiding
place br a small pbble, which represents the anium oe. When IT comes into theoom, the other
children imitae a Geigr counter  making a ti&ing noise with their tongue$he speed of the
“Geiger counter’is increase¢as IT gts doser to the wanium.When he isdr avay, the tik is

very slov and baely audide. The point of the gme is to deelop the heang sense of IT so thde
can fnd the uanium when the‘Geiger counter’reades its highest speed/hen IT inds the uank
um, he dcooses someone to &kis place and theage is epeded

TEACHING HINT
For more ecitement,divide the tass into teams and time thieild who is huntingThe teams par
ticipate altenaely and the one with theest time scar & the end of the@me peiod wins.



Classroom Games & Activities (Continued)

POOR PUSSYCAT (POOR TURKEY)

WHERE TO PLAY: Classbom
NUMBER OF PLAYERS: Full class
SUGGESTED GRADE LEVELS: 3rd-5th
EQUIPMENT: None

HOW TO PLAY: A player is ¢ciosen to be thedeér Turkey. He/she stands or sits irofit of a plger,
meawing and makingdcestrying to male the plger laugh. In the meantimthe player nust pa
the Foor Turkey on the shoulder tee times andepea “Poor Turkey” three times without laughing
If the player laughshe/she mnast sit devn. The Roor Turkey moves on to the né player and ties to
get him/her to laugh.

F.B.l.

WHERE TO PLAY: Classbom

NUMBER OF PLAYERS: Full class
SUGGESTED GRADE LEVELS: 2nd — 6th
EQUIPMENT: None

HOW TO PLAY: Divide the tass into tvo equal teams. Eh@layer stands in line some distance
from and &cing a paner in the opposite team. Baplayer in goup 1 talkes a @od look & the
appeaance of his paner in team 2Team 1 then turs and &ces in the opposite diction. Eab
player in team 2 lsanges somethingleout his pesonal @apeaance (pushes up slezremoves a
piece of jevelry, put belt on bakwards). Team 1 thendces team 2. Stamg & one end of the line
ead player in team 1 has one tuto guess Wat his patner has bangd Scoe 1 point ér eat
comect guess. Red the game with team 2 guessing he team with the most pointsthe end of
the plg/ing perod wins.

TICTAC TOE (HUMAN)

WHERE TO PLAY: Classbom
NUMBER OF PLAYERS: Full class
SUGGESTED GRADE LEVELS: 1st-5th
EQUIPMENT: Nine dhairs

HOW TO PLAY: Place the ninel@irs in thee ows of thee tairs eab. Have the bgs stand in one
line, the grls in anotherThe object is to gt thiee grls (or thee bgs) sitting thee in a ow,

straight or digonally acioss the aws of dairs. Gils and bgs altenae tuns sitting davn until
there is a winner or until all seaae occupiedReped the game changng the team hang the frst
turn. Scoe 1 point ede time one goup wins.

Stress:All players nust be asolutey quiet while ead player selects a sea



