Game Cards – I created a box of games on index cards that I could incorporate into lessons or use in a pinch.  Here’s a description of some of those games.  Some may be a bit difficult to understanding without an organizational drawing of the activity.

1. 3 passes – Students form groups of 3 and attempt to pass an object (football, basketball, soccer ball etc) 3 times in a row.  Leave 4 or 5 students not in a group to act as the defense; they may guard any person anywhere.  If the ball is intercepted, dropped, or misses the target, the students in that group perform 10 jumping jacks and begin again.  

2. Quiet Game - While students are in line to leave the gym, the goal is to be in the front.  If a student falls off the line or talks, he/she goes to the back.  The teacher tries to trick students by asking a question or pretending to push them off.  

3. HORSE – Form lines of two or three students facing a basket.  From a designated poly spot, the first student takes a shot.  If the shot is made, he or she gets the first letter (“H”) and so on.  If the shooter misses, the ball is retrieved for the next person.  

4. Strategy Flag – Two teams have pinnies.  Each student starts with two flags, either on a flag belt or tucked into their waistband.  While the music plays, students run around removing flags from other students and dropping them to the ground.  No guarding your flags or tucking them way in.  If you lose both, sit down until a teammate gives you a flag from the ground.  

a. Variation: Have a hoop for each team where you put flags that were removed from the opposite team.  Students who lose both flags come to the hoop, kneel down, and get two more.  

5. Strikers – Students try and strike nerf balls with their open hand along ground.  If the ball hits another student, that student must do 5 jumping jacks before continuing.  

a. Variation: Dribble an object on the ground (soccer ball, etc) and try and hit the feet of another student.  If hit, sit down.  You may return to the game when the person who hit your feet is hit themself.  
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Look Both Ways - #’s 1 and 3 roll hoops back and forth.  #’s 2 and 4 try and roll balls to hit the hoops.  Rotate positions periodically.  After 2nd rotation, allow students to throw at hoops through the air. 

a. Variation: Walk the Dog - Teacher stands at one end of gym with a hoop.  Students stand on either side of gym, one side has nerf balls, the other doesn’t.  Teacher throws hoop into middle with backspin so that it will return to the teacher (called walking the dog).  Students on one side roll or throw their nerf ball to try and hit the hoop.  All balls must go from one side to the other on each throw of the hoop.  

7. Route 66 – Create a race car circuit for students on scooters.  Outline the course with jump ropes.  Have a pit lane for recharging.  Prop up folding mats to form a tunnel. Give tickets for infractions such as falling out of your car or hitting another one.  Have a scenic overlook where you park your car and spin five times.  When the music stops, students must enter the skill zone nearest them (self-toss a ball, curl-ups, jump rope, etc) and continue again when the music starts.  

8. Clean Room – Students try and throw the objects from their side of the room (gym) to the other.  After specified amount of time, teacher may compare to see which side is cleaner.  

9. Light Saber (warm-up) – Students stand in a circle.  Teacher holds a whiffle bat which he/she pretends is a light saber (Star Wars).  The teacher moves the light saber around in a circle at one of two levels: chest high (students duck) or ankle high (students jump over).  Periodically switch height of light saber.  Make light saber noises.  

10. Clock Hands – Students stand in a circle with two students standing in the middle on opposite sides holding a ball.  On go, they pass the ball to the student in front of them, receive a pass back, rotate clockwise and repeat the process.  Both students move around the circle passing trying to catch up to and tag the other one.  

11. Rocks, Paper, Scissors –Each team huddles briefly to choose a symbol plus a back-up symbol (either a rock, paper, or scissor).  Students then form two lines facing one another an equal distance apart.  The teacher says 1, 2, 3 and both teams reveal their symbol.  The losing team must retreat backwards to the safety line.  Students tagged join the winning team.  The game continues until all are on one side.  Instead of rocks, paper, scissor can toss up a bean bag with a color on each side.  Do not use the wall as the safety area.

12. [image: image2.png]Starbase

Starbase

Outer Space

Starbase




Long pass/short pass - Team 1 offense tries to throw over team 2 defense to a teammate in the goal (middle column).  Whether the pass is caught or not, the receiver throws the ball back to the offense.  Students in middle zone may play defense as well as catch balls.  Every couple minute, have students rotate zones.  Scoring: every complete pass to middle zone earns 1 pt, any penalty loses 1 pt, receiver tallies point on white board.  

a. Variation:  - After catching a successful goal, receiver switches with thrower

13. Towel toss – Each student has a bath towel and a fleece ball.  While holding the towel with one hand on each end and the fleece ball in the middle, snap the ends apart.  The resulting trampoline action will force the ball into the air.  Start by having students “pass” to themselves, then to a partner, then to a moving target.  

a. Variation: Students start in pairs with each person holding an end of the towel

14.  Scrambled Eggs – Students scatter into general space and perform locomotor skills as directed.  When music stops, teacher calls out command for students: hard boiled = tucked position on floor, soft boiled = on stomach oozing around, scrambled = moving in many directions, over easy = turn from one side to another, fried =

15. Creepy Crawly (also marbles) – Every student starts as a runner on their feet with a fleece ball.  Runners try and roll their fleece ball at the feet of other students.  If hit, student becomes a crawler and drops down on hands and knees.  Crawlers attempt to roll fleece balls at runners feet; if successful crawler becomes a runner again.  Runners may only touch stationary fleece balls and can only take two steps before rolling.  Modification: when number of runners equals crawlers, yell that runners can’t attack runners any more

16. Manhattan is Falling – Dive class into four teams.  Teams one and two make separate castles of shoe boxes.  When finished, teams three and four try and knock it down in as little time as possible by throwing balls from a specified distance.  Afterwards, teams 1 and 3 try and knock down the castle of team 2 while team 4 prepares the next castle.  The activity addresses throwing skills and group cooperation.  The castle must be at least 4 stories tall and is considered knocked over when it is one story tall.

17. Going in Circles – Team 1 is standing in a line.  The front person throws a ball somewhere in the gym and immediately begins running around the whole group.  Each time this person passes the front of the line, the team yells the number, “1…2…3…”  While this is happening, the team 2 retrieves the ball, gets in line, and passes the ball over the first person’s head and under the second person’s head.  This pattern continues until the ball reaches the last person upon which the group yells “stop.” Alternate so now it’s team 2’s chance to throw.

18. Treasure game – There are two teams on opposite halves of the gym divided by a center line.  In the basketball key (or some other defined area) there is treasure (balls, nerf frisbees, nerf footballs, bean bags, whatever you choose).  Each team tries to invade the other teams space and steal pieces of treasure (limit of one or two pieces per successful attempt).  If tagged before reaching the treasure area, go to the other team’s jail.  To get out of jail, your team must throw you a piece of treasure which you must catch in the jail (the other team can’t invade your jail).  The price of your freedom is that you must put the treasure down in the other team’s treasure area before returning (can’t carry it back).  Give each team time to formulate strategy either at the beginning or after a few minutes of the game.

a. Variation: Do with bean bags slid across the floor 

19. Key ball – Teams of 3.  One team is spread out fielding; the other team is “batting.”  To bat, you throw the ball somewhere in the defined space.  The batter must run from home plate (poly spot) to a cone and back again before the other team gets the ball back to the pitcher’s mound.  After 3 outs, switch.  Suggested to use a bean bag or another piece of equipment which doesn’t go far after being thrown.  Game works on spacing, throwing skills, communication, and cooperation.  

20. Magic Carpet – Groups of 3 or 4 must keep beach ball or balloon aloft while moving from one side of the gym to the other and back.  If object drops, return to start and begin again.
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Buffalo Bill – Divide students into 4 teams.  Put 4 cones around gym equidistant from center circle.  One group is in the center circle, the other groups run around the cones.  The students in the middle attempt to throw fleece balls at the lower leg of those running around the center circle.  After the balls are exhausted, have a different group in the center circle.  Variation: slide beanbags along ground (underhand over overhand throws)

22. Recycling –Put a large empty box in the center circle of the gym and scatter nerf balls all over.  Students attempt to throw balls into the box in the middle while not stepping into the circle.  One student is allowed in the circle to throw out missed shots.  

a. Variation: Popcorn – use two folding mats set up on their ends to form a circle.  One student stands inside the mats while the remaining students attempt to throw objects inside.  The inside student throws the objects out like popping pop-corn.  Students may only get so close to the mats, have a student kick-out near misses. 

23. 4 Corner Dodge – Gym is divided into four quadrants set off by cones, each with an approximately equal number of students.  Students use underhand throws to slide beanbags at the feet of other students.  If a student is struck by a bean bag, he or she goes to the team that threw it.  

24. Comets and Craters – Divide class into 2 teams and place several hula hoops (around 10) on each side.  Students try and toss their comets (tennis balls in a sock or a sock in a sock) into the other team’s craters.  If a comet lands in a crater or bounces in, the teacher takes away the hoop.  Students are not allowed to interfere with the comets or guard the craters.  

25. Simon Says – Classic game (good to use as a warm up) but do with lots of activity.  Students who make a mistake take three steps back but still continue to play the game.

26. Recycling Truck – Attach a long rope to a ball cart on wheels (preferable to have a rope o both ends).  Students are divided into two teams and sent to opposite sides of the gym.  The cart is pulled back and forth while students attempt to toss balls in.  Students are not allowed to cross a particular line to get too close.  A couple volunteers return balls that are stuck in the middle.  
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Stars Wars – Played in teams of 5.  Each team has a starbase, the area where you start set off by cones.  The objective is to roll your laser (aka nerf ball) at your opponents’ spaceship (aka scooter).  If their spaceship is destroyed (damaged if you prefer), you must return it to the starbase for repairs and give it the next person.  Only four students are allowed in outer space at a time.  The fifth waits at the starbase for a returning damaged spaceship.  You may deflect a laser with your own laser (ball). If you fall off your spaceship, it is destroyed.  If you go out of bounds, it is destroyed.  If you throw your laser (must roll it), your ship is destroyed.  Separate teams by pinnies or scooter colors. 

28. Team Pin Knock – Two teams are divided by a center line.  Each team has several pins standing in a line at the back of their area.  Teams roll balls and try to knock down other teams pins.  To prevent pin guarding, don’t allow students to go behind a certain line except to retrieve a ball.  

a. Variation – One or two pins is a magic pin, if you knock it down, you get to set up one of yours.  

b. Variation – Instead of pins, use hoop castles or balls on cones

c. Variation – Bring the pin you knock down back to your side, continue until your team has X number of pins.  

d. Wall Ball – Similar to team pin knock except objective is merely to roll ball into other team’s wall.  Team members can go anywhere on their side. 

e. Variation – Instead of pins, forms castles using hoops.  Form a castle by placing one hoop on the floor, lean two hoops against one another inside the one on the floor, place the fourth hoop over the two leaning against one another

29. Meteor – Distribute more nerf balls than students into general space.  The objective, when the music starts, is to keep all the balls moving.  If one stops, it is left there and picked up by “recycling” students.  Have students strike ball with open hand.  

30. Moonball – Use a beach ball and have the students try and keep the ball aloft for as long as possible.  Use small groups confined to certain areas of the gym.

31. European Handball – Create small sided games with hockey goals, 3-4/team.  Students may pass ball back and forth with hands but if ball contacts floor, it may not be picked up via hands.  To get the ball back to your hands, it must kicked or flicked to another student or to yourself off the wall.  Throw into goal = 1pt, kick in=2pts.  No goalies permitted.  In some cases, shoot into basket = 3pts.
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Pin Knock (individual) – Half of students stand inside a rectangle marked off by cones with a pin between their legs on the ground.  The remaining students roll nerf balls from outside the rectangle attempting to knock down the pin.  If successful, take that students place inside the rectangle.  If a student knock down your own pin, either allow them to stand it up or give it to someone else.  Balls must be rolled on the ground.

33. Four Corners – Each corner of the gym is numbered.  One student stands in the middle with his/her eyes covered counting backwards from 10 to 0 slowly.  While counting, the other students run around the gym in movement pattern specified by the teacher.  When counter reaches zero, every student must be in a corner.  The counter yells out a number.  Those students caught in that numbered corner come to the center circle and perform fitness exercises specified by the teacher while the counter begins counting down again.  At the end, you may ask how many times people were caught.  Variation: Play music and when the music stops, students must find a corner.  
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Throwing Challenge - One partner stands behind the baseline, the other runs out into general space.  The stationary partner (on line) throws to the partner in general space.  After each throw, the partners switch.  A ball caught past the first cone = 1 point, past the second cone = 2 points, past the third cone = 3 points.  During the activity, the teacher yell out the points students are earning.  Students will try and surpass previous scores.  Can have one or two students help you add up number for cross-curricular.   
35. Alphabet Relay – Teachers randomly scatters index cards with a letter face down around the center circle of the gym.  Students are in partners.  On the music, one partner runs out and retrieves a letter, comes back and puts it down.  Second partner goes out and retrieves a letter.  This continues until one group forms words out of 8 letters.  At this time, the other groups form the words they can.  2 points for each letter in a word, -1 point for each unused letter.  Can do with sentences, math problems, healthy snacks, etc.

36. People to people (works on body parts) – “Everyone has to the count of 5 to find a partner and shake hands.  Anyone without a partner go to the middle.”  Students stand back and back but turn around to face each other when the teacher begins calling out different body parts.  Whatever body part is called out, the students must touch together: “right hands,” “knees,” “toes,” etc.  Periodically, the teacher will say “people to people” upon which all students will quickly find a new partner and stand back to back as the process repeats.  The odd # student stands next to the teacher as the rover waiting for the next people to people. 

a. Variation – Have the odd # student lead the game.  

b. Variation – Call out different body parts, “finger to ear,” “elbow to hip,” etc.

37. Gone Fishing – Teacher stands in the middle and slides a long jump rope with a donut (or another object) tied to the end in a circle.  Students must jump over the rope when it comes to them.

a. Variation: Have students practice with a partner and normal-sized jump ropes before joining in the big game. 
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Catch a Falling Star - The objective is throw a ball across the net and have it contact the floor.  Balls which are caught are placed in team’s box.  There is one box per team on the back wall.  

39. [image: image8.png]X X X X X



Goalie Glory - Two students pass back and forth and wait for appropriate opportunity to shoot into the goal.  Offensive students cannot step across the line (may want to start with poly spot to give them general idea of where to stand).  Activity works with several different sports: soccer, LAX, hockey, etc.  As an introduction, can have students attempt to bowl ball into goal.  If goalie stops two shots in a row, rotate.  

a. Variation: one student on offense instead of 2. 

40. Home Run Derby – Students work in groups of 3.  After 10 swings (or 3 strikes), rotate.    Batters has option to hit off tee: 1 pt – contact, 2pts – hit ball past line, 3pts – hit ball over pitchers head (HR).  Can have students compete against one another or add up their scores and compare to other groups. 

a. Variation: Double points if ball is pitched
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object (fleece ball, nerf frisbee, nerf football-whatever is specified by teacher) at pins inside inner rectangle. Students have X amount of time to knock down all pins before the space invaders reach your position. 

a. Variation: Have some students be aliens and try to block/save the pins.

42. Jumping Frogs - Students drop a playground ball with the beanbag on top of it.  This causes the frog to jump.  Retrieve the bean bag and try again. 

a. Variation: Have students jump the frog into a bucket, then to a partner.

43. 5 Passes – Two teams, 3 or 4 students per team.  One team attempts to throw an object among themselves while the other team tries to prevent this.  1 point on 5th pass and each successive pass.  Each team keeps track of their own score.  Once a pass is dropped, the other team begins from that spot.  Rules: 4 seconds to hold, can pivot, can’t throw off walls, and can’t take from other players.  Scoring variation: only keep track of the highest number of points the team accumulated in one attempt.  

44. Passing Square – 4 cones are set up in a square, a student stands at three of the four cones.  A fourth student waits outside the square for his/her turn.  The student with the basketball can bounce pass it to the cone on his/her left or right, not the cone diagonally across the square.  The bounce pass must be in the direction of the cone and bounce once prior to reaching the cone.  If the pass is poor, the passer is replaced by the waiting student.  If the recipient of the pass drops it or is not at the cone where the ball is passed, he or she is replaced.

45. Zone Passing – Game can be played with almost any kind of pass: frisbees, footballs, basketballs, throw/catch, soccer throw-ins, hockey, etc.  2 teams (in either gray or white area only), attempt to move the object (football for example) to zone three (goal) by passing from one zone to another.  Students can move anywhere in their own zone.  If goal is scored, place football down in zone 1 of other team.  If football is dropped, put it down in lower zone of other team.  3 pass minimum, must be boy-girl-boy-girl.  Can’t go into other areas.  

46. Outta Here – Students dribble a ball (soccer, basketball, hockey, etc) in a confined area marked by cones.  While dribbling, students try and knock ball or puck of others out of the marked area.  If knocked out, student dribbles around perimeter of gym and rejoins the activity.  Have students start their lap from a cone along the perimeter so everyone starts and ends in the same place. 

47. Sliders – Two teams are separated by the center line.  Students attempt to slide a bean bag at the feet of the other team.  If struck, a student must put their hands on their head and walk to the wall behind the other team.  That student must stay there until he/she retrieves a bean bag.  When returning to their team, the freed student must again put their hands on their head.

a. Variation: The student along the back wall has the option of sliding the bean bag at the feet of the other team or using it to be freed and rejoin his/her team. 

48. Box Game – There are two lines of students about 10 feet apart.  In the middle of the two lines is one or more empty boxes.  Students use good throwing mechanics to throw nerf balls at the boxes trying to knock them past the other team’s line.  Students are not allowed to enter the zone in the middle nor touch the box.  Recruit one or two helps to kick balls out of the zone in the middle.  

a. Can also play with large cage ball instead of box

49. Crazy Toss – Students stand in a circle of 7-10 students.  A throwable object is given to one student who says the name of another student in the circle and tosses it to him or her.  This continues until everyone has someone whom they toss to; students should remember the pattern.  After the first person tosses the ball a second time, a second object is added and each time thereafter.  An object is added until there is one for every person.  If an object is dropped, pick it up and continue.    

50. Builders and Bulldozers – Teacher sets up small cones or any object which stands up in the activity area.  You may start with half knocked over.  Students are divided into two groups: builders who set up cones and bulldozers who knock them over.  Rotate roles after one or more games.  May ask students which was easier, why?

51. Beehive – Teacher sets up hoops (hives) in the activity are (# of hoops varies) along with several beanbags (honey) randomly scattered throughout general space.  Students are evenly assigned to one of the hoops.  When the music starts, students collect beanbags from other hoops and deposit it in their own.  Do not block or impede other students.  Students may only carry one piece of honey per attempt, must place in hoops.  

a. Variation: Start with an equal number of beanbags in each hoop.  

b. Variation: Have one hoop in the middle with beanbags. 

52. Kingpin – Divide class into two teams; the centerline divides each team.  The object of the game is to be the first team to knock the opponent’s pinks down by throwing the balls at the pins (pins are lined up at the opposite end of the gym, 5 per side).  Players may run anywhere in the gym.  However, if a player crosses the centerline, they may be tagged.  Tagged players go to jail, a folding mat on the opposite side.  To get out of jail, a tagged player must catch an aerial ball from a teammate thrown on their home side.  At least one foot must be touching the mat.  The caught ball is left on the opponent’s side.  If you hit someone above the knee, you go to jail.  Players return from jail must extend both arms above their heads.  

53. Pirates of the Caribbean – Form teams of three students, one team plays against one other team.  Set up the gym so you have one mat (ship) for each three students.  Have the players in the game agree on how far the ships will be apart.  On the floor in front of each mat, set up four pins (canons).  Place a scooter (lifeboat) and four gator balls (canon balls) on the mat to start.  Designate some one to ride the lifeboat.  The person on the scooter is the only one who can retrieve balls from the sea (gym floor) and bring them back the ship.  However, the students on the mats may catch thrown balls or reach for them on the floor keeping on foot on the mat (ship).  The students on the ship are trying to knock out the canons (pins) of the other ship by using correct overhand throwing technique.  Play again with another ship by moving your mat (ship) towards them.  

54. My Weekend - Lay out hula hoops around the gym floor. The students individually move (skip, grapevine, dribble, etc) around the gym and when the music stops they go to the nearest hoop.  There is one less hoop than there are students.  The one student without a hoop comes to the middle and states what physical activity they did over the weekend (ride a bike, etc).  Right afterwards, the teacher restarts the music.  If a student wasn’t physically active, play the music a little longer.

a. Variation: Play “have you ever” where the student without a hoop or poly spot comes to the middle and asks “have you ever….” Followed by a physical activity.  For example, “Have you ever gone snow boarding?” or “Have you ever raked leaves?” All those students who have done that activity find a new hoop.  Students can only come to the middle once, afterwards, they must pick someone else.  
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