Tag Games

1. Walking tag – Best done in partners to promote activity time.  One student is it, walks to try and tag partner.  If tagged, do an exercise (3 push ups for examples) and then walk after partner. Clarify with students the difference between walking and running. 

a. Variation: Dizzy Izzy Tag – After being tagged, spin 3X’s and then go after partner.  

2. Color Fitness Tag – If tagged by a beanbag, do the exercise corresponding to the beanbag’s color.  For example, yellow = squat thrusts, red = push ups, etc

3. Stop, Drop, & Roll Tag – Like everybody’s it tag except that if tagged, pretend you’re on fire.  Drop to ground, cover your face, and roll 5 times.  Can also do so that after your roll, someone must put a blanket (scarf) on your back.  

4. Toss Tag – Choose a few people who are its, give them a rubber chicken.  The its attempt to tag the non-its.  If tagged, the student becomes the it and gets the chicken.  Circulating among the non-its are nerf footballs (2-5 balls).  If you are holding a ball, you cannot be tagged.  If  being chased by an it, yell to someone “toss me the ball.”  

5. Pac Man – Tag game played only on the lines of the gym.  2 students are ghosts holding nerf balls.  2 students are free-ers holding scarves.  Ghosts try and tag students (including free-ers); if tagged put hands on head and walk to pac box.  Remain in pac box until free-ers free you.  Variation: play without free-ers for a simpler version. 

6. Donkey Tag (k-3) – A flag is stuffed into each student’s waistband which other students attempt to pull out.  If your flak, aka tail, is pulled out, complete an exercise and return to the activity.  Variation: do on a partner basis.  

a. Variation – Dragon Tail Tag - Group are formed into several dragons (3, 4, 5, etc students) by holding onto the shoulder of the person in front of them. The last person in the line tucks a scarf (tail) into their pocket or belt. The heads of the dragon then try to grab the tail(s) of the other dragon(s).  If a tail is taken away from a dragon, they may continue until one scarf is left.  If a dragon comes apart, the last student must pull out the dragon’s tail.

b. Variation - Centipede Tag - Each "centipede" is a group of 3-5 interconnected scooters, the last scooter has a flag taped to it representing a tail.  Each group attempts to stay together and take the tail off other "centipedes.”

7. Sharks and Minnows – 2 or 3 students stand in middle as sharks.  The sharks say, “Fishes, fishes come and swim in my ocean.”  At that point, the fish try and move from one side of the gym to the other.   If tagged, stay in that location and act as a buoy.  Buoys move their arms in a circle and try to tag other students as they pass by; they must stay in the same location.  

8. Fire and Ice – Several students have blue scarves and several others have red scarves.  If tagged by a blue scarf, student must freeze until tagged by a red scarf.  Can play so red and blue scarves can or cannot tag one another.

9. Partner Tag – Class partners up and holds hands.  Partner groups chase other partner groups around.  If tagged, the partner that is tagged sits down.  The partner still standing finds a new partner from someone already sitting on the floor.  

10. Heads-Tails Tag – Students decide if they are heads (both hands on head) or tails (both hands on low back or bottom of you prefer).  Teacher flips a coin or a larger object (frisbee) with heads/tails drawn on. If the coin flip is heads, the heads chase the tails.  When a tail is tagged, he/she converts to a head my moving hands and vice versa.  The game continues until all students are either a head or tail.  Students must keep their hands in the correct location even when running. 

11. 3 Color Tag – 3 different nerf ball colors scattered throughout the gym (limit the number to 5-10).  Any student can pick a ball up and underhand toss it at any other student below the knee.  The student with the ball may only take two steps before underhand tossing it.  If tagged by: red ball – stand tall until another person runs around you 3 times, blue ball – make a bridge (hands/feet on floor, butt high) until someone crawls under, yellow ball – form a tuck position on the floor until someone leapfrogs you.  

12. Midnight – Mr. Fox is at one end of the gym facing away from the students (covers both eyes).  Students, at the other end of gym, ask “What time is it Mr. Fox?”  Mr. Fox replies with a time (3 o’clock for example).  All students take that many steps forward (three steps).  This continues until the Mr. Fox replies with “Midnight!” instead of a time. At that point, Mr. Fox turns around and chases the “chickens” back to the hen house.  The students caught join Mr. Fox.  

13. 3’s Company – All students link arms with a partner.  One student is “it” and another is not linked up with a partner.  The “it” can tag anyone not linked up with a partner.  When the game begins, the non-it links arms with a group of 2 for safety.  However, the person on the other end of the threesome must now split off and can now be tagged by the “it”.  If tagged, the non-it becomes the “it.”

a. May play with two its or two non-its.  Not the best for activity time. 

14. Tunnel Tag – If tagged, stand up straight with your feet spread far apart.  After another student crawls through your legs, you’re free.  Don’t allow taggers to tag a student that is in the process of crawling through another student’s legs.

15. Hoop Tag – Students move around gym with hoops around their waist.  Teacher calls out the color of hoops that are it.  For example, if the green hoops are it, they try and touch their hoop to hoops of any color.  If tagged, drop your hoop, do 10 jumping jacks and begin again (great activity for reinforcing self space). 

16. Turtle Tag – If tagged, students lay on their back and put hands and feet in air.  A tagged student is freed when another student taps their hands and feet.  Can relate to the Teenage Mutant Ninja Turtles by giving “it” students the names of the mutant turtles.

17. Snakes in the Grass – Played on mats (wrestling mat unrolled or several folding mats pushed together, good during gymnastics lessons).  Three students are snakes and they move by rolling (log, pencil, or tuck) and try and tag other students.  Tagged students become snakes.  Can play with only snakes rolling on the mat or have all students roll on the mat.

18. Dribble Tag – while dribbling (any kind, soccer, BB, hockey, etc).  If tagged on the back, do a full lap while dribbling and return to game.  

19. Lady of the Starts – All students are on one side of the gym and try to get to other side.  Lady of the starts stands in the middle and tries to tag those passing by.  Students chant: “Lady of the stars, may we come to Mars.”  Lady of the stars says: “Only if you’re wearing the color _________.”  If caught, you join Lady of the Stars and help her.  

20. Indiana Jones – Indy of course hates snakes.  Some students are snakes and move around on their bellies on scooters.  Other students run on their feet until tagged, at which point they become a snake and get a scooter.  Variation: collapse the boundaries or have the snake switch with person tagged.

21. Circus Tag – One or two students are selected to be it.  The “its” must make circus noises such as a lion, monkey, bird etc.  Students tagged by the it must hold that spot with one hand.  If tagged a second time, must use other hand to hold that spot.  If tagged a third time, student must sit down.  Sitting students can be freed by anyone who slaps 5 on both hands.  Best place to tag someone is on the foot :)

22.  Everyone’s It Tag – All students are it.  If tagged by another student, do an exercise (5 jumping jacks, 5 squat thrusts, 10 seconds of stretching, etc) and then return to the game.

23. Up and Over Tag – All students have a fleece ball (vary ball depending on age) and the two its have something different (rubber chicken, nerf frisbee, etc).  If tagged, stand still and toss the ball up and down.  To be freed, toss one ball back and forth with another student two times (total of 4 tosses).  

a. Variation: To be freed, students must toss both balls simultaneously. 

24. Blob Tag – One student is it.  If tagged by the blob, that student joins hands thus becoming a member of the blob.  The blob continues trying to absorb all students into itself.  If the blob breaks apart (lose hand grip), it can not tag anyone until it reforms.  

a. Variation: When blob reaches 4 people, it is allowed to split in half.  

25. Safety in Numbers – 3 students are selected to be it, the rest of the students are scattered in general space.  Students can link arms to form safe bases by interlocking arms in groups of 2 or 3.  “Its” can also partner up and tag safe bases of equal number.  For example, students linked into a group of 3 can be tagged by “its” also in a group of 3. 

26. Horsey Tag – Students are divided into teams based on the blade color of their hockey sticks.  Students gallop around making horse noises with the stick between their legs and the blade out in front representing a horse’s head.  Students try and tag students on other teams with their hand, not the blade.  If tagged, get off your horse (hold stick to side), walk the horse over to a folding mat, let the horse drink for 10 seconds, then rejoin.  

27. Balance Tag - 
Each starts with a bean bag balancing on some body part.  Play tag, can’t let own BB fall off.  If bean bag falls off, put on another body part. If tagged, freeze, raise hand, someone will come over and change the location of your BB without theirs falling off.  “Its” are not allowed to tag someone helping another student. 

a. Variation: If bean bag falls off, must wait for another student to put it back.  If theirs falls off, they must wait for help too.  

b. Variation: Teacher tells students to hop on one foot, skip, etc.

28. Fox and Turkey Tag – Foxes hold bean bags and chase the turkeys (no bean bags).  If tagged, turkeys become foxes by exchanging bean bags.  Scatter hoops in general space, the hoops represent turkey coups where turkeys are safe.  However, there may only be one (or two) turkey(s) in a coup and if another turkey enters, the original occupant(s) must leave.  Over time, manipulate the number of hoops and bean bags.  
29. Dragon Tag- Give three students (Dragons sporting a tail) a juggling scarf to put in their back pocket or waste band. They are IT. If they catch you, you have to fall to the floor and be a pile of ashes (Dragons breathe fire, after all) until the teacher calls your name to get up and play again (only leave them down on the floor for about 20 seconds). Remind students to look out for piles of ashes (don't trip). Here's the really fun part: Those people who aren't dragons can sneak up and steal a dragon's tail to become IT. No stealing a tail from a dragon who's just putting it on. Dragons can't hold on to their tail when running. 

a. Variation: If tagged, go to side, stop, drop, & roll, then rejoin the class (may set out mats for students to roll on)

30. Flag Tag – All students wear a flag football belt with two flags. Two or three students are chosen to be "it". "It" players try to tear the flags off of the runners.  Runners continue as long as they have one flag.  When you lose both flags you become an "it".  Stop the game when there are 3-4 runners left with one or two flags on.  Anyone with two flags on their belt becomes the "its" for the next round.

a. Variation: place 3-4 containers on outskirts of play area. When a player pulls a flag, he/she puts it in the container. If a player needs flags they go to the container to replenish. A player's flag may not be pulled while "getting dressed.”

31. Freeze Tag – If tagged, stand stationary until two non-it individuals link arms around you, jump up and down, and say “Be free” three times.  

a. Variation: If tagged, hop up and down for fitness

32. Band Aide Tag - This is your basic tag game, but when you get tagged you use your hand to put a band-aid on the part that was tagged and hold it there (worst place is on a foot).  Once tagged three times, player sits down.

a. Variation: If tagged three times, go to hospital and get band aides removed

33. Toe Tag - The class gets into pairs, and each pair holds each other’s shoulders, facing each other. When the game begins, they try to tag each other's toes with their own toes without being tagged themselves.

a. Variation: Try without holding one another’s shoulders

34. Triangle Tag - The group splits into groups of four. Three people form a triangle by holding hands. Of these three people, one is the target and the other two are the defenders. The person left on the outside of the triangle tries to tag the target while the defenders try to prevent it by rotating in circles and moving around.  Remind students not to pull too forcefully and injure someone.  







