DODGE BALL GAMES  

Partner dodge ball - In 2’s standing opposite each other with 1 ball.  Roll the ball to try and hit partner’s legs.

Circle dodge ball - Stand in a circle with 3-6 players in the middle.  Roll the ball around the circle to try and hit the legs of the middle person.

French cricket - In 2’s or small groups, 1 defends legs with a bat while the others try and hit it with a ball.

Piggy-in-the-middle-dodge-ball - As for piggy-in-the-middle, but the 2 players are trying to hit the middle person on the legs with the ball.  The middle person can move to avoid the ball.

Tennis dodge ball - All against all using a tennis ball.  Anyone can pick up the ball and throw it.  When caught either sit out or make a star shape for people to crawl through legs.

Pink ball dodge ball - Throwing the soft pink balls.  Player is caught when hit on the leg. - 

1) All against all.  Anyone can pick up the ball and throw it.  When caught either sit out or make a star shape for people to crawl through legs.

2) Only 2 or 3 catchers who can throw the ball.  When caught either sit out or make a star shape for people to crawl through legs.

3) Start with 2 or 3 catchers.  When caught become a catcher.  Catchers identify themselves by wearing a band.

Team dodge ball - 2 teams staying in own half of gym.   The aim is to hit player’s legs on the other team.  When hit sit out.

Variation - Team members get back in if score a basket or knock a skittle down.
No mans land - 2 teams in own half of gym with a bench at the end of either side.  When caught stand on the other teams bench and if you catch a ball, without leaving the bench, you can try and catch the team members from there.

Variation - If you manage to kick a thrown ball you get back in.

Three-court dodge ball - 3 teams in a third of the hall each.  The two end teams try to hit the team in the middle.  No moving with the ball.  The quickest teams to get the middle team out win.  Variation - When caught they go and stand in the team that caught them.  The winning team is the one with the most players.
Dodge ball rounders - 2 teams, 1 batting and 1 fielding.  Batters bat by throwing / kicking the ball out and then run around the four stumps.  The fielders try and get the batters out by hitting their legs with the ball while they are running from stump to stump.

Team 2 dodge ball - Class are in four teams.  Each team gets a time at trying to hit the rest.  The team with the most hits wins.

Team passing dodge ball - In 2 teams and 1 ball.  There is a hoop at either end of the gym with 1 player from each team in each.  The aim is to pass around your team trying to get the ball to hit the opponent in the hoop on the leg.  Players are allowed to go anywhere, trying to mark a player an opponent.

Name and dodge - In 4 - 6’s with 1 ball.  The person with the ball throws it up and calls a name.  That person catches the ball and then tries to catch someone on the leg.  When they go to catch the ball the rest can scatter but must stop when the ball is in their hands.  

Beanbag dodge ball - In 2 teams.  1 team is lined up on either side of the gym with 2-4 balls.  The other team is lined up with a hoop full of beanbags.  They are trying to transfer the beanbags to an empty hoop, going 1 at a time.  If they get caught the must return and the beanbag does not count.  The winning team is the one that has transferred the most beanbags in a set time.

End man dodge ball - 4 teams with 3 teams making a circle.  The other team is joined in a line in the middle of the circle.  The circle players are trying to hit the person on the end of the line.  The line has to stay joined and move around to stop the end person being hit.

Time bomb - As for dodge ball, but when caught kneel down in a tucked shape.   If they catch another player on the legs, with their hand then they swap places with that person.

Outman dodge ball - Free movement, anyone can pick up the ball and throw it.  When caught sit out.  When the person who caught you is out you get back in.

Castles - 2 teams staying in own half of gym.  Hit player’s legs and knock up to 3 skittles down.  

Variations
1- Team members get back in when knock a skittle down



2 - Team members get back in when score a basket in other teams half.

 

3 - Team members get back in when score a basket where team member can go into other half by dribbling the ball.  If caught they have to go back to own side.



4 - Pick up the skittles on your side if a basket is scored.

Den ball - Two benches set parallel to each other in the middle of the gym.  Between the benches are 3 catchers and 6 balls.  The rest of the class stand at the end of the gym behind the red line.  This is the den.  Players can only stay in the den for up to 5 seconds and before returning they must run once around the benches.  Catchers throw balls to hit people on the legs.  They can only throw from between their benches, but they may leave the benches, by the two openings, to collect the balls.  When caught sit out.

Bench dodge ball - 2 benches set 1 at either end of the gym with a space behind for throwers to stand.  2 teams with 1 player behind their own bench and the rest in the middle area.  Throwers try and hit players of other team.  When hit go behind your bench and help catcher.  Balls can only be thrown from people behind the bench.  Free players in the middle area collect the balls and pass to their throwers. 

Stop - In a circle with 1 in the middle with a ball.  They throw the ball and shout a name.  That person comes to catch the ball while everyone else scatters.  The retriever shouts "Stop" when they catch the ball and everyone has to stop and stand still.  The collector then attempts to hit someone with the ball.

Secret agent 007 - This is like team dodge ball, but each team has a secret agent in their team.  When out sit on your own teams bench.  The secret agent can touch the players who are out to let them back into the game.  Try and be discrete and not get seen freeing.  Once the agent is out nobody can get back in.

Circle dodge ball - In 2 teams with 1 team in the middle of the circle and the other on the outside.  The players on the outside have to throw the balls and try and get the middle team out.  When caught either join outside players or stand out.  Can time team and make it a competition.

Football dodge ball - In 2 teams.  1 team is placed around the outside of the playing area, trying to get all the other team out, by kicking the ball so that it hits them on the legs.  The other team can move anywhere within the area and are out when hit.  Time how long it takes to get a team out.  The team with the quicker time wins.

This game can also be played by throwing the ball rather as kicking.

Snowball - This game is almost like dodge ball.

Changed Rules:

1. The first time you are hit, you get down on your knees.

2. If you are down on your knees and catch a person's ball you can get back to your feet.

3. Give each team 2 little balls, if people are out they can throw the little balls at the basketball backboard and get everyone back in.

4. The little balls cannot be used to tag people out.

5. If a person is hit above the shoulders the person who threw the ball is out.

American dodge ball - 2 teams standing in half the hall each.  All the balls are placed in the middle of the gym in a no-mans-lands section and the teams start standing at their own back wall.  On go they run to collect the balls but must go back to own area before throwing them.  If the ball is thrown and hits you before it hits anything else you are out.  When out line up along the sidewall in order of going out.  If a ball is caught cleanly from the other team then 1 person is back in and the thrower on the other team is out.  

Imperial's and rebels - Divide the class into two even teams. One side will be the "rebel" fort and the other is the "imperial" fort. The teams cannot cross the middle line. Choose two "Jedi’s for each team. This game is played by throwing the balls at the other team. If the ball hits someone, they are to sit down in that spot until one of the two Jedi’s (who the other team is constantly trying to figure out) comes and taps them so they can re-enter the game. If a ball is caught, then they student who threw the ball must do the same. However, if a Jedi is hit by the ball, or even touches the ball accidentally, he loses his powers and sits to the side for one minute. After this time, he can re-enter as only a normal player (can't revive other students). The object of the game is to make the other teams Jedi’s lose their powers and hit every player on the other team. Once all of the players are down, the game is over. 

Survivor - The students make a perimeter for the game by sitting in a circle. Number the students from 1-5 (for larger classes you can go up to 8). This game is like dodge ball.  After calling a number, the students with that number run to the middle and pick up a ball.  They must throw the balls at each other and once hit a player must sit back down in the perimeter. When only two people are left in the game, you stop the game and declare these two the "survivors."  They get to stay in the middle of the playing area and will be part of the next game.  Call out the next number and repeat this process until everyone has gotten to play.

Dodge Bowl - The class is divided into 2 teams. The gym is also divided in half, with each team on one half. Five bowling pins are set up at the back of each team's court (usually on the base line). The bowling pins should be spread out along the base line approximately 2m apart. To start the game the 8 balls are placed in the centre of the court and each team is lined up in front of their bowling pins. On command the teams run to get the balls and they can begin throwing them. Each team is trying to knock over the other team's bowling pins, which cannot be placed upright once knocked over. Even if a pin is knocked over accidentally by it's own team it can't be replaced. While this is going on the students can also throw balls at the opponents in order to try and hit them below the chest. The players can use their hands to block shots and in this case they are not considered hit. If a player is hit below the chest, then that player must join the other team. As the game progresses it is possible, and quite likely, that one team will outnumber the other. When the final pin falls the game is over.

Cracker ball - This is an individual dodge ball game. (Every man for himself) The players are allowed to use the entire floor.  When a player gets hit with the ball, or if someone catches the ball he has thrown, he moves to the baselines or the sidelines. The people who are on the baseline and the sideline can throw the ball and hit the players who are still in to get him OUT.  Therefore you wind up with one ultimate winner.
Sideline dodge ball - Divide the group up into two teams. No one is allowed to cross the half court line. In sideline dodge ball, you have two chances.  If you get hit once you cross the half court line and go to the other side of the gym floor. If you get hit again you go to the sideline on that same side of the gym floor. When you get on the sideline you throw the ball at the players who are not on your team. When a player moves to the other side of the gym, he can only throw across the half court line to get players OUT.   At the point where there are only 8 to 10 players left on the playing area, then the teacher should blow the whistle and let the players run full court. The players have to keep in mind who is on his or her own team. Do not hit the players who are your own teammates. The winning team is the one who is left standing on the floor.

Fish in a Barrel - The participants are divided up into two teams. One team is placed on the basketball court and is instructed to stay within the boundaries of that basketball court. The other team is instructed to stand outside of the boundaries of the basketball court and are not allowed to go inside of the basketball court, but may go anywhere outside of the court. The team on the outside is to throw the balls at the team on the inside to try to get them out. If the team on the inside catches a ball thrown then they are not out, but have to roll the ball to the outside of the basketball court. If within ten minutes or earlier if the instructor sees that no one is getting out, the boundaries decreased for the people in the middle. The side boundaries are now the free-throw line. This activity is timed and the team with the longest time in the middle is the winners.

Doctor Dodge ball - The game begins with dividing the class into two evenly matched teams. Each team gets one-half of the gym, or field. The director of the game will set-up four pins on each side of the court. Each team will be given the same number of balls to try to knock down the pins. If a pin gets knocked down than the doctor must go and set it back up. The opposing team tries to hit the doctor below the waist. The game is over when the doctor and all four pins are knocked down on one side or both doctors get hit therefore causing a tie. The doctor will have an "office" where they can stand without being in jeopardy of getting hit. There can be more than one doctor, if so, than when the doctor gets hit they take off their penny and becomes a regular player. The teams cannot cross half-court line, they cannot "guard" the pins, but they can deflect the balls from hitting the pins, and you cannot hit other people on purpose other the doctor, since the object is to knock down the pins.

Sink The Bizmark - This game brings tag and dodge ball together, you have four squares numbered of one through four. You start with both balls in the middle of all four squares and have the participants line up around the large box made by the four small ones coming together, sort of like a large four square court. At the beginning all people run to the get the ball and all four squares are open. When a player is hit by a ball they must freeze, but to get unfrozen they can either tag another unfrozen person or hit another unfrozen person player with the ball. During the game you close down different squares, and all the unfrozen people have to leave that square in the time you give them. If an unfrozen player enters a closed off part of the square they are automatically frozen. 

Beanbag Bombardment - Break the class up into 4 equal teams.  2 teams line up behind empty hoops. 1 team behind each hoop.  The other teams stand either of the boundary lines.  On go, 1 child (from each of team behind the hoops), runs as fast as they can to the other end to collect a beanbag. They quickly return to their hoop and PLACE the beanbag inside. This all has to be done without getting hit by the ball at waist height or below. If they do get hit on the way up they simply run quickly back to their team and tag the next person. If they are on their way back and have a beanbag, they must return the beanbag to one of the main hoops (NO throwing) and quickly tag the next person in their team.  The two teams at the side throw the soft balls at the children running past. Only throws below at or below waist level and thrown from behind the boundaries are effective. Children only have 3 secs to throw ball.  There is a safety zone for runner, the 2 small areas located between the cones and hoops.  After an allocated time, beanbags are counted. The running teams then swap to the throwing position (and vice versa).

I need to stretch - Dodge ball, when caught go to stretching area and perform stretches for 30 seconds before joining back in.

Time Bomb - You pick four people. They each have a ball and have to stand in a corner of the hall. The rest of the children have to stand in the middle. When the teacher says go, the children in the middle have to run around in a clockwise or anticlockwise direction trying not to get hit by the balls. If they are hit on or below the knees then they are out of the game and have to sit out for this round.  Those children in the corners have to aim the ball at the knees of the others. Once thrown, the corner children have to carefully walk into the middle of the hall to collect their ball. They must then return to their corner before they can throw the ball again.  This continues until there are only four children. These last four then become the new children in the corner and those who were out get to have another go.


Hit and Sit - To play you need 3 large soft balls and you put them in the middle of a gym. You need at least 15 people to play and everyone sits on a bench or sideline until someone says go. Everyone goes after the balls and the players that pickup one of the balls throws it at someone. If a player is hit below the shoulders then that player has to sit. If the throwing player throws the ball at someone and that person catches the ball the throwing player is out and sits down. The players are only aloud to take 3 steps before throwing the balls.
Hit the Snake - Dodge Ball - Start out with three people to form a snake, having a head, middle section and the tail with players placing hands on waist to stay attached. The remainder of the group is to form a circle around the snake. The object is to try to hit the tail of the snake with the ball. The snake has to move around quickly to prevent this from happening. The group should pass ball round to out smart the snake to get in a shot at the tail. If the tail is hit the person that hit the snake is now the head of the snake. The tail is to take the place of the thrower back into the circle.
Pickle - Set up two throwers so that each one will stand at an end zone and one will have a handball. Have all players at one of the end zones and they must run to the other end zone without getting hit by the ball. The throwers will toss the ball back and forth until someone runs. The thrower with the ball at that time will try to hit the runner or runners. Any runner hit by the ball is out. The runners will again run to the other end zone once all runners have made it. All throws should be below the chest or make wild players throw underhanded. The last two runners are the winners and new throwers.

Run the Gauntlet - Choose 2-4 throwers to stand on the sidelines across from each other with 2-3 balls, all balls should be on one side at a time. Players will line up at one end of the play area and they are to run to the other end of the field. If any player is hit they are out and can go to the sideline to become an additional thrower. Once all runners have come through have them go back again. Only run them one direction at a time to prevent injury. All throws should be below the chest or make wild players throw underhanded. The last person or two are the winners.
Three Man Step - The game starts when one person throws the ball up. The rest of the children are either running from the direction it is thrown or trying to catch the ball. The object is to eliminate players by hitting them with the ball.  One person catches the ball for a serve. He then can only take three steps toward another player and throw the ball at him. If the player is hit they are out and must sit where the ball hit them. They can tag others that run by them but they must be sitting flat on their bottom while tagging. They can also throw the ball if it comes close enough to them without moving. 

Dodge ball 2 - Kids would form two teams. One team would form two lines facing each other. They had playground balls for ammunition (two balls was the norm.) The other team would scatter about between the lines of the first team. The first team would then throw balls at team two. If a member of team two was hit below the shoulders, s/he was out and had to stand aside. If a player on team two caught the ball in the air (not after a bounce), s/he received a free "life" (i.e.-if s/he is hit again, s/he has used up a "life" and is not out.) A player may not receive more than three "lives." The fourth, fifth, etc. time a player catches the ball, s/he may bring players who were out, back into the game by calling a name. If and when all players of team two are out, the teams switch places. 
VARIATION: If a player on the opposite team catches a ball you threw before it bounced, the thrower is 'out' 

Dodge Ball - This requires a long wall and ball. Everyone lines up and one person throws the ball at the wall in an attempt to hit a part of someone’s body. If they do, then that person is it and must now throw the ball. The object is not to throw the ball hard, but accurately in order to catch someone trying to dodge the ball. 

Dodge ball 3 - We played Dodge ball in a circle (the circles were actually painted onto the blacktop on the playground). However many kids wanted to play, were divided up into 2 teams. One team was inside the circle and the other half spread out around the outside. We used a red rubber playground ball (about 14 inches in diameter) and threw it at the players inside the circle. The kids inside were allowed to run around where ever they wanted, but could not go out. We could only throw the ball to hit the kids inside below the waist. If a ball was thrown and hit someone above the waist, the thrower had to stop playing. If a kid in the center was hit, they became one of the players outside the circle. The game was over when only one person was left inside the circle. 

Variation 1 - You need a large open space and at least enough soft-medium hard balls to have one team have enough balls to have one per player. You can have a lot more, or a lot less. You divide into equal teams.  Mark a large rectangle with a line through the middle.  You throw the ball to hit one of the members of the other team. If they catch the ball, the person is out. If the ball hits a person in the head, the person is out who threw it. That all happens before the ball bounces. If the team with a person out hits a member of the other team, all their members are in again. If it bounces, the ball does not follow any of the above rules. 

Variation - The only change of rules is that the team with the person out must hit the player of the other team to get the team member in. 

Variation 2 - You divide up in two teams. Drag a garden hose or other similar divider between the yard. The teams each go to their own side, and may not cross the divider. Gather as many balls as possible and split them up between the two teams to start. You throw a ball at the other team, if you hit them below the head they are out. If they catch the ball, you are out.  The last person in is the winner. 

Frisbee War - This was Dodge ball played with frisbees instead of balls. Two teams with boundaries that you have to stay inside of. We usually had a few frisbees, 2, 3 or 4, We always played that if you caught someone's thrown frisbee then the thrower was out. You played until one person or team remained.

Running Gauntlet - Small sponge balls, beanbags and two hoops. Divide the group into two teams. Team 1 is divided into two groups, one on each side of the play area. Team 2 lines up along the end of the play area. At the other end place a hoop, which contains twelve to fifteen beanbags. All members of team 1 have a sponge ball in hand. Team 2 sends five team members at a time to get a beanbag from the hoop at the other end of the gym. As they run, team 1 tries to hit them with a sponge ball. Only one throw for each group of five runners. It the runners are struck by a sponge ball, they must go back. They try to bring back a beanbag without being hit by a ball

Beach Ball Dodge - One person with the ball is "It". This player can dribble the ball twice and then try to hit someone. If a person is hit he gets a point. The player with the ball is allowed one bounce against a wall.

Circle Dodge ball - One or two sponge balls for each circle A double circle On signal, the outside circle throws a ball trying to hit the players on the inside circle.  If the ball strikes a person, he/she gets a point. That person must run to a given spot and back to the centre gain
Variations - If the persons are hit by the sponge ball, they must go to the outside of the circle.

Retrieval - 2 teams.  1 team is lined up at one end of the gym.  They are trying to collect objects, 1 going at a time, from the other end.  The other team is trying to stop them by throwing balls to hit their legs.  If caught they are out and that object does not count.

Donkey Dodge ball – Form a circle and 4 people are chosen to go into the middle. The 4 people hold on to each other at the waist, forming a chain. The front and middle protect the back of the donkey by using their bodies as a block. The players who form the circle try to hit the back end of the donkey, below the waist with the ball. If someone does hit the last person of the donkey, then the thrower will join the front of the donkey and the person who was hit, joins the circle. 

Galloping Lizzie - Have the players find their own place in the play area.  Choose one player as "it" and they take the sponge ball.  The game is played by "it" throwing the ball at another player, where the hit player would become "it" and have to take the job of throwing the ball.  To make the game more interesting, specify a certain style of throwing, i.e. underarm, left-handed etc.

Tigers - Mark out the area of activity. Two children are chosen as 'Tigers'. The Tigers' have a beanbag each. The 'Tigers' have to hit the other children below the knees with the beanbags. Those children who are hit then join the 'Tigers' team. 'Tigers' cannot move with the beanbag. The game should focus on passing between the 'Tigers'

Fugitive - Select someone to be the fugitive. Everyone else is out to capture the fugitive working as a team (FBI). Capture the fugitive by hitting him below the waist with the ball. The fugitive can run anywhere within the boundaries. The FBI agents pass the ball to each other until they can get a good shot, they must throw it to another agent. FBI agents can go anywhere even outside the boundaries. Strategy involves passing the ball to someone near the fugitive who would then have a good shot. Anyone hitting the fugitive above the waist is out for the game
Fugitive-Stake Out – In this version of fugitive the FBI agents are positioned around the field and they cannot move from their designated spot. This makes it a less active game and better allows all ability levels to play together. Select someone to be the fugitive. Everyone else is out to capture the fugitive, working as a team (FBI). Capture the fugitive by hitting him below the waist with the ball. The fugitive can run anywhere within the boundaries. The FBI agents pass the ball to each other until they can get a good shot at the fugitive. The person who hits the fugitive below the waist is not the next fugitive. The person who passed him the ball is the next fugitive. Play coed by requiring the ball to be passed to at least one girl any time it touches the ground. Players may leave their spot to get a stray ball but most go back to their spot to throw it. They must pass it to someone if they left their spot to get the ball.
Kitty Corner - You pick someone to be it. If you have a lot of people then you pick more than one "it".  Everyone that is "it" gets a ball (like a standard red kickball) All the cats pick a corner to stand in. You also need someone to be sort of an umpire. When everyone has a corner then the ump yells, "cats get a corner" Then everyone takes off running for the corner that is next. Everyone is supposed to run in the same direction so no one should run into each other. While the cats are running the "its" try to hit them with the ball. If you get hit you stand in the middle by the person who hit you. The "it" at the end with the most cats is the winner. Or the cat that never gets hit wins too.

GLADIATORS - Barriers are set up in two rows on gym floor. Students are divided into 2 teams. One team with balls stands behind a throwing line several feet in front of the barriers. Other team lines up at one end of gym to take turns running, one student at a time, to 1st barrier, then 2nd barrier, then 3rd, etc., through entire course of barriers, attempting to touch red tape X on wall near last barrier. If successful in touching red X without getting hit by ball, your team scores 1 pt. If you get hit anywhere along the way, go to end of runners' line. 2nd runner may start when 1st barrier is not occupied, 3rd runner may start when 2nd runner has left 1st barrier; in other words, next runner must wait until barrier in front of him is not occupied to advance. As needed, call time-out to retrieve balls and get ready to resume game at the signal. This is a take-off of one of the American Gladiator games from TV. The kids love the hiding and dodging and throwing at a moving target. You may set a time limit for each team to be the runners or trade running and throwing teams when each player has had a turn running.

SPUD - You get a group of kids, (minimum 3, no max) and a ball (playground-type, red, or if you play with mean kids, a hard kickball-type). Determine who is "it" by yelling "not it" until the last person is obviously "it". "It" then counts to a predetermined number, usually 10. out loud. As he counts, the rest of the players scatter. When he reaches 10, they all freeze in their spot. Then "it" takes 4 giant steps towards the closest person (S-P-U-D) and throws the ball, trying to hit him or her. If "it" hits the person, the person gets a letter "S", if "it" misses, then "it" gets a letter. That person then becomes "it". The game continues until one person is SPUD (gets hit or misses 4 times). Eventually the game comes down to two people. 

OR

All players form a circle and count off (they must remember their number.) One player is chosen to be "it" and is given a playground ball. S/he throws the ball high up into the air and calls out another player's number. Everybody runs away except for the player with that number. S/he must run to the ball. When s/he gets the ball, s/he calls, "Spud!" very loudly. Everybody must freeze when they hear, "Spud!" Then, the player with the ball can take two big steps towards any player and throw the ball at him/her. If the ball hits that player, s/he becomes "it." If not, the player who called "Spud!" is "it."

King's Court - Divide into two teams. Each team in their own zone with one person in each respective capture zone. A person hit by the ball in their zone must go to the captured zone. A person in the capture zone can return if they hit someone in their normal zone. A player whose ball is caught by the opposite team must go to the capture zone. When in your zone, you can't leave.

Medicine Man - Two teams. One person from each team is selected as the medicine man. When hit by the ball the medicine man can drag the person behind the safety line to bring them back to life. Two mats are set-up on each side for the medicine man to hide behind. Both teams must stay on their own side. Once the medicine man is hit, all other players hit are eliminated.

Extreme Dodge Flag - 2 even teams with even amount of dodge balls.  Have a centre line across the court, with 2 jail areas on opposite corners, and 1 flag on each side.  
Objective -Capture the flag – Steal enemy flag and return to own side

Eliminate enemy team by tagging (on own side) or hit with dodge ball (other side)

Rules - Can only throw dodge balls on your side of the court

If enemy is on your side, you can tag them

Once you’re on the other side of the court you lose tagging power

Once you’ve been tagged/hit by ball, go to jail on the other side

Save players by getting to enemy jail safely – safe passage back once rescued

Dodge balls can be avoided/grabbed in standard way

Once flag is in possession it can be thrown but if dropped it is returned.

If holding flag, then cannot rescue teammates from jail

If tagged/hit with flag then flag is returned

If team scores all players return to side and balls returned, 30 seconds of peace.

Bombardment - You will need - dodge balls, Noodles, Small bats and Coloured bibs Two teams with an even number of players, three players from each team receive bats Aim is to steal the opponent’s special ball and return it to their end of the court. The game starts as normal dodge ball with balls being thrown to hit below the head, and you can catch the ball to get the thrower out. Hit people go off to the side. The bats may only used to deflect balls they cannot be used to hit other players. If a defender with a bat is hit they must immediately drop the bat, which can be picked up by either team sometimes giving an advantage. When you step across the centre line you can no longer throw balls, you may use it to deflect incoming balls. Players may venture onto the other side to get the opponents special ball. The noodles can only be used on your side of the court to tag opposing players.

Poison Cookie - Make cookies out of 2" foam, 12" in diameter. Color 4 cookies yellow and 4 red. You can use colored tape around the circumference or spray paint the cookies. Divide into two teams on opposite sides of the play field. You may use bandanas or flags to identify the two teams. Each team gets one color of the cookies. The object is to hit member of the other team by kicking the cookies at their legs. Anyone hit by a cookie from the opposite team is out of the game. When one team has been completely eliminated, they lose.

Cats In The Corner - Mark off square play area. The ball thrower will be in the center of the square. There are safe zones at each of the corners where all the players called Cats will be. When the thrower calls "Cats In The Corner", the Cats have to run from one corner to another without getting hit by the ball. They can go any direction including diagonal as long as they do not get hit. Any player hit by the ball is out. If you have a large group you can have several balls and a couple throwers.

Soccer practice for warm up - In two equal teams of between 6-10 players ensuring that one member from each team is nominated to be the fox. Each of the two fox players should be distinct from the other team members by vest or coloured arm marker. Each team has a ball and pass by throwing and catching. The objective of the game is to hit the opposing fox below the knees with a thrown ball.  A player may take only five steps with the ball before either passing to a teammate or throwing at the fox. Teammates can protect their fox by blocking or deflecting opponents throws. Change of possession occurs when a pass is intercepted by a member of the opposing team, the ball drops to the ground, or a player takes too many steps with the ball. Players can call the fouls. Keep two balls in play at all times. 

Stuck n mud dodge ball – 2 catchers have the balls trying to catch others on the legs with the ball.  When caught stand in a star shape.  Someone frees you by crawling under legs.

Dodgeball - Dodgeball is a recognised sport and it is becoming more popular in Scotland with competitions, hosted by the UK dodgeball association, throughout the year. 

 In dodgeball is count is split into two halves and each team can only play in their half. In the middle of the court there is a dead zone where the balls start at the beginning of the game, and neither team can enter this area. 

 There are several ways of being put out in dodgeball

· If you are hit (anywhere) by a ball

The ball can not have touched, walls, floor or anything else before touching you to put you out. Although the ball can hit you anywhere, an intentional head shot is not permitted.

· If some catches the ball you throw.

If an opposing player catches the ball you throw before it hits the ground you are out.

· If you leave the court area

Any part of the body over the side lines or in the dead zone puts you out.

 However if a team mate gets a full catch you are back in the game - first out, first in.

 The game is player with 6 players and 3 balls. 

All 6 player must start at the back of the court making contact with the wall. Only 3 players per team can run forward for the balls at the start of the game, and the balls must be passed back before they can be thrown at the opposition.

 Games are usually best of 5, 2 mins games. Team with the most remaining player win, or if you knock out all 6 players within the time. 

 

Dungeonball - Hall is split in half with 2 benches making the divide.  All of the class are split into 2 teams. A mat is placed at the back of each half.

Small and large soft balls are needed for the game, the more the better e.g 15 big 10 small.

 The aim of the game is to get the other team in your dungeon (the mat).

Big balls are thrown at the opposing team, the aim is to hit them below the waist, when hit that person must go around the benches to the dungeon on the opposing side. 

Team mates can try to free anyone on the mat by throwing the small balls to them.  You must get a full catch while standing on the mat to go free. 

(variation can be if the team captain catches the ball all on the mat go free).

 Children love this game and it is a brill end of term treat or a good application for the overarm throw (needed to free captured team mates)

 

Sit down dodgeball - This game is quite complex and is more suited to upper primary. 

 Two or three large soft balls are needed for the game. Anyone can use the balls thoughout the game, the aim is to stay standing throughout the game. When hit (below the waist) you must sit down, however if you are hit again when sitting, you can get back up and whoever threw the ball must sit down. 

 Once children get used to playing this game it is very enjoyable and can led to some sneaky tactics such as standing in front of friends that are sitting so that when the ball is thrown it hits them. 

Full catch sits down the person that threw the ball.

When there are 4/5 players left declare them winners and start the game again. The more balls the harder the game so start with 2 and introduce more as the children get better at the game.

 

Dodgeball rounders - A good way to introduce a striking and fielding game to young children. All you need is 2 mats and 3 small foam balls. Using the length of the hall set up 2 mats one at each end. 

Small teams of 6 children. Each team gets a turn to 'strike' or in this case throw, the team with the most runs wins. All other teams field. 

First thrower throws all 3 small balls then tried to run to the mat at the other side. Fielders have to collect the balls then throw them at the runner, if hit the runner is out. If the runner makes it to the mat they stop and wait for the next thrower to throw before running back. Team counts the number of runs the can make before the are all out or before a set number of innings (turns to throw).

Variation is to use 4 bases.

 
Nationball - Set up dodgeball game play like normal, with a large rectangle for the boundary lines and a line through the middle separating the two teams. 
Each team starts with one of its players outside the rectangle of the opposite team's side. This player can try to get players from the opposite team out. 
Every time a player who is inside the rectangle gets thrown out from, that player joins the other players from his team to the outside of the boundary line on the opposite team's side. These players have to stay on the outside of the rectangle but can try to hit opposing players with balls that reach them. Once all the players from a team are out, the other team wins. 

Circle Dodge Ball - Set up cones in a large circle. If there is a circle line drawn on the blacktop, use this. Split kids into two teams. One set of kids stands inside the circle while the other set stands outside the circle. 
Those outside the circle throw the ball at the kids inside the circle. The kids inside the circle can run around anywhere within the boundary lines to avoid getting hit. If a player inside the circle gets hit, that player joins the rest of the kids outside the circle and continues to throw the balls at the kids inside the circle. The game is over when there is one kid left inside the circle. She is the winner.


DB 1 - This requires a long wall or side of a house and a big rubber or kick ball. Everyone lines up and one person throws the ball at the wall in an attempt to hit a part of someones body. If they do, then that person is it and must now throw the ball. The object is not to throw the ball hard, but accurately in order to catch someone trying to dodge the ball. 
DB 2 - Kids would form two teams. One team would form two lines facing each other. They had playground balls for ammunition (two balls was the norm.) The other team would scatter about between the lines of the first team. The first team would then throw balls at team two. If a member of team two was hit below the shoulders, s/he was out and had to stand aside. If a player on team two caught the ball in the air (not after a bounce), s/he received a free "life" (ie-if s/he is hit again, s/he has used up a "life" and is not out.) A player may not receive more than three "lives." The fourth, fifth, etc. time a player catches the ball, s/he may bring players who were out, back into the game by calling a name. If and when all players of team two are out, the teams switch places. 
VARIATION: If a player on the opposite team catches a ball you threw before it bounced, the thrower is 'out' 

DB 3 - We played Dodgeball in a circle (the circles were actually painted onto the blacktop on the playground). However many kids wanted to play, were divided up into 2 teams. One team was inside the circle and the other half spread out around the outside. We used a red rubber playground ball (about 14 inches in diameter) and threw it at the players inside the circle. The kids inside were allowed to run around where ever they wanted, but could not go out. We could only throw the ball to hit the kids inside below the waist. If a ball was thrown and hit someone above the waist, the thrower had to stop playing. If a kid in the center was hit, they became one of the players outside the circle. The game was over when only one person was left inside the circle. 

DB 4 - This is the version of dodgeball that I've learned from students in Japan. Players are divided into two equal teams. the playing area is a big rectangle, divided in half. Each team gets one half. All but one player from each team starts in that team's half. The extra player starts outside the rectangle, behind the other team's side (thus, there is one player from the other team behind each team). The teams "janken" (rock-paper-scissors) to see who gets the ball first -- only one ball. The usual play -- try to hit a player from the other side (generally, head shots are not allowed). Any player who is hit must go to the outside, joining the original "extra" player from his side. The outside players can also try to hit people, but they must be behind the back edge of the rectangle. If an "outside" player hits someone, he gets to go back in for his side. Last team with any players "in" wins. The interesting thing is that all players are a! lways active, and the "in" players spend a lot of time running forward and backward. 

DB 5 - An indoor variation on the dodgeball theme. 

You form a circle and choose a person to start. That person tosses a ball (preferably a soft one, like Nerf) to someone across the room. If you catch it, you toss it to someone else. If you drop it, you sit down. Last person standing is the winner. It's a good rainy day game and nobody gets hurt, and hopefully nothing gets broken. :) 

DB 6 - Variation 1: Setup: You need a large open space and at least enough soft-mediem hard balls to have one team have enough balls to have one per player. You can have a lot more, or a lot less. You divide into equell teams. Playing area: Mark a large rectangle with a line through the middle. Rules: You throw the ball tring to hit one of the members of the other team. If they catch the ball, the person is out. If the ball hits a person in the head, the person is out who threw it. That all happens before the ball bounces. If the team with a person out hits a member of the other team, all their members are in again. If it bounces, the ball does not follow any of the above rules. 

Variation 2: The only change of rules is that the team with the person out must hit the player of the other team to get the team member in. 

DB 7 - You divide up in two teams.  Drag a garden hose or other similar divider between the yard.  The teams each go to their own side, and may not cross the divider.  Gather as many balls as possible and split them up between the two teams to start.  You throw a ball at the other team, if you hit them below the head, they are out.  If they catch the ball, you are out.  The last person in is the winner. 

DB 8 - One team is against a wall and the other team has playground balls at least 10 meters or so away from the other team. The throwing team can't cross the line and they begin throwing the balls at the other team.

 The throws work like this:

 Hit in the arm-arm behind back

Other arm-both arms behind back

Hit in the leg- one leg up

Other leg-one your knees

In the head or body-your out till next game

If you catch the ball you get a piece back

If no pieces are missing then someone who went out can come back in

Frisbee War  - This was Dodgeball played with frisbees instead of balls.  Usually there were two teams and a boundaries that you had to stay inside of.  We usually had a few frisbees, 2, 3 or 4, depending on how many kids were playing (sometimes up to 15 or 20 at a time).  We always played that if you caught someone's thrown frisbee then the thrower was out.  You 
played until one person or team remained. 

 Doctor and Spy – 
1 - This game is very similar to the 2 team Dodgeball listed in your games but it has a variation. Each team gets into a secret huddle before the game starts and decides on a "Doctor" and a "Spy". The games goes along as usual-with a line and throwing balls back and forth. If you get out (by getting hit or someone catches your ball), you stand to the side. The Doctor of your team can secretly walk by and touch your hand to get you back in the game. The facilitator of the game can at any time yell, "SPY! 10 Seconds!" and then slowly counts to 10. The designated Spy on each team is allowed to take a ball across the line and try to get the other team out. That person must be back over to his side before the ten seconds is over. This game can be played outside, in a gym, or even in a large indoor room (you can use crumbled paper instead of balls so you don't loose your lamps!) Which ever team gets all the other players out is the winner. I found that this games promotes a great deal of team work because the team tries to protect its Doctor and Spy.

  

OR
Nationball:  You had mentioned this game was played by children in Russia under the name Sniper. We played the game with those medium sized red rubber balls. It is the game where two teams play against each other in a large rectangle, which is separated by a line in the middle.

Each team starts with one player on the outside of the rectangle, on the opposite side from where they are standing. The rest of each team stands inside the rectangle. The point of the game is to hit players on the opposite team. When a player is hit, they then go on the opposite outside edge. 

If the ball goes through the opposite team without hitting anyone, the people on the edge, chase after the ball, giving them the opportunity to try to hit someone again. Each time a person is hit, they must go out on the outside of the rectangle. The winning team is the team that has the last person left INSIDE the rectangle. 

Though this game is not new to your site, I thought you may be interested in the name that we called it. The name came from the fact that we were like two different countries on each side of the line, trying to beat each other in a "war". Hence, the name NATIONBALL. I grew up in Southern California, and now reside in the Midwest. No one here has ever heard of my favorite game!!!

Contributed by Leslie - Thank you!
Dodgeball Skittles - This uses the same basic rules as Dodgeball although you can use more than one soft ball.  Divide the sports hall into 2 halves and at each end set up a number of skittles randomly. The game is won when all of the skittles are knocked down or all of the other team are out (whichever happens first). If a player is out, they need to know who got them out (can be out by the ball being caught on the full or being hit below the waist).The moment the person that got them out is out, everyone who 'that person got out' can come back in. This prevents children from sitting out for long duration of the game.

Skittles cannot be directly guarded (put hoops around skittles to create an 'exclusion area').   Balls must be thrown underarm.  Players cannot cross the half way line, once skittle is knocked down, it remains down.  An additional idea is to make one skittle a 'life saver' skittle, whereby, if it gets knocked down, anyone on the team trying to knock it down who are already out can come back in. 

Star Wars Dodgeball - I play Star wars Dodgeball, where all the kids have a ball each and throw the balls at the other team.  The first team to have all the other team sat down wins. When a player is hit, they must sit down. One person on each side is a secret Jedi Knight and has the power to touch his team mates who are sat down. Once he has touched them, they can rejoin the game. Teams have to figure out who the jedi is on each team, as when the jedi gets hit by a ball, nobody else can be saved.

Best game in the world ever, kids absolutely love it and always ask me if they can play it whenever I am at the school. 

Cageball - In this adaptation of a dodgeball game for elementary PE, nobody is a target. You will need an equal number of soft balls and a cageball which is a large ball, four to six-feet in diameter.  Divide the PE class into two teams with an equal number of balls on each side of the half court line. Set the cageball on the center line. The object of the game is to throw the small balls at the cageball. The teams try to move it into the opposing team's court. Players cannot cross the half court line to retrieve balls. If a player is touched by the cageball, the other team wins.

Scatter - Scatter is a variation of dodgeball that is played in an every man for himself manner. No teams are necessary. The class gathers in the center of the gym and the game begins with a jump ball.  The player who grabs the jump ball is the attacker and the rest of the PE class needs to scatter. The attacker can throw the ball or tap it on a player maintaining possession of the ball.  If the attacker throws the ball and another player catches it, the attacker is out and everyone the attacker eliminated is back in the game. 

Murder Ball - Play murder ball on a basketball court. The baskets play a big role in this version of the game. The class is divided into two teams. Separate teams on either side of the court. Place the balls in the center of the court. When the game begins, players from either team race the center to grab the balls. Like in traditional dodgeball, they toss the balls to get players on the other team out.

The difference is that in Murder Ball if a player scores a basket all their teammates that were eliminated are back in the game.

War Ball - War is an interesting adaptation of dodgeball. Regular dodgeball rules apply except that instead of players sitting out when the ball hits them, they are still in the game although the body part that touched the ball is not allowed to move for the rest of the game. For example if a player's right arm was hit, the arm must remain limp and cannot be used to throw or catch a ball. If a leg or foot is hit, then they lose the use of that leg, if both legs are hit, the player can scoot along the floor. 

Players can regain use of one of their body parts if they catch a thrown ball. Although, if a player is hit in the chest or back they are automatically out. 

Appoint a "secret medic" on each team. They can touch the "injured" body part and the player can regain use of it. Keeping the medic a secret is an important part of this adaptation since once discovered, the other team can target the medic in order to eventually win the game. One way to keep the secret is to encourage teams to move in groups while playing to camouflage the medic.

Dodgeball tag – One pupil is the catcher with a ball.  They catch others on the leg with the ball.  If caught become a tree.   Trees can catch others who come close to them.

Gauntlet – Set up hazards all around the gym.  Split class into 2 teams.  1 team runs up and down avoiding all the obstacles.  The other team are at the sides trying to throw balls at them to catch them on the legs.

Circular Dodgeball – In 2 teams with 1 team making the circle and the other team standing in the circle.  Outside players try and hit inside players on the legs.  If caught join the outside team.  Last person standing wins.

Dodgeball variation – Players are spread out on perimeter of a badminton court.  Balls are spread out on the interior.  At signal, players move forward, grab nearest ball and start throwing.  Any player hit returns to the perimeter.  If you catch a ball another person has thrown, thrower is out.  The players who are out can still catch others out
Stuck in the Mud Dodgeball – Three monsters wear bibs and try to throw balls at other player’s legs.  When caught stand in a star shape and wait to be freed by a person crawling between their legs.
Dodgeball Game – 2 teams.  One team are throwing and standing behind 2 lines opposite each other (each side of the gym).  The other team are running up and down between the 2 parallel lines trying not to get hit.  One point for hitting a player.  2 points for a runner catching a ball.  Have three shots running up and down then teams swap.

Human Skittles – In 2 groups playing 10 pin bowling.  All but one of the group stand in close group on one leg.  The last person is the bowler.  When the ball is rolled pupils need to jump over the ball.  If hit they are out.
Bowling – In 2 teams in half the hall each.  Each team has three pins or skittles at the back of their court.  The goal of the teams are to either get all the players out on the other team or to knock down all three pins.  

Dodgeball game 2 – In 2 teams in half the court each.  One player from each team is chosen to be Jedi.  Jedis start the game inside of a hula-hoop which is their “circle of Force”.  When a player is hit they must sit down.  Jedis can heal them by tagging them.  If the Jedi has to come out of their “circle of Force” to heal someone and they get hit by a ball they are out.  Each player hit after the Jedi is out goes out as well.  Once a player or Jedi is out they cannot return even if someone catches a ball.  You may give the Jedi a lightsaber (foam noddle) to carry.  They can use the saber to tag their fallen teammates.  This gives them a bit more reach from their “circle of force”.
Red, Purple, Green - Equipment: 5-10 Red dodgeballs.  5-10 Purple dodgeballs.  5-10 Green dodgeballs.

Description: The dodgeballs for this game don’t have to be red, purple and green, they just have to be 3 different colours.  Scatter the dodgeballs all over the gym.  Tell the students that they can only have one dodgeball (either between their elbows, at their feet, or in a hand), at a time. Red dodgeballs can only be grabbed/touched/picked up with elbows.  Purple dodgeballs can only be moved/kicked with feet.  Green dodgeballs can be picked up BY ONE HAND ONLY.  If a student moves a dodgeball other than in the way its colour is specified above, said student must freeze on the spot, spread their legs, and put their hands together in a point above their heads (they are now a human cone).  If a student is tagged by a red or purple dodgeball below the shoulders (these dodgeballs can be thrown with elbows, tagged with while being held by elbows,  or manipulated by feet), then said student turns into a human cone.  The only way to be saved is for someone to pick up a green dodgeball and roll it between your legs.

Green dodgeballs can only save.  If someone is tagged while holding a green dodgeball, they freeze on the spot, can take one shot with their green dodgeball to try and save someone else (not themselves!), and then must turn into a human cone and wait to be saved.  To add difficulty to this game, have the human cones do the plank or pushup position instead, and/or, have the kids use trickier body parts to move the balls.  This game pairs well with specific sports, where you’d like the kids to work on sports-specific skills while having fun.
Foot Whacker - Equipment: 2-5 evil red balls.

Description: Choose 2-5 kids to be it and give them Evil Red Balls. If you get tagged by an Evil Red Ball, then you lie down on your back, spread your legs, and hold your feet as high in the air (with the soles facing the ceiling),as you can.  To be saved, you need 2 different kids (one for each foot), to come by and “whack” the sole of a foot.

When the first foot is whacked, said foot can be placed back on the ground. Once the second foot is whacked, the student can hop back up and rejoin the game. Change taggers often to change the game!
Angry Cat Tag - Equipment: 2-5 evil red balls.

Description: Choose 2-5 kids to be it and give them Evil Red Balls.  If you get tagged by an Evil Red Ball then you turn into an Angry Cat.  Angry Cats can only move around on their tiptoes AND fingertips, and can still move around the gym.  Angry Cats love to hiss.  To save an angry cat, someone must crawl underneath them.  Switch taggers often to keep the game fresh!
Mini-Basketball Tag - Equipment: 2-5 evil red balls.  Enough small balls (ping-pong, tennis, foam…etc.), for each student to have one.

Description: 2-5 people are it, and are given evil red balls.  Everyone else has a ping-pong ball or tennis ball.

If you get tagged, stick your ball under your armpit and make a circle using either one hand or both.   Put your “hoop,” (the circle you’ve made with your hand(s)), in the air.  To be freed, someone has to come and “slam dunk” their ball through your hoop.
Pizza Pizza - Equipment: 2-5 evil red balls.  3-6 hula hoops.  Even number of GREEN, RED, YELLOW pinnies, split evenly amongst the remaining students, so that each student has a pinnie.

Description:  Scatter hula hoops around the gym.  2 – 5 students are it and are given evil reds balls.  Split all other students evenly between the 3 coloured pinnies so that each student has a pinnie.  The yellow pinnies are cheese.  The red pinnies are sauce.  The green pinnies are green peppers.  The hula hoops are pizza shells.  You do not have to wear your pinnie, you can just carry it in your hand.  If you get tagged by an evil red ball, you must stand inside a hula hoop (pizza shell).  In order to be freed from your pizza shell, you must have all 3 ingredients on your pizza (i.e. a hula hoop must have a yellow pinnied student, green pinnied student and a red pinnied student before any of the 3 can leave the hula hoop).  Students who have not been tagged CAN ALSO step inside a pizza shell to try and save friends.  Change evil red balls and ingredients every few minutes to change game dynamics.
Cut the Pickle Tag - Equipment: 2-5 evil red balls.

Description: 2 – 5 students are it and are given evil red balls.  If you get tagged by an evil red ball, put your feet together, close your hands into fists and connect your 2 index fingers together in front of you (this is your pickle).

To be saved, someone must come up to you and cut your pickle.  Your pickle can be cut with a gentle karate chop, a fake pair of finger scissors or a simple slice from another index finger.  Once your pickle has been cut you are free to rejoin the game. Change evil reds balls every few minutes to change the game dynamic.
Submarine Tag - Equipment: 2-5 evil red balls.

Description: 2 – 5 students are it and are given evil red balls.  If you get tagged, lie down flat on your back and put one leg straight up in the air ( you are a submarine with your periscope up).  To be saved, someone must gently push your leg (periscope) back to the ground.  Change evil red balls every few minutes to change game dynamics.
Duck Tag - Equipment: 2-5 evil red balls.

Description: 2 – 5 students are it and are given evil red balls.  If you are tagged, put your feet together, freeze on the spot, and turn you hands into ducks by opening and closing your fingers and thumbs and quacking.  To be freed, one student must come and “ feed your duck” by placing their hand in your duck’s mouth. The minute your duck has been fed, your hand drops to your side (you now have one duck left).  Once your other duck has been “fed” by someone different, you are free to rejoin the game.  Change evil red balls every few minutes to change the game dynamic.
Poison Cookie - Make cookies out of 2" foam, 12" in diameter. Color 4 cookies yellow and 4 red. You can use colored tape around the circumference or spray paint the cookies. 

Divide into two teams on opposite sides of the play field. You may use bandanas or flags to identify the two teams. Each team gets one color of the cookies. The object is to hit member of the other team by kicking the cookies at their legs. Anyone hit by a cookie from the opposite team is out of the game. When one team has been completely eliminated, they lose.
Jackpot (swing-step-point) - 4 pupils are positioned on a corner of half a Dodgeball court with a ball each.  A ball is positioned on a cone in the middle of the square.  On the whistle the pupils have to run around the outside of the square in a clockwise direction back to their original position. Once they reach their original position they have to try and knock the ball off the cone in the middle of the court

If they miss the target they can gather their ball and cone back to their original cone

Agility Ball (point hand and non-throwing foot to the target) - Each team has a small and large target on their side of the court preferably a basketball backboard and a cone.  The small target is put into a defined area i.e. basketball key.  If a player steps into the area they are out.  If a player hits the large target (backboard) one player from their team comes back in. If a player hits the small target or gets the ball in the basket then all players that are out come back in.  Normal Dodgeball rules apply

Snatch and Roll (snatch and throw in one movement) - The game is played like the normal game of Dodgeball.  When a team is in possession of a ball they must roll it into their opponents.  The player receiving the ball must pick it up off the floor and throw it straight away.  If the ball isn’t thrown straight away possession is given back to the other team.

Jail Ball (look one way and throw the other) - A jail is marked out on both sides of the court.  When a player is out they go to jail and cannot come out unless they gain possession of a ball and hit one of their opponents or catch an incoming ball.  The game ends when all players on one team are in jail

President Ball (use both arms to throw) - 2 teams – 1 has more players.  1 team are the assassins (more players 60/40).  1 team consists of the bodyguards and a president.  The objective of the game is to eliminate the president or all of the assassins. The president and assassins both have one life.  The bodyguards have 3 lives.  If the president is hit the game is over.

Throw Low - 2 teams – 1 throwing and 1 catching.  Throwers have to hit a small target.  Catchers have to try and catch a rebound off the wall and can be hit directly.  If a ball is caught directly or off the wall the thrower is out.  If a ball is caught after hitting a target the entire throwing team is out and the team swap roles.  If the ball isn’t caught after hitting the target then the normal game of Dodgeball is played.

Diving and Rolling Circuit (roll onto the round of your back) - Pupils follow a circular circuit.  Consists of roll mats and crash mats

Pupils attempt different rolls on the roll mats and dive onto the crash mats.  2 pupils hold the crash mats to prevent them sliding.

Staying Alive (keep your eyes open facing the opposition) - All the mats a positioned in the dead ball zone with 2 pupils nominated to dodge.  Other players are throwers and have to throw the ball from behind the end line.  Dodging players have to avoid being hit by diving and rolling on the mats. Every time they get a catch they gain a life. Thrower that hits the dodger swaps roles.  Safety – roll/dive away from each other

Mat Dodge (stay on the move) - Crash mats and roll mats are positioned on each side of the court. Play normal game of Dodgeball.Players can use the mats to dodge, catch, block etc.  If a dodge or catch is made using a roll or dive any players that are out come back in the game.

Doctor Dodgeball (jumping, rolling, diving, ducking) - Each team nominates a Doctor.  When a player is hit they have to lie on the floor.  The Doctor has got to high 5 them within 5 seconds to prevent them going out.  Dead players aren’t allowed to move on the floor.

If a player is out for any reason other than being hit they go out and can only get back in from a catch.  Pupils identify whay type of Dodging they are suited to – rolling, diving, ducking, jumping.

(jumpers in the middle of the court dodgers on the outside)

Last Player - Normal Dodgeball rules apply.  If the last player can stay in for longer than 30 seconds without going out the whole team come back in.
Blocker Ball (hold the ball with two hands inside the line of the body) - 2 players blocking the rest of the group attempting to hit the blockers or knock the ball out of their hands.  When a blocker is out swap over with the player who got them out.  Other players cannot move with the ball.

Dodge-Run-Block (spread fingers around the ball) - A team of blocking players and a team of throwing players.  The blocking team have to try and get balls in the Dead Ball Zone whilst avoiding being hit by the throwers.  The throwers have to aim at the blocker but also three targets behind the blocker that they’re attempting to protect.  Once all three targets or all blockers have been hit then the teams swap roles

Throwers/Blockers/Catchers (incoming balls contact on the top half of the blocking ball) - Divide the court into three areas – 1 area for each role.  Throwers have to try and hit the blockers.  Blockers have to try and deflect the incoming balls.  Catchers have to catch a ball that deflects off a blocking ball.  The practice runs as a circuit, so if a thrower hits a blocker on the body they become a blocker.  If a blocker gets hit they become a catcher.  If a catcher manages to catch a deflected ball they become a thrower.

Capture the Flag (keep moving and make self as small as possible) - Each team has a flag on their side of the court.  Only 1 player can enter their opponents side of the court at any time and attempt to retrieve the flag.  They may carry a ball to protect themselves but must drop the ball as soon as they pick up the flag.  They must get the flag back to their side of the court without being hit.

Invisiplayer (sieve – protect the players behind you) - Each team selects 2/3 blockers who must protect the rest of the team. They cannot go out.  Normal rules apply.

Scramble: (get your body behind the ball and go for catches inside the line of the body) - Played in a space 20 x 20.  Start off with 2 attackers with 2 balls.  Other players have to try and catch the ball.  Once a player catches a ball they become an attacker and original attacker would become a catcher.  Introduce the phalanges and suggest why important when catching.

Trenchball (pinkies together below chest, Big W above chest) - Divide the group into two teams and put on opposite sides of the Dodgeball court.  Have a clearly defined end line with a space behind it (5m).  To get a player out you have to hit them on the legs.

Once out a player has to go and play behind the other team’s end line.  Players cant make catches in normal play to get players out.

The only way they can get back in is to catch a ball thrown by a team mate (develop confidence in catching has no bearing on the game if they miss a catch).

Get down (make the ball safe in chest) - 2 teams on opposite sides of the Dodgeball court.  Hit once play on knees.  Hit on knees play lying down on the floor.  Hit lying down out of the game.  Catches on feet bring players back in.  Make a catch on knees or lying down get back on feet.  Player straight out for any other infringement i.e. caught.  (take catches at the back of the court to give yourself more time/less speed on the ball) 

Marathon Ball (2 hands, 2 eyes, 2 feet) - Every time a catch is made anybody who is out comes back in.  (if the ball hits you try and push up in the air for rebound catch)

Invisiplayer (catches win matches) - 1 player from each team becomes invisible and cannot go out.  Every time the invisiplayer gets a catch anybody who is out comes back in. (pick your catches wait for the weak throws) 

Warm Up: (1 person to initiate the attack) - Players attack the rest of the group with three balls.  Every time an attacking player gets a hit on a dodging player they score a point

If an attacking player is caught then they become a dodging player and the catcher becomes an attacker

Attacking Waves (same time same person)  - 3 players dodging on one side of the court. Teams of three on the opposite side of the court with a ball each.  Three player attack (communication – player 3-2-1).  If an attacker hits a dodging player then they swap over.  As soon as they’ve attacked they collect their balls and the next group go

Counter attacking - Pupils play 3 v 3 on a Dodgeball court.  1 team always has 2 balls and the other has one, they alternate after each attack.  The counter attacking player stands on one side of the court half way between the Dead Ball Zone and End Line.  This player cannot be hit with an attacking ball.  The team with two balls has to attack the other team from the dead ball zone and try and prevent being hit by the counter attacking player. As soon as they release their balls the counter attacking player can attempt to hit the throwing players (hide the ball)

3 v 3 Attacking (vary the attack) - Pupils play a 3 v 3 game of Dodgeball.  Teams alternate with the attack and have all three balls each time.

Free for All (ball on ball) - Players in a 20 x 20 area.  No teams.

Anyone can throw a ball, but cannot move with the ball once in possession.

Staying Alive (keep on the move) - Use a Dodgeball court with three balls.  1 person starts as an attacker on one side of the court.  Everyone else is dodging on the other side of the court.  Once hit dodging players become attackers until everyone has been hit.  Condition the throw so players have to jump or duck to avoid being hit.  Pupils develop their reactions by adding more balls and overloading.  (stay at the back of the court to avoid being hit)

Dodge This (jump with two feet bend at the waist to duck) - 1 team throwing 1 team dodging.  Dodging team start at the Dead Ball Zone. Throwing team are positioned behind each end line.  10 bibs are put in and around the Dead Ball Zone.  Dodging players must go into the court one at a time and try and avoid being hit by the ball.  Dodging players must pick a bib up and on the spot put it on, only then can they retreat off the court.  Every time they get a bib without being hit they receive a point.  The dodging team have a number of lives to avoid being hit.  Pupils not dodging analyse the skills required to dodge effectively. 

Between Two Fires (use peripheral vision to spot incoming balls) - Players play in front of the end line, each team must have a space behind them (5m).  When a player is out they go and play behind the other team.  In order to get back in they have to hit an opponent.  They come back in and play on their original side of the court. Pupils identify components of fitness used whilst dodging and give examples of each. 

Army Commando Dodgeball - If a player is hit in the back or torso they’re out.  If hit in any of their four limbs they lose the use of that limb.  Once they’ve lost all their limbs they’re out

Throwers v Attackers (deflect the ball upwards into the air to give more time to catch the ball) - The teams are put on either side of the Dodgeball court.  1 team has to try and hit the other team by throwing the balls at them.  1 team has to attempt to catch the balls.  When a player on the catching team catches a ball they swap places with a thrower.  If a rebound or dive catch is made then the entire team swap over.  The game is scored in the following way:

1 point = normal catch

2 points = rebound catch or a hit 

3 points = dive catch

King of the Catch (make the ball safe in the chest) - 2 teams on opposite sides of the court.  If a player takes a rebound or dive catch they become invincible.  An invincible player can only lose their invincibility by being caught by an opponent.  If a normal catch is made 2 players come back in.

Clean Your Yard Out (TP – side on and swing your arm) - Divide the group and space into 2/4.  Each team starts with 10 points.  The objective of the game is to get rid of any balls that are in your own area and throw into opponent’s area.  The game lasts one minute.

For every ball remaining in an area the team are deducted a point. 

Teams are also deducted a point every time a player is hit.  Teams gain a point for hitting or catching opponents.  The game is over when a team loses all their points.  Pupils identify physiological changes in the body post activity. 

Throw for Points (TP – point to the target with hand and non throwing foot) - Pupils play in pairs opposite each other in a small channel.  The objective of the game is to hit your opponents.   Condition the throw to the underarm and side sling shot techniques.  Players score 1 point for a hit on the upper body and 2 for a hit on the legs.  Play for a time limit. Team with the most points moves up and least points move down to distinguish ability groupings.  Pupils analyse their throwing techniques and suggest ways to improve.

Abdominal Madness (step through with same foot as throwing arm for power) - Divide the group into 2/4 teams on a Dodgeball court.  Put an abdominal ball in the Dead Ball Zone along with 3 Dodgeballs.  Players must hit the abdominal ball with a Dodgeball and try and get it to roll past their opponent’s end line.  Nobody is allowed to touch the abdominal ball.  Normal Dodgeball rules apply.  Distinguish between the different techniques and suggest when they’re appropriate.

Bombardment (same target, same time) - Divide the group and space into 2/4 and ask the group to position three targets in their area.  The objective of the game is to hit all of your opponents targets, once all have been hit then the whole team is out.  The targets can be anything from cones, players, balls etc. Normal Dodgeball rules apply.

Dodgeball Points Game (get as close to your opponents as possible) - 2/4 teams on a Dodgeball court.  Team with most points wins.  Nobody goes out.  Points:

Hit from a throw within a metre of the Dead Ball Zone counts as double points

2 points for a hit on the legs or hitting a blocking ball out of a players hands

1 point for a hit on the body or catch

-2 for an opponent hitting a ball out of your hands of catching a ball you’ve thrown.
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