Let’s Play Tag

1. Give Me 10 Tag

a. 3-4 Taggers

b. Move with faces forward

c. If  touched, freeze & put both hands in air.  Someone else has to come & give you 10 high tens.  Count by ones or two’s or in Spanish

2. Alligator Tag

a. 3-4 taggers
b. Be aware of those in push-up position
c. If touched, go to push-up position.  Someone else has to get on floor in front of you & give you 2 high fives.
3. Gophers and Groundhogs

a. 3-4 taggers
b. If touched, go to push-up position & other person (gopher) will crawl under.  Groundhogs are the gophers.
4. Locomotor Tag

a. All persons start in general space with partner.
b. Line up on end line.  Partner is behind.
c. Boundaries are volleyball line.  Teachers say the locomotor.  Give partner a 5 second head start.  Reverse roles if touched 5 second head start.  Do all locomotors.
5. Spider Tag

a. 3-4 taggers with scarf
b. If touched, you have to get in a spider web by having 2 people circle the person in a spider web & make circle.  Can’t touch the person waiting for somebody to help.
6. Animal Chase

a. Divide students into equal groups.  Cats, Dogs, Mice.  Scarfs will represent each animal or beanbags.
b. Dogs chase Cats; Cats chase Mice; Mice chase Dogs
c. If you get touched by the person chasing you, change scarf with the same color of the person that touched you.  Put arms up in the air while you go & get the scarf.
7. Beanie Baby Tag

a. Need beanbags
b. 3-4 taggers.  Students need to get rid of beanbags without getting touched.  If touched, tagger gives beanbag to teacher.  They can toss to teacher or up in air.
8. Clothespin Tag

a. All start in general space with 3 clothespin attached to clothing.
b. Place clothespin in space & appropriate place.
c. All are “It”. If you get tagged someone they give you the clothespin.  Take the clothespin & go to teacher to put it on.  If you run out of clothespin buy one from teacher for 5 jumping jacks
9. Arch Tag

a. 2 groups are taggers.
b. All start in general space with partners while holding hands.  2 groups are “it”.  Must hold hands at all times.  If you break hands apart, make an arch & 1 group goes underneath arch.
Thumbs Up if OK

10. Catch Tag

a. All start with yarnball.  Helpers wear jerseys.
b. Throw ball toward others.  Self-toss to self if touched.  Person in jersey will come & play catch 4 times then reenter.
11. Meteorites
a. Need hoops & yarnballs
b. All start with hoop around waist.
c. Helpers have different jersey than taggers.
d. Blue Jerseys throw at meteorites.  If tagged, go to teacher & drop hula hoop & do 10 jumping jacks.  Helpers give yarnballs to throwers.
12. Tornado Tag (2-Up)

a. Scarves & general space
b. 2 pairs are tornadoes.
c. Taggers have scarves.  If tagged, go & get scarf & join tagger.  When music stops (tornado watch), taggers form a circle, hold hands (scarf) and go around in circle.  On “tornado warning”, chase those not “it”.  
13. Powerball Tag

a. All start with 2-3 tennis balls.
b. Taggers start in a designated hoop with jersey.
c. Boundaries are volleyball line.  When tagged, give ball to tagger.  Taggers have to take tennis ball to their hoops.  Freeze if you lose all tennis balls.  Unfreeze if someone gives you a ball.
14. Healthy Heart Tag

a. 1 white, 1 yellow, 2 red balls, 2 different colored Frisbees.
b. All start in general space.  4 taggers with unhealthy objects & 2 with healthy objects.  White ball = too much sugar; yellow ball = too much fat; 2 red balls = healthy heart; 2 frisbees = too much computer & tv.  If tagged, freeze & stop.  Helpers carry red balls & they will hand you a healthy heart & you go save someone else.
15. Free Willy

a. Taggers (jerseys); whale savers carry beachballs.
b. If touched, lay down & put arms & legs in air (injured whale position).  Whale savers will put a beach ball on your stomach & you go save someone else.
16. Scatter Ball

a. All start in a circle formation
b. 3-4 students have 1 foot in hula hoop in the middle.  Yarn balls are in the middle hoop
c. All run in one direction.  Taggers always keep 1 foot in hula hoop.  Runners freeze if touched, then go & march off to a side.
17. Doctor Think Tag
a. All start in scattered formation.  4 doctors wait in hula hoops with jerseys & flash card.  If tagged, Dr. Think Taggers have to make you smarter.  Do jumping jacks until Doctors take you to hospital & ask you a question.
18. ABC Tag

a. 3 taggers, all start in general space.
b. If tagged, make a shape of a letter in the alphabet, somebody has to guess what shape you are in & unfreeze.
19. Roly Poly Line Tag

a. Cageball; Fireballs = larger balls
b. All students start in general space.  All start on a line.  2 taggers have a ball.  If tagged by a tagger, sit down & become a roadblock.  Ambulance rolls over roadblocks to unfreeze them.  Fireballs don’t have to stay on lines.  Roadblockers sit, but when ambulance approaches, lie down.
20. Scooter Tag
a.  3 colors of scarfs & scooters.
b. All start in general space.  Each child sits on a scooter.  3-4 taggers have a scarf.
c. Small boundaries.  Taggers have scarf tugged in like a napkin.  If tagged,  pick up scooter & go get a scarf & become a tagger.
d. Modify – Only those with yellow scarves are it, get a yellow scarf when tagged.  Choose a color.
Modified Games

1. Multiball (3-Up)

a. Equipment:  Jerseys, 2 foam balls, 2 foam Frisbees, 2 whiffle balls, 2 baskets, 2 yarnballs, 2 beach balls, 2 foam footballs, 3 different goals, 1 jumbo die
b. Formation:  divide class into two teams with 2 different colored jerseys; game starts when teacher rolls the die & calls out the number
c. Catching & throwing skills
d. Rules:  score points by throwing a designated object into a target on the opponent’s side using throwing skills with team members.   Certain targets are worth more points, points will vary with target sizes.  Game starts with the teacher rolling the die.  Each number represents a type of equipment.  A person is designated as the “box person” & that person is responsible for making sure that the proper equipment is used.  Anythime there is an attempted score, the box person will start the throwing sequence again.  The teacher will re-roll the die to keep the game moving.  Box keepers cannot block the goals.  Only guard 1 arm length away.
2. Endzone Football (3-Up)

a. Equipment:  boundaries & endlines; foam footballs; jerseys
b. Formation:  divide class into two teams; half of each team will be QB’s, & half of each team will be receivers
c. Catching & throwing skills
d. Rules – Using the VB court lines, choose half of a team to be receiver behind the serving line.  The other half of each team will be QB’s behind the 10 ft. spiking line, & ahead of the serving line.  QB’s must throw to a receiver.  If a receiver catches a ball, he or she must run the ball to the teacher with a high five.  The teacher will then add a point to the team.  If footballs are not caught in the end zone, receivers must roll them in to the opposing team to keep the footballs moving.
3. Five Passes (3-Up)

a. Equipment:  Jerseys, 1 foam ball, play area
b. Formation:  divide the class into 2 teams with 2 difeerent colored jerseys.  Game starts with a jump ball in the middle of the play area.
c. Catching & throwing skills
d. Rules:  Game begins with a jump ball in the middle circle.  Each team tries to catch five consecutive passes to score one point.  If a ball touches the floor or is intercepted, the other team begins their series of passes.  Students can guard one arm’s length away.  Players cannot knock a ball out of someone’s hand.  Each person can hold a ball for five seconds.  Players should move without the ball to get open.  The person who threw the ball cannot receive the pass immediately back.  If that happens, the pass doesn’t count toward the five, but the team maintains possession.
4. Flickerball (3-Up)

a. Equipment:  jerseys, 1 foam ball, boundaries, touchdown lines
b. Formation:  divide the class into 2 teams with 2 different colored jerseys; game starts with a jump ball in the middle of the play area.
c. Catching & throwing
d. Rules:  Each team tries to score by throwing a ball to their teammates.  The game begins with a jump ball in the middle.  Students may not run with the ball, but have 5 seconds to pass.  If the ball is intercepted or falls to the ground, the opponents begin their series to the opposite end zone.  A touchdown is made when a team successfully throws and catches a ball in the designated end zone area.  The opponents can guard a person with the ball arm’s length away, but may not couch the ball in the opponent’s hand.  When a touchdown is made, the opposing team begins play in the middle of the court.
5. Triple Baseball (K-Up)

a. Equipment:  jerseys; assorted equipment that is safe for throwing & catching; 4 cones
b. Formation:  divide the class into two teams with two different colored jerseys; one team is up to bat, & the other team is in the outfield; designate 3 to 4 outfielders to stay in the middle
c. Catching & throwing
d. Rules:  Divide class into 2 teams.  One team is in the field, & one team is the “batting team.”  The fielding team must retrieve all three balls thrown by the batting team, & return them to the middle circle.  The batting team will choose three people to throw three balls into the field.  Once thrown, all players on the batting team, except the throwers, run around the cones.  The runners score every time the lead runner passes a cone.  The runners stop when the fielding team gets all of the balls inside the hoop.  The fielding team chooses two to three to stay in the middle.  The rest work as a team to retrieve balls to the middle.  Outfielders must throw to each other.  The batting team gains a point if a ball is run to the middle.  Any runner who interferes or doesn’t run correctly loses a point.  The batting team goes until everyone has thrown at least once.
6. Triple Kickball (K-Up)
a. Equipment:  jerseys; 3 foam balls; 4 cones
b. Formation:  Divide the class into 2 teams with 2 different colored jerseys;  1 team is up to bat, & the other team is in the field; half of the fielding team is the middle circle & half of the fielding team is in general space.
c. Kicking skills
d. Rules:  Divide the class into 2 teams.  One is in the field, & one is the batting team.  The fielding team must retrieve all kicked balls, & return them to the middle.  The batting team will choose three people to kick.  Once kicked, all of the batters, except the kickers, run around the cones.  The runners score every time the lead runner passes a cone.  The runners stop when the fielding team gets all of the balls inside the hoop.  The fielding team chooses two to three to stay in the middle.  The rest work as a team to return balls to the middle.  Outfielders must kick the each other.  The batting team gains a point if a ball is run to the middle.  Any runner who interferes or runs incorrectly loses a point.  The batters go until everyone has thrown at least once.  Modify this game by having the outfielders make one pass, then the team can throw or roll the ball to the middle circle.
7. Dribblerama (3-Up)
a. Equipment:  hockey sticks, yarnballs or soccer balls
b. Formation:  Each student has a ball and hockey stick in scattered formation; soccer balls
c. Striking skills, dodging, control striking
d. Rules:  All students must keep their ball moving with their feet in designated boundries.  If a ball goes out of bounds, that person must retrieve their ball & report to the teacher for a math problem, integrated flash card, or dribble around the court to return to the game.  Students try to kick other student’s soccer balls out of the boundaries while keeping their own ball inside the boundaries.  The object of the game is to keep your ball inside the boundaries the entire team.
8. Pirates Cove (2-Up)

a. Equipment:  basketballs or balls that will bounce; 2 baskets
b. Formation:  Half of the students start with a ball at their feet in a freeze position; other half of the class are pirates, & start in a freeze position away from the students with a ball.
c. Hand dribbling skills, shooting
d. Rules:  Half of the class will be pirates, & half will be dribblers.  The basketballs represent treasure.  The dribblers must keep their ball dribbling away from pirates.  Pirates try to steal the treasures & put them in their pirates’s cove.  The pirate’s cove is the basketball hoop.  Once a pirate steals a ball, he or she must dribble to the nearest basket and attempt to score.  If the basket is made, that ball is delivered to the teacher.  If that ball is missed, anyone can rebound.  If a pirate rebounds, he or she will shoot again.  If a dribbler rebounds, he or she will dribble away from the pirate and keep the treasure moving.  If a dribbler loses the ball, he or she can try to steal from the pirates, or they can receive a spass to keep a treasure moving.  Switch roles after 2 to 3 minutes, or when all of the basketballs have been scored.  Pirates may not steal from a dribbler’s hand.  A dribbler can hold a ball for 2 seconds, then must continue dribbling.
9. Line Pac Man (2-Up)

a. Equipment:  indoor balls 
b. Formation:  all line up at one end of the play area facing forward with a ball out their feet.  Choose 3 to 5 to wear jerseys (Pac man).  The Pac Man People will be in scattered formation on a line in the play area.
c. Foot dribbling skills
d. Rules:  Pac Man People have to stay on the lines of the gym floor.  On signal, all other students must dribble their ball with feet to the other end of the gym without being tagged by a pac man.  Students can briefly trap their ball and move in another pathway if a pac man is nearby.  Pac Man people receive a point everytime they tag a person.  The object of the game is to see how many points a pac man can score.  The object for the dribblers is to reach the other side without being tagged.
10. Pin Pac Man (3-Up)

a. Equipment:  hockey sticks, yarn balls, bowling pins, jerseys
b. Formation:  Every student in the play area must have a ball & hockey stick in scattered formation;  2 to 3 students will be outside the play area wearing jerseys.
c. Striking skills, striking control
d. Rules:  Students will move their ball in & out of the boundaries & around bowling pins.  If a ball goes out of bounds or a pin gets knocked over, that person must report for a flash card challenge before reentering.  Any pac man will try to tap other student’s yarn balls out of bounds.  
11. Blast Off (K-Up)
a. Equipment:  jerseys, 2 cones per group, 1 of each:  football, foam ball, yarn ball, beach ball
b. Formation:  Divide the class into 3 to 4 teams;  set up play areas with two cones and a ball
c. Catching & throwing, kicking, striking
d. Rules:  Use striking skills, kicking skills, & throwing skills.  Use this activity for any of these units.  One student begins at home & throws toward the outfield.  Once the ball is thrown, the thrower runs around the bases until the ball returns home.  The runner scores everytime he or she goes around a base.  The outfielders work together to return the ball to home by performing the skill being worked on in a relay.  Outfielders may not run with the ball.
12. 2 on 2 Gator Ball (3-Up)
a. Equipment:  1 foam ball per 2 on 2 game; jerseys
b. Formation:  divide the class several teams of two on two;  ball starts in the middle of the play area.
c. Catching & throwing; dodging & fleeing
d. Rules:  Teams challenge each other in scoring the most touchdowns.  Start with one team in the middle with the ball.  A student may hold onto a ball for 5 seconds, after which he or she must pass or run toward the end zone.  Anytime a player decides to run, he or she can be tagged.  If a team drops the ball or the ball is intercepted, or a person is tagged while running, the opponent claims possession of the ball and begins their touchdown series.  This is a continuous game.  Have teams challenge each other after a while.
13. 4 Goal Hockey (3-Up)

a. Equipment:  4 goals, jerseys, many yarn balls, hockey sticks
b. Formation:  divide the class into 4 teams; set up four goals in the play area
c. Striking skills & accuracy
d. Rules:  Each team will choose a goalie to start.  The object is to score as many goals as possible in any goal but your own team’s.  Change goalies often, and have the students clear the goal areas of balls and return them to the middle before starting another game.  All students should take a turn as goalie.
Rhythms

1. Swimming Dance

a. “Wipe-Out”
b. Introduction – Do different swim moves:  forward, backward, backside – On drum, pretend like your surfing (8 cts.)
c. Last part – going under the water holding the nose
2. Jumping Aerobics (Fitness)

a. “Jump”
b. Marching – 16 cts.
c. Jumping Jacks – 10
d. Repeat 1
e. Skier – 10
f. Repeat 1
g. Scissors
h. Repeat 1
i. Straddle Cross
3. Scarf Rhythms

a. Mambo #5
b. Do different tosses & catches
4. Tony Chestnut

K-12 Fitness Games

Elementary

1. Capture the Football

a. Use 4 cones on each side & use different types of equipment to throw
b. Use crazy ball, pin, ring & football (throtons); also use chickens
c. Rules:  Use “Capture the Football” rules.  Score by either running the object to your side or throwing the object to your teammate.  If you are tagged on the opposite side, you must go to jail.  If you get tagged raise both hands up in the air so they know you are tagged & are going to jail.  Three ways to get out of jail:  teacher yells jailbreak, teammate gets you out of jail, or a touchdown is scored.  Other Ways to Play:  When you take the other persons items, it goes inside the holding tank.  When you get 6 items inside a holding tank, you score a touchdown.  Holding tanks are located on your end of the gym.   If you use a chicken, you can throw the chicken, football, or crazy ball.  Also put the chicken
2. Four Square Capture

a. Divide the gym into 4 sections.
b. Rules:  Three rings on each cone; when a team gets 6 rings the game is over.  When tagged, students must go to jail behind the cone.  Teammates must form a bubble (hold hands) to come get them.  

3. Stinger

a. Use flags or scarves.
b. Rules:  4 Corners.  Each team has a hula hoop (bee hive) in their corner.  They have each have flags.  Object is to run & pull flags from other’s.  If you pull a flag, take the flag to your hoop.  If you get your flagged pulled get another one from the teacher or from one that you captured.  
4. Team Beanbag (lead up to team handball)

a. Start out by playing keep away.
b. Rules:  advance the beanbag down the court by throwing.  Keep ahead of the beanbag.  Once you advanced it, throw into a goal.  Other team gets the bean bag if it hits the ground.
Middle School

1. Heart Rate Basketball

2. Two Base Softball

3. 6 Goal Soccer

4. Aerobic Kickball (Fitness Kickball)

High School

1. Teenage Lifestyle Circuit

a. Rate of Perceived Exertion
2. High Rolling Heart Rate

Great Activities
September 2000 (1)

September 2001 (2)
September 2003 (3)
September 2004 (4)
September 2005 (5)
September 2006 (6)
September 2007 (7)
Holiday

Halloween Games (5)
Halloween Commands (7)
Football

Running Back Football (5)
Zone Flag Football (7)
Scooters

NASCAR (5)
A Visit to the Zoo (7)
Integration
Fire Safety Obstacle Course (2)

Family Math Night (3)

Fire Safety Obstacle Course (4)
S.W.Y.K. (5)
Station PE “Word Wall” (7)
Games
Friendship Ball (2)

Hula Hoop Shuffleboard (2)

Touch 30 (3)

Great Galaxy of Games (4)

Catch & Release (4)
Are You Ready (6)
Kicking

Cone Kickball (3)

Mat Ball (3)
Tag
Mission Impossible (3)
Line Tag (6)

Throwing & Catching

Asteroids (2)
End Ball (6)

Dribbling with Hand

Dribble Tag (6)

Fitness

Fun Fitness Circuits (1)

Shuttle Cones (3)

Racquet Skills

Terrific Tennis Stations (2)

Soccer

Never Ending Soccer (2)
Soccer Centers (3)
