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Tag games can be used in a number of different situations. 
They are great for warming up a class outside, or if you have a 
spare 20 minutes at the end of the day they work perfectly in 
these situations. All the games listed in this eBook require 

minimal equipment and are extremely easy to set up. The 
students will love the chance to research a tag game 

themselves, and then take it in turns to teach a new one to the 
class. This will increase class unity and also improve 

students’ confidence and organisational skills. 

Contact info & resources page 38

We hope you enjoy 
the amazing tag 
activities inside. 



@dalesidebottom 

Colour bands for the students that are 
taggers.

Back to front tag is best played outside in a large 
open area. The game starts with the teacher picking 

one student who is ‘it’. The rest of the students 
that are not ‘it’ huddle up in a group and count to 

ten while the ‘it’ student runs away. 
After the huddle has counted to ten, they all run 
after the ‘it’ student. When one of the students 

tags the ‘it’ student, then they become ‘it’ as well 
and have to run away from all the other 

students. Back to front tag is like regular tag 
but backwards. It may be a little confusing at the 

start, but after a couple of times the students 
will love the different aspect of the game. Back 

to front tag is a great warm-up activity for 
students outside.



@dalesidebottom

One beanbag per student and a plastic ruler 
each.

The game starts with students placing a beanbag on their 
heads and balancing it without using their hands. The teacher 
then picks one student to be the tagger, and they hold the 

plastic ruler. The rest of the students must concentrate on 
moving around without the beanbag falling off their head. If a 
student’s beanbag falls off, they must stop and replace the 
beanbag on top of their head. If a player is tagged with their 
beanbag on their head they simply swap the beanbag for the 

plastic ruler and change roles. If a student is tagged 
without their beanbag resting on their head you can introduce 
a penalty system, like five star jumps, five push-ups, five sit-

ups or anything your class can come up with. You can also 
make the game elimination, so if a student is tagged they stand 
to the side until only one student is left who is crowned the 
winner. This is a fun game for middle school students and up.
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@dalesidebottom

Four cones to mark 10m x 10m square and 
two balls for the taggers.

The teacher picks two students who are the taggers 
and are each given a ball. The other students spread 

out in the playing square. The taggers then run 
around and try and tag the students with the ball. If 
a student is tagged then they become the tagger and 
take the ball and try and tag other students. If you 
want to have a winner, once a student is tagged they 

are out and stand on the side with the teacher.



@dalesidebottom

Four cones to make a 10m x 10m square and colour 
bands for taggers.

The teacher picks two or three students to be taggers. The 
rest of the students speed walk while taggers chase and 

try to tag as many students as possible. When tagged, 
students stretch arms and form a bridge on the ground 
with hands and feet. Two tagged students can also work 
together to form a standing bridge. Bridges rejoin the 

game after any student crawls or runs under the bridge. 
Challenge students to free as many bridges as they can. 

Stop the game every few minutes to change taggers, and to 
ask students how many “bridges” they went under. 

Challenge students to try to break personal records so 
the focus of the game is helping others.



@dalesidebottom 

Colour bands and cones to mark 10m x 10m playing area.

The teacher pick two students to be taggers, and both these 
students need to place a colour band on. All other 

students spread out in the playing area. The game starts and 
the two taggers run around and try and tag as many 

students as they can. If a student is about to be tagged by 
one of the taggers, they can squat down and say their 

favourite TV show (you can choose any category you like, TV 
shows is just a fun and easy topic). Some examples could be 

‘Home and Away’, ‘The Simpsons’, ‘Power Rangers’ and many 
more. While students are squatting they cannot be tagged. 
These students can only squat for three seconds, and the 

taggers cannot stand by and wait for these students to get 
up, they must run off and try to tag someone else. The only 

rule is that the class can’t say the same show twice. If a 
student says a show that has already been said then they 

become a tagger. A variation for this game is you can change 
the topic from TV shows to anything. For example, if you have 
been studying a topic, like capital cities or Ancient Rome use 
that as the topic. When a student squats down they have to 

say something about the topic you have been studying to stay 
in the game. 



@dale sidebottom

Small objects.

Split the students into two even teams. Each team 
starts in their own half of the playing area. The 

students’ aim is to cross their opposition’s end line 
which is a safe zone, where they cannot be tagged. The 
students then try to pick up one of the small objects 

and run it back to their own end line without being 
tagged by an opponent. If they are tagged they stand 
on the spot like a scarecrow until a teammate crawls 
through their legs to free them. The team who steals 

all the objects from the other team first wins. 



@Dalesidebottom

Cones to mark out 10m x 10m playing area.

The teacher starts by nominating one student to be the 
‘colour splash tagger’. This student will stand in the middle 
of the 10m x 10m play area. Then the teacher will assign all 
the remaining students different colours of the rainbow. 
Depending on the size of the class, four or more colours 
work best. Some examples could be red, orange, yellow, 
green, blue and purple. When assigning the colours don’t 

let the rainbow catcher hear what colours each student has 
been given. The game starts when the ‘colour splash tagger’ 
calls out a colour. All the students that have been assigned 
that colour try and run past the tagger to the other side of 

the play area. The ‘colour splash tagger’ tries to tag as 
many students as they can before they reach the other side. 

The students who are tagged become ‘colour splash 
taggers’ and stand in the middle to help tag other students 
on the next round. Sometimes the ‘colour splash tagger’ can 
yell “Rainbow” and all the students must try and reach the 

other side. The last student left becomes the ‘colour splash 
tagger’ for the next game and is the winner.



@dalesidebottom

Four sets of different colour bands and cones to 
make holding cell.

Split the class into four even teams. Give each team a 
different coloured band; colours can be yellow, blue, 

red and green. The teacher calls a colour and that 
group tries to tag any of the three other colours. If 
tagged, then the students wait in a holding cell in the 

middle of the court for a high five from another 
teammate. After a minute, see how many are in the holding 

cell and that’s how many points that colour group are 
awarded. Call a new colour each time. 



@dalesidebottom 

Cones to mark a 10m x 10m playing area and 15 
hula hoops.

Divide the class into two even groups. Start one group of 
students on a designated start line and the other group on 

hula hoops or marked places in the playing area. The 
students on the start line are the ‘creepers’ and the others 
are the ‘taggers’. On a signal, the creepers move while the 
taggers try to get to the other end without being tagged. 

Creepers must stay inside the playing area. The taggers must 
keep at least one foot in contact with their spot. If a 

creeper is tagged they run around the outside of the playing 
area and back to the starting place to start again. Play for 
two minutes, and then swap roles. To make it a challenge 

count how many tags each team makes so you have a winner at 
the end. 



@dalesidebottom

Cones to mark out 10m x 10m playing area.

The game starts with the teacher picking two students to be 
taggers; they both need to place a colour band on. If a 

student is tagged, they must lie on the floor and act like dead 
mummies with their hands and feet in the air. In order to save 
the dead mummies four different students must grab an arm 

and leg and drag the dead mummies to the hospital. The 
hospitals are the four gymnastics mats which are spread out 

over the playing area. If a student is saving a dead mummy they 
cannot be tagged. Play the game for one minute, then swap 

taggers so a different student gets the opportunity to be dead 
mummies and taggers. It is important to make sure the 

students are careful when they are moving the dead mummies to 
the hospitals; they need to be careful lifting and carrying the 

students. This is a fun warm-up activity that the class will 
enjoy playing. 



@dale sidebottom

Pick two students to be the Mummies, who are the 
taggers. The two Mummies then run around and try and 
tag the rest of the students who are called Egyptians. 

If an Egyptian is close to getting tagged, they can adopt 
an Egyptian pose with their arms to the side and one leg 
off the ground. While they are balancing in this position 
they cannot be tagged. They remain safe as long as they 
can balance in the Egyptian pose. If the pose is easy, and 
your class can balance like this for long periods, make 

it harder. After two minutes, rotate the Mummies so 
other students can have a go.  



@Dalesidebottom 

Colour bands and cones to mark a 10m x 10m playing 
area.

The teacher picks one student to be the shepherd. The 
shepherd places a colour band on and is the tagger for the 

game. The rest of the students are called sheep. If the 
shepherd tags a sheep then they are ‘it’ and become 

shepherds as well. The sheep can fall to the ground to 
avoid being tagged for up to five seconds. As long as they 
are on the ground, they are safe from the shepherds. The 

sheep can't fall to the ground unless the shepherd is two 
metres away or closer. The last sheep left is the winner. 

This is a great game for students of all ages. 



@dalesidebottom

Cones to mark a square outside 10m x 10m. If playing 
inside the classroom, move the desks and chairs to the 

walls and use the middle area to play.

The class is split into two with one group being the heads 
and the other the butts. Heads must have both hands on their 

heads while the butts must have their hands on their 
bottoms. The aim is for the heads and the butts to tag as 
many of their opposites as they can. When you have been 

tagged you change to what your tagger was; for example, a 
butt changes to a head when tagged. The aim is to try and get 

everyone on the one team. 



@dalesidebottom 

Four cones to make 10m x 20m square and 
two colour bands for the taggers.

Pick two doctors who wear the colour bands and they 
are the taggers. They stand in the middle of the playing 

area. The rest of the class are patients. They have to 
try and run past the doctors without being tagged. If a 
patient is tagged they need to hold that area with one 
of their hands. Next time they are tagged they need to 
hop on one leg. The third time they are tagged they are 

out and they sit and watch.



@dalesidebottom

In this activity there are two taggers; when a tagger 
tags you swap roles and become the tagger. There can 

only be two taggers at one time. Students can’t be 
tagged if they are hugging someone. Students are also 
not allowed to hug the same person twice in a row, and 
must try and hug everyone. Students can only hold a hug 
for three seconds before they have to move on. If the 
game has been going for a while you can say that when 

you are tagged you are eliminated instead of becoming a 
tagger; that way you will finish with a winner. This game 

works best outdoors.



@dalesidebottom

This is a great team-building and warm-up tag game. The aim 
of this game is to make sure you don’t let the head catch the 
tail of the Killer Python. The teacher needs to choose two 
students, one to be the head and one to be the tail of the 

Killer Python. The students then line up in single file behind 
the head with their hands on the student in front’s hips; the 

student who is the tail will be the last in line. The game 
starts when the head student says “Go!” The Killer Python 
begins to follow the head while the head tries to tag the 

tail. The students in the middle move around to keep the head 
from getting the tail. The Killer Python cannot come apart. 
If the head gets the tail then the head becomes the new tail 
and the next student in the Killer Python becomes the new 

head.



@Dalesidebottom 

Four cones to mark 10m x 10m square. 

The teacher needs to pick two students to be the 
taggers. The rest of the students spread out in the 

playing area. The two frog catchers chase the frogs. 
When a chaser catchers a frog, the frog is frozen into a 
frog position until another frog leapfrogs over the top 

of them, then they are back in the game. Play for one 
minute, and then swap the roles of the frog catchers 

and the frogs.



@dalesidebottom 

Two colour bands for the taggers.

Line tag needs to be played on an indoor or outdoor court 
with lines. The teacher picks two students to be taggers, and 

they both wear a colour band each. The rest of the class 
spreads out on the court. The only rule is that players can 
only step on the lines on the court. If they miss the lines 

they are out. The taggers are the same and have to stay on the 
lines. Students who are tagged can either be eliminated, or 
they sit down on the line where they have been tagged. This 
then means that the students still in the game cannot jump 
the students sitting down, only the taggers can. The winner 

is the last student left. 



@dalesidbeottom 

All students in memory tag are taggers. If a student is 
tagged they must bob down on the spot they were tagged. 

They have to remember who tagged them. When another 
student tags the student who tagged them they are free 
to join the game again. If two students tag each other at 
the same time, use paper, scissors, rock to see who has 

to bob down. 



@dalesidebottom 

Colour bands for taggers and cones to 
mark playing area.

The game starts with the teacher picking two students 
to be taggers. Both taggers will be given a colour 
band each. When the game starts, if one of the two 

taggers tag another student, that student must begin 
to ‘melt down like a candle in a microwave’ by lowering 
themselves to the ground slowly. If another student 

touches the student melting before they reach the 
ground they are free to run around again. If they melt 

all the way to the ground then they become another 
tagger and put on a colour band. Play continues until 

only one student is left, who is the winner. The ‘melting 
down in a microwave’ should last about five seconds. If 
you are playing with younger students you can make the 

melting-down time longer so they have more time. 



@dalesidebottom

Four cones to mark 10m x 10m square and two 
colour bands for the taggers.

Two students are picked to be the taggers, the other 
students spread out in the playing square. Students can 

avoid being tagged if they are standing on one foot 
holding their nose with one hand and their foot with the 
other. If tagged when not in this position they become 
the new tagger, and swap with the student who tagged 

them. The taggers are not allowed to push students off 
balance, but they can wait momentarily to see if they lose 
balance and tag them then. Nose & Toe Tag is a fun game 

to warm up and improve balance. 



@dalesidebottom

Four sets of different colour bands

Novelty tag is a game you can play any time of the year by 
interchanging the cast of characters each season. Place 

the students in a square formation. Give each line a 
holiday name (Roast Chicken, Xmas Presents, Easter Eggs, 
Plum Pudding, etc.) The teacher calls one group to tag in 
the centre while the others are called one name at a time 

to run to the other side of the playing area. If tagged 
the students return to the start line, and if they make it 

to the other end they stay on the other contact line. 
Call a new group each time until all students have had a 

turn.



@dalesidebottom 

10 cones and four signs.

This is a fun warm-up game the class plays together. 
The teacher picks four objects that are placed in each 

corner of the sports hall. The four objects are, ‘Don't 
like it’, ‘I love it’, ‘It’s okay’, ‘Never tried it’. Pick a 

student to be ‘it’ and they stand in the middle and the 
other students stand on any base they want. The ‘it’ 
student calls out the name of a food. Students then 
have to run to the base that best describes how they 
feel about that food. The ‘it’ students tries to tag a 
student before they reach their choice in the chosen 

corner. If a student is tagged they swap positions with 
the ‘it’ student and the game starts again. 



@dalesidebottom

Four cones to mark 10m x 10m square.

Half of the students start inside the playing square, while 
the other half are lined up on the side of the square ready 
for their turn. The teacher lets one student in at a time. 

That student has 10 seconds to tag someone. If this student 
does tag someone, the tagged student leaves the game and 

runs around the court, lining up at the end of the line. If 10 
seconds go by and no one is caught, the tagger exits and 

does the same. Lines turn over rapidly. Tasks can be set up 
along the way for students in the line waiting, such as jump 

rope, push-ups, sit-ups, jumping jacks and so on.



@dalesidebottom

Cones to mark out a 10m x 10m playing area.

The game starts with all the students lining up in a start 
line. The teacher then picks three students to come out 
the front. The teacher picks the three students to be a 

tagger, a normal player and a doctor. The teacher is the 
only one who knows which student is playing each role. 

The teacher then whispers to one student that they are ‘it’, 
to the second student that they are ‘a normal player’, and 
to the third, they are ‘the doctor’. The doctor is the only 
student who can free students that have been tagged by 

the ‘it’ student. Once the three students have been picked, 
and they understand what their role is, the teacher then 
starts the game. After a minute the teacher stops the 
game and asks the class to identify the ‘it’ student and 
‘the doctor’. Then start the game all over, by picking 

three new students to play the three roles. Secrecy tag 
can be played by students of all ages. 



@dalesidebottom

Six hula hoops and two colour bands for the 
skunks.

Pick two students to be the skunks, the rest are 
scattered in the playing area.

Place four hula hoops at the four corners of the 
playing area, which are safety zones. Students can stay 
20 seconds in a safety zone, or until another student 

steps into the hoop following them. Only one student is 
allowed in a hoop at a time. Place one in the middle, 

which is the skunk’s home. The two skunks are placed in 
the centre to begin the game. On the go signal, the 

skunks chase and try to tag the students. If 
successful, they change places. The new skunk must run 

to the centre hoop and yell, “New Skunk!” before 
chasing other students.



@Dalesidebottom 

One tennis ball per student and four cones to mark a 
10m x 10m square.

The students all start the game in the 10m x 10m square. The 
tennis balls are placed together on the edge of the square. 

The teacher picks one student to be the tagger, and they 
start with one ball. The tagger then runs around the square 

trying to tag other students with the ball; they are not 
allowed to throw the ball and have to tag students below 
shoulders. Once a student has been tagged they need to pick 
up a ball and then they try and tag other students. The last 

player left is the winner. Once all students have been 
tagged and are holding a ball, the only student who does 

not have a ball becomes the tagger. This student then tags 
students with a ball; when students are tagged they place 
the ball back in the corner and try and tag students with a 

ball. The winner is the last student with a ball.



@dalesidebottom

Four cones to mark 10m x 20m square and two 
colour bands for the taggers.

As the name suggests, this tag game is based on the movie Star 
Wars. The teacher needs to select one student to be Darth 

Vader, and three students to be Stormtroopers (helpers) who 
stand across the middle of the play area. Then divide the rest of 

the class into two to four groups (depending on number of 
participants): Luke Skywalkers, Chewbacca, 3CPOs, R2D2s. These 

groups stand side by side at one end line facing Darth Vader and 
the Stormtroopers who are in the middle of the playing area.  

Designate an area just outside the play area as the trash 
compactor.

Darth Vader calls one group out at a time to run across the play 
area to the other side, without being tagged by Darth and the 

Stormtroopers. Tagged players must go to the trash compactor 
and while sitting out a round perform tasks such as jumping 

jacks, push-ups, sit-ups, make bridges, long jumps, etc.
Students must stay in the boundaries of the playing area or they 

are automatically out and go to the trash compactor. Darth 
Vader and the Stormtroopers must go back to the centre each 

time prior to calling out another group. The winning group is the 
one left at the end. 



@dalesidebottom

Four cones to mark 10m x 10m square and 
one colour band per student.

Each student starts with one colour band each. They place 
this in their pocket, like they have a tail growing out of 
their pocket. When the teacher says, “Go”, students run 

around and try and steal other students’ tails from their 
pockets. They also have to dodge around and make it hard 
for students to grab their own tail. The only rules are 
that you are not allowed to hold your own tail, and you 

are not allowed to leave the playing square. The winner is 
the student with the most tails at the end of the game. 



@dalesidebottom 

Four cones to make a 10m x 10m square and two 
colour bands.

This is a very fun and loud game. If your students have 
plenty of energy this is a great game for them. You will 

need to set it up away from classes, as it can be very loud. 
Two students are given a colour band each; they then 

become the taggers. Try and change the taggers every 
minute to give everyone a go. The taggers run around and 
try and tag students who are not having a tantrum. If a 
student is having a tantrum (yelling and screaming very 

loud, which they can only do for three seconds at a time) 
they cannot be tagged. If a student is tagged when they 
are not in a tantrum they become a tagger as well. This 

game is extremely fun, and a great way for the students to 
release some energy.



@dalesidebottom 

Four cones to make a 10m x 10m square and 
two colour bands.

The class spreads out in the playing area. The teacher 
picks two taggers who are given a colour band each. The 

aim of the game is for the taggers to tag as many students 
as possible in one minute. If a student is tagged they need 
to kneel on one knee, with one hand in the air (they should 
look like a toilet). The way they get back into the game is 
if another student sits on their knee and pulls their hand 
down (like flushing the toilet). At the end of the minute, 
stop the students and get two more taggers. This is a 
great game. The kids will love flushing the toilets.



@dalesidebottom 

Cones to mark out a 10m x 10m playing area.

Start the game by slitting the class into pairs. Once 
students are in pairs, get them to lock elbows together 
like they are forming a train carriage. The teacher then 

needs to pick one student to be ‘The Conductor’. The 
Conductor is the tagger. Also pick one student to be ‘The 
Chaser’. The aim of the game is for ‘The Conductor’ to try 

and tag ‘The Chaser’. If ‘The Chaser’ locks arms with one of 
the train carriages (the paired students) then the student 

on the other end of the train carriage becomes ‘The 
Chaser’. If tagged ‘The Chaser’ then becomes ‘The 

Conductor’. This game is continuous and you will find that 
it is a very quick and exciting game.



@dalesidebottom

Four cones to make a 10m x 10m square.

The class will play in a small area in pairs. The area 
that they are in is on a mountaintop and outside of the 

markers are sheer cliff drops. In pairs, one student is 
the tagger and the other student must get away from 

them, only walking and not going outside the cones or 
they will plummet to their death. Once the walking 

student has been tagged then swap duties. 



If you love these activities and would like them in a mobile 
app check out our website. 

www.breakappz.com

We love 
Apps


