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OUTDOOR GAMES

Hot Potato
-A classic but staple game. Simply have kids stand in a circle and toss a ball around as quickly as possible. 
-For older kids, have kids who make bad throws or drop the ball be eliminated

-To add a challenge, make kids take on different handicaps (e.g. one hand, stand on one leg, jump to catch, etc).

The Cow Game
- A game loved by kids up to 2nd grade. A leader is the farmer and the rest of the kids are cows. Cows live within a defined farm space marked off by such things as cones or chalk. The farmer calls out a type of cow and the cows do their best impersonations.

 - Cows have to follow three basic rules: stay on all fours, no touching other cows and they can only say ‘moo’.
-Farmer starts with four different types of cows: happy cow, sad cow, sleeping cow (cows lie on sides and snore) and dead cow (on back with all fours stiff in the air).

-To keep kids engaged, pick the ‘best’ cow every 5-10 rounds to create a new type of cow (e.g. mad, dancing, zombie, mommy, baby, etc.)
Cops ‘n’ Robbers
- A game of tag where half of the kids are ‘it’. Divide the kids into two even groups that are easy to identify (e.g. gender, clothing color, teacher). One set of kids are cops while the other group are robbers. 

-Cops try to catch robbers by tagging them. When a cop catches a robber, they walk them to the designated jail zone and drop them off. 
-Robbers attempt to flee from the cops for as long as possible. When they are caught, they must comply and go to jail.
-Switch sides when all robbers are caught or when kids are getting tired.

-An alternative way to play involves the robbers sitting down and raising a hand when they are caught. Instead of going to jail, they remain seated until another robber comes and jailbreaks them by giving a high-five.

500
-A football game that involves minimal math skills. One person is the thrower and everyone else stands in a crowd and tries to catch footballs. The thrower calls out an amount (100, 200, 300, 400, 500) and then throws the ball. If someone catches the ball, they receive the points.
-First person to get 500 or more points becomes the new thrower and everyone starts over with 0 points.

-The thrower can also call “Dead or Alive,” which means that the ball does not necessarily need to be caught but whoever gets the ball first gets the points. Example: 200 Dead or Alive can be caught in the air or picked up off the ground. 200 can only be caught.
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Tweener
- A game named after rolling a ball ‘between your’ legs. The object of the game is to roll the ball between others legs and eliminate them while protecting yourself.
-Players stand in a circle with their feet planted about shoulders width apart and touching others feet. The circle should have no gaps.

-Players must keep their legs straight and bend down to block their legs with their arms. Remember: feet stay planted.

-When a ball rolls between someone’s legs, everyone yells ‘tweener’.

-Everyone starts with use of two hands. After someone gets a tweener, they go to using only one hand (one behind back). After a second tweener, they turn around and play backwards (using both hands). After a third tweener, they are out.

-The ball must be rolled, not bounced or thrown. Keep it on the ground.

Tetherball
-A two player game that involves strength, coordination and strategy. Both players stand in the circle, one on either side of the middle line. Both players try to hit the ball so that the rope wines around the pole until it runs out. Players hit in opposite directions; both hitting the ball towards the center line.

-The ball is served by holding it in one hand and hitting it with the other.
-The following are fouls: hitting the rope, touching the pole, catching the ball, throwing the ball, crossing the line and hitting the ball with a part of the body besides hands.

-If someone fouls, the play stops and the other player gets to serve from that spot (the rope is not unwound).

4–Square
-A fast paced game that relies more on agility and skill than power. Four players play in the court with the line waits outside the lowest level square. The object of the game is to get to the server position and remain there.
-The lowest square is the princess square, the next is the prince, and then the queen and the highest (the server) is the king. These positions are in clockwise order.

-Play is fairly straightforward: after the ball bounces in your square, you must hit it into someone else’s square. 

-Fouls: touching the ball before it bounces in your square, hitting it into your own square, hitting it out of bounds, failing to hit the ball after it bounces in your square, catching the ball and hitting it onto a middle/inside line (the outside lines count as in bounds – “in is out and out is in”)
-If a player fouls, they are out and move to the end of the line

-After someone gets out, players rotate up if they can and a new player enters into the princess square.

-The king always starts a round by serving the ball. To serve, the king bounces the ball in their square and hits it into someone’s square.

Over-Under
- A relay passing game that can be used for any size group of kids and with any safe objects. Two teams stand in a row facing forward. Teams race by passing an object backwards, alternating between going over their heads and between their legs person to person.
-When the item gets to the last person in line, they race to the front of the line and start the process over. 

-The game ends once the original starter races to the front of the line and the whole team sits down.
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Continued
Kickball
-The rules for kickball are closely related to those of baseball except that a big rubber ball is used instead of a baseball.
- Kickball is played on a field with four bases arranged on the corners of a diamond-shaped infield. Player positions are similar to those in baseball.  
-Game play goes as follows:  the ball  is rolled towards home plate, and the player which is “up” kicks it.

-If the ball  is caught in the air, the kicker is out.  Ball is dead and all runners return to their bases safely.

-If they are tagged with the ball while off base, the runner is out. 

-Like baseball, if the ball is caught by the first base man while they are touching first base before the kicker touches the base, the kicker is out.  This is known as a "forced out" in that the runner was forced to run to that base.  A "forced out" can occur on any base that a runner is forced to run to. 
-No pegging for outs.
-If a ball is overthrown, the runner may only run to the next base, which is known on the kickball field as the "one base on an overthrow" rule. 
-The play is over when the pitcher is holding the ball. If a runner is less than half way to the next base, they must return to the previous base.

-Balls kicked over the fence are a homerun if they do not bounce, while bouncing over the fence is a double.
-Once a team gets three outs or five runs, the teams switch sides.  A team gets one point for having a runner make it all the way around the bases and back to home. 
Flyers Up
-A common football game when players are few. One person has the ball and throws it to a crowd of catchers. If caught, the catcher switches roles with the thrower. If no one catches the ball, the ball is dead and is returned to the thrower. Kids are not allowed to push others in trying to catch or block.
Bump
-A basic basketball game that allows for players of all skill levels. Players line up behind the free throw line with the first two players having basketballs. The first player is known as the primary and the second player is the secondary.
- The primary shoots from the free throw line. After shooting, the primary either rebounds their missed shot and tries to make a basket or rebounds their completed shot and passes the ball to the next person in line.

- The secondary shoots anytime after the primary has shot and tries to make a basket before the primary.

-If the primary scores first, the next person becomes the new secondary and the current secondary becomes the new primary. 

-If the secondary scores before the primary, the primary is eliminated. Play continues until only one player remains.

INDOOR GAMES

Chief
-An investigative game of follow the leader. All the kids sit in a circle except one kid who steps out of earshot/sight. One kid in the circle is chosen to be the chief, whom everyone else will mimic.
-The investigator stands in the middle of the circle and watches for changes and where people are looking. The investigator has three chances to guess the chief.

-The chief tries to discretely create actions so that they will not be caught. Once caught or three wrong guesses, the chief becomes the new investigator and the game restarts.

Frogger
-An investigative game in which kids are discreetly eliminated. All kids sit in a circle except for an investigator who steps out of earshot/sight. All kids have their heads down and a frogger is secretly chosen by a designated leader. 
-The investigator stands in the middle of the circle and has three guesses to figure out who the frogger is. 

-The frogger discretely sticks their tongue out at the other kids. If a kid sees the tongue, they get to dramatically ‘die’ by lying down.  The kids in the circle want to be caught by the frogger.
-After eliminating all the kids, being caught or three wrong guesses, the frogger becomes the new investigator and play restarts.

Heads Up, 7 Up
-A classroom classic. Seven kids are chosen to start as ‘it’ and the rest remain at their tables/desks. 
-The seven say “heads down, thumbs up” and then proceed to sneakily choose one kid’s thumb to press down. After choosing a kid, the return to the front and say “heads up, seven up” when all the leaders have returned.

-The kids that were selected stand up and in order take a guess as to who picked them. If correct, they switch roles. If incorrect, the kid sits down.

-Important rule: when “heads down, thumbs up”, there is no peaking.  

Telephone Charades

-This funny acting game is great for 4-5th graders. Have five kids step out of the room and have the audience select three things to act out: a person/animal, object and location (e.g. firefighter, toothbrush, underwater).
-Bring the first kid in and tell them the three parts they will act out.

-Invite the second kid in and have the first kid act out the parts separately. 

-Once the second kid thinks they understand, give a thumbs-up. First kid sits down and the third kid is invited in. Repeat the process with all the kids.
-After the acting is complete, have each of the actors guess the three parts, guessing in reverse order (last kid guesses first).

-Kids are not allowed to make any noises, use any props or spell hints.
REQUEST

-The main concern with the games taught so far is that there is only one usable 4-Square court. If the two current small courts could be repainted to the larger size, it would be greatly appreciated.

SUPPLIES
-There are buckets, rings, cones, kickballs, basketballs, footballs, jump ropes, flags, tetherballs, beanbags and Frisbees.
