
 Easy to set up 
 Designed for indoor and outdoor 
 Teaches readiness and cooperative learning skills 
 Kids will have TONS of fun!! 

Created By: Timiya Clark 
 
Playworks Best Games!!! 



 
Group Size: 10-30  
 
Age Group: 3rd-6th+ grades  
 
Length of Activity: 10 minutes  
Developmental Goal: To develop quick thinking and concentration.  
Skills Practiced: Body and spatial awareness, listening to directions.  
Equipment Needed: None  
 
Set-Up: Group forms a circle with one player in the middle  
 
Before You Start:  
- Make sure students understand the importance of safety and 
control  
- Make sure all students know the rules and what happens if you are 
last to splat  
 
How to Play:  
- The player standing in the middle of the circle is the “splatter”.  
- The splatter randomly points at someone and shouts “SPLAT!”  
- The player pointed at must duck down; then the two players either 
side of the ducker must “splat” each other by pointing at the other 
and yelling “SPLAT!”  
- The last one to splat sits down, and the player ducking stands back 
up.  
  
  



Group Size: 10-30  
Age Group: K-2nd grades  
Length of Activity: 10 minutes  
Developmental Goal: To develop body and spatial awareness.  
Skills Practiced: Agility and evasion  
Equipment Needed: Cones or chalk  
Set-Up: Designate a large rectangular play area with clear boundaries and 
enough room for children to run. On one end of the rectangle have an end 
zone that will be the designated safe zone.  
 
Before You Start:  
-Demonstrate safe tagging:  
 -Light touch, like a butterfly wings, on the shoulder  
- Unsafe tags: hard contact that might cause the person being tagged to fall  
- Practice with the students asking Mr. Fox “What time is it Mr. Fox?”  
- Demonstrate what happens when you get tagged, you freeze and become 
Mr. Fox’s helper.  
- Show the children where the safe line that they need to pass so Mr. Fox can 
not tag them.  
- Review the boundaries, the safe zone and the consequence for going 
outside them.  
- You automatically become a Mr. Fox’s Helper.  
 
How to Play:  
- The object of the game is to avoid being tagged by Mr. Fox  
- The children will start at the beginning of their safe zone ask “What time is 
it Mr. Fox?”  
- Whatever time Mr. Fox says the children will take that number of steps 
towards Mr. Fox, leaving their safe zone.  
- If Mr. Fox says “its lunch time” the children must run back to their safe zone 
without getting tagged.  
- If you get tagged you freeze until Mr. Fox turns you into one of his helpers.  
- When you are a helper you begin to tag other children when Mr. Fox says its 
lunch time.  
 



Group Size: 10-30  
Age Group: K -5th grades  
Length of Activity: 10 minutes  
Developmental Goal: To develop active listening and awareness  
Skills Practiced: Agility and observation  
Equipment Needed: 1 Cone  
Set-Up: Clearly define the playing area with a designated starting line  
 
Before You Start:  
- Make sure all students know the rules and what happens if they are caught 
moving on “Abort!”  
- Demonstrate how to move quickly and safely  
How to Play:  
- Have one player, the secret agent, stand 50 ft or more away from the other 
players, the spies.  
- The secret agent has his or her back towards the spies, and to start each 
round the secret agent yells “Access Agent” and the spies advance toward the 
secret agent’s cone to try and capture it.  
- At any moment the secret agent can turn around and shout “Abort!” Then the 
spies must stop immediately and any spy caught moving must sit down where 
he or she is and wait till the next game.  
- The first spy to reach the secret agent’s cone becomes the new secret agent 
for the next game.  
 



Group Size: 10-100  
Age Group: preK-5th grades  
Length of Activity: 10 minutes  
Developmental Goal: To develop listening skills and a sense of 
boundaries.  
Skills Practiced: Agility and awareness  
Equipment Needed: None  
Set-Up: Set up a clearly designated rectangular play area with 
visible boundaries.  
 
Before You Start:  
Once children understand what the sharks will say, what the 
minnows do and when and where to run when ‘Shark Attack!’ is 
called, they are ready to start.  
 
How to Play:  
- Choose a few students to be sharks and everyone else will be 
minnows.  
- The sharks stand in the middle of the play area and say “Fishy, 
fishy, come out and play.” The minnows slowly walk towards the 
sharks.  
- At any time, the sharks can yell “Shark Attack!”  
- The minnows must run to the opposite boundary line without 
being tagged.  
- If a minnow is tagged, s/he also becomes a shark.  
- When there are only one or two minnows left; they become the 
sharks in the next round.  



Group Size: 5-30  
Age Group: preK-5th grades  
Length of Activity: 10 minutes  
Developmental Goal: To develop active listening capability.  
Skills Practiced: Agility and conflict resolution  
Equipment Needed: None  
Set-Up: A four-square court or 4 cones forming a square and 
one in the middle.  
Before You Start:  
-Make sure students know the 4 areas to run to.  
- Review how to Rock-Paper-Scissors 
- Play a practice round.  
 
How to Play:  
- 5 players in at a time. Each player occupies a corner or the 
middle.  
- Play begins when the person in the middle says “Switch”.  
- All players must find a new corner/cone to occupy.  
- Once “Switch” is called, you cannot go to the middle and you 
must switch to a different corner every round.  
- If two players arrive at the corner at the same time a quick 
Rock-Paper-Scissors is played, winner stays.  
- The next person in line goes to the middle and begins the next 
round.  



Group Size: 10-30  
Age Group: K-3rd grades  
Length of Activity: 5-10 minutes  
Developmental Goal: To follow directions and remember a task  
Skills Practiced: Listening, coordination and awareness  
Equipment Needed: A contained area, square or circle, 20-30 cones  
Set-Up: Place cones randomly inside the boundaries of the game  
 
Before You Start:  
- Make sure students understand safety precautions such as hands and feet should be 
kept to themselves and be aware of other students.  
- Students understand what to do when you blow the whistle.  
- Students know what team they are on and what their task is.  
 
How to Play:  
- Divide students into two teams.  
- One team is known as the “Tipper overs”, who must knock the cones over.  
- The other team as the “Picker uppers”, who must stand the cones up.  
- The “Tipper overs” must tip over all the cones, the “Picker uppers” need to stand the 
cones up.  
- Cones must be tipped or picked up gently with one hand; their feet should never 
touch the cones.  
- On your whistle all students must freeze and put their hands in the air.  
- Count how many cones are tipped and how many are standing.  
- After the first round switch the teams roles so each team gets a chance to do the 
other job.  
- Each round is one minute in length.  
 
 
  

Builders and Bulldozers 





Group Size: 10-30  
Age Group: 2nd - 5th grades  
Length of Activity: 10 minutes  
Developmental Goal: To develop cooperation and teamwork.  
Skills Practiced: Running, passing and receiving.  
Equipment Needed: One ball per team (teams of 8-10 students)  
Set-Up: Designate a start and finish line  
 
Before You Start:  
-Have students line up behind each other in groups of 8-10, spreading out one arm’s 
length distance apart.  
- Demonstrate how to pass the ball over someone’s head then under someone’s legs.  
- Give the person in front of the line a ball.  
 
How to Play:  
- The object of the game is for the group to pass back the ball either over their head 
or under their legs, alternating methods with each person (first person passes over 
their head, second person passes under their legs, third person over their head, and 
so on).  
- When the last person in line gets the ball, he or she runs/skips/jumps/etc. to the 
front of the line and starts passing the ball back again.  
- Play until the students reach a finishing point (the line should have moved up with 
each new start) or until a specific number of turns.  
 
Variations:  
- Have students shut their eyes while they are passing and receiving.  
- Play with a basketball where the players must take (or make!) a shot at a basket 
before returning to the front of the line.  
- Add dribbling challenges such as left/right hand only or pivoting before passing the 
ball back.  
- Play with a soccer ball with similar challenges.  
  



Group Size: 6-20  
Age Group: 4th-6th+ grades  
Length of Activity: 15-30 minutes  
Developmental Goal: To develop strategic thinking, problem-
solving, teamwork, and verbal communication  
Skills Practiced: Following directions  
Equipment Needed: Several cones - one more cone than the 
number of students playing.  
Set-Up: Line up cones in a straight line with one more cone than 
people.  
Before You Start:  
- Line people up on every cone, except the one in the middle.  
- All people on one side of the middle cone will turn right; the 
others will turn left (so that they are facing each other).  
- After explaining the rules, allow the group time to strategize.  
 
How to Play:  
- The object of the game is to get all players to the opposite side of 
the middle cone than they started on.  
- Players can only move to an unoccupied space.  
- Players can’t move backwards or turn around.  
- Players may move around one player to an open space.  
- Players may not move around more than one person at a time.  
- If a team reaches a point where they can no longer move, they 
must start over in their original positions.  



Group Size: 2 - 20  
Age Group: 1st-5th grade  
Length of Activity: 10 minutes  
Developmental Goal: To develop basic ball handling skills and eye-hand 
coordination.  
Skills Practiced: Underhand and overhand ball hitting and agility,.  
Equipment Needed: Enough standard rubber playground balls for each group  
Before You Start:  
- Use a play area with a smooth, wide wall, marked boundaries are helpful.  
- Demonstrate how to hit the ball against the wall.  
- Choose students to help demonstrate game.  
- As they play, point out various rules and directions.  
- Ask students to explain the boundaries and how to hit the ball.  
 
How to Play:  
- The game begins when one player serves the ball by hitting the ball towards the 
wall.  
- The ball must bounce one time on the ground before it reaches the wall.  
- The receiving player must let the ball hit the wall and bounce once before 
returning it.  
- The player can then return the ball by hitting it and reaching the wall in one 
bounce off the ground.  
- Play continues until the ball:  
- Bounces outside the boundaries  
- Hits the wall without bouncing off the ground  
- Bounces twice before it is returned  
- Is not allowed to bounce  
- Hits a line  
- When a player is stops the play, s/he goes to the end of the line and a new player 
comes into the game.  
- The remaining player is the server, and begins the next game  



Group Size: 5-40  
Age Group: 2nd-5th grades  
Length of Activity: 10-30 minutes  
Developmental Goal: To develop verbal communication and listening to directions.  
Skills Practiced: Throwing, spatial awareness, following directions, running, evasion 
and balance  
Equipment Needed: One playground ball  
Before You Start:  
- Line students up and give each their own number to remember.  
- Students often forget their number; ask them to repeat it to you to make sure 
they remember.  
- Explain the rules and ask for students to explain it back to you.  
- Review safety rules, especially throwing only below the waist.  
- Teach and fairly enforce a consequence for throwing above the waist.  
- Gather everyone up in a bunch around you to begin.  
 
How to Play:  
- With everyone standing close to you, throw the ball straight into the air while 
shouting out one of the student’s numbers.  
- The student whose number has been called quickly gets the ball and shouts 
“SPUD” as soon as they touch it.  
- All other students run away until they hear “SPUD.”  
- When they hear “SPUD”, the players freeze exactly where they are.  
- The student with the ball may then take 4 steps, spelling “S”, “P”, “U”, “D” with 
each step towards any other student.  
- S/he may then roll or throw the ball at a student, trying to hit below the waist.  
- The frozen student cannot move their feet, but may try to catch the ball or evade 
with their upper body.  
- If the student is hit with the ball, they get a letter (i.e. “S”).  
- If they catch it or the thrower misses, the thrower gets a letter.  
- Whichever student received a letter gets to begin the next round by throwing the 
ball up and shouting a new number.  
- If a student gets all four letters (SPUD) they  



Group Size: 10-30  
 
Age Group: 2nd-6th+ grades  
Length of Activity: 10-30 minutes  
Developmental Goal: To develop cooperation skills and strategic thinking.  
Skills Practiced: Throwing, catching, evasion and teamwork  
 
Equipment Needed: Three or more soft, bouncy balls or dodge balls  
 
Before You Start:  
- Use a divided rectangle as the playing area, such as a volleyball or basketball court. An area set-up 
with cones also works.  
- Review Dodge ball safety rules, especially throwing only below the waist.  
- Teach and fairly enforce a consequence for throwing above the waist.  
 
How to Play:  
- The group is divided into 2 teams, each starting on opposite ends of the court, with a line 
separating them in the middle.  
- Teams have 1 minute to huddle and decide who their teams’ Medic is. Ask someone from each 
team to tell you who the secret Medic is.  
- Tell students to wait for your signal to begin and then pass out the balls.  
- When both teams are ready, on their lines, give the signal to begin.  
- The teams then start throwing balls at each other. There are 4 ways to get “wounded”.  
- If a player is hit below the waist  
- If s/he tries to catch the ball and drops it  
- If s/he throws the ball and someone on the other team catches it before it bounces  
- If a player goes outside the boundaries unless they are chasing after a ball that has gone out on 
their side.  
- When a player is “wounded” s/he must kneel down.  
- A player who is “wounded” can still catch and throw the ball but cannot move from the place 
where s/he is kneeling.  
- If a Medic comes by and taps a “wounded” player on the shoulder s/he is healed and can move 
again.  
- If the medic gets out no one can heal her/him and the medic cannot tag her/himself.  
- The game is over when all players on a team are down/”wounded”. This game can go on for a very 
long time. Consider having 3 five minute rounds instead of a 15 minute game  



Group Size: 20-30  
Age Group: All ages  
Length of Activity: 5-15 minutes  
Developmental Goal: To develop memorization.  
Skills Practiced: Observation  
Equipment Needed: None  
Set-Up: Classroom, other indoor space  
 
Before You Start:  
- This game can be played in a circle or at their desks.  
- Roll call with every student to check if there is a student 
who does not know everyone’s names.  
 
How to Play:  
- One student leaves the room and becomes the detective.  
- Choose one student to hide in a place in the room where 
they will not be visible.  
- The rest of the circle changes places or changes seats.  
- Call the detective back into the room.  
- The detective then tries to guess who is hidden.  
- If s/he guesses correctly, s/he is the detective again.  
- If s/he is wrong, the hiding student is the new detective.  



Group Size: 10-25  
Age Group: 3rd-6th grades  
Length of Activity: 10-15 minutes  
Developmental Goal: To develop cooperation, problem-solving and 
creative thinking.  
Skills Practiced: Keeping a rhythm and following directions  
Equipment Needed: None  
Set-Up: None  
Before You Start:  
-Students begin in a circle  
 
How to Play:  
- A person is chosen to leave the room.  
- A student in the circle is chosen to start a rhythm with their hands, 
feet or body.  
- Everyone in the circle copies the rhythm.  
- The leader of the rhythm can change it every few seconds and the 
rest of the group changes as well.  
- The person who has been out of the room returns and tries to 
notice who is leading the rhythm.  
- They have three guesses.  
- If they guess, the leader of the rhythm becomes the detective and 
the previous detective chooses the next rhythm leader.  
- If they can’t guess in three guesses, they choose the next detective 
and someone else gets chosen for the rhythm leader.  
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