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coptain's comin
P 3

LEADER CALLS OUT ACTIONS. DO THE RIGHT ACTION AS
QUICKLY AS POSSIBLE.
. Eliminate slowest racers or “send them to the

brig” - must be completely silent for one-minute,
before returning to the game.

e Gradually speed up the calls. Add new calls before
the previous activity is done.
CALLS (ADD YOUR OWN..)
Bow —all run to the bow (front)
STERN — all run to the stern (back)
STARBOARD / PORT — all run to the correct side

TORPEDOES — all lie face down on the ground,
legs together & arms at sides

INTO THE LIFEBOATS — sit cross legged, arms fold-
ed across chest

Row BOATS IN — (leader calls a number) players
line up in groups of that number

CAPTAINS COMING — stand to attention & salute
SCRUB THE DECK — on hands & knees, scrubbing
SHARK ATTACK! — run to boundaries & get off
the ground (benches/hoops etc.)

ADD OTHER ACTIONS AS EVERYONE GETS USED TO GAME.

*349Y1 saul| ay3

uo 2eq Jels pue 991 JaY3o Aue 03 y3ieJ1s uni ued
Asy3 391 e 01193 (sJ495eyd ay3) SIS0YD 3yl Uy
"SPU023s QT 40} unJ ued Aay) 393 e 01 193 usw

-oed Uaym Ing djjem isnw sidAe|d ||y ‘siohAeid ,dn
[9A3],, 01 In0ge padeds S99} ||eq M3} e aneH 'J93
-3e3 suo uey} 40W dARY UBD NOA "SaUl| Y3 uo Aels
1ISnw siahe|d *1N0d ||egiadseq/|leqiau e uo paleld

(uewbded) Sej aun

's89)

J19Y3 y3nouyy symedd JaAe|d Jayjoue usym pasly
9q ued 13 uede s83| J1Iay1 Ylm puels 1snw ,sydus,,
‘wayy Jano sdwn( uaAe|d Jayjoue usym pasiy

2J4e A9yl ‘mo| payan1 speay 419yl YUM umop yonoudd
031 9Aey ,,5)20Y,, ‘wayl Suiydnoy JoAed Jayioue

Aq pas4) aq ued pue ‘Aayuow e 3| 3oe 1snw JaAe|d
9y3 ,AMUOIA,, B §| OIS 40 Hd0d4 ‘ASjuow uayus Jo
9|04 9Y3 way1 sudisse 31, suosawos el Asyy usymn

¥aus ooy ‘Asyuoy

‘89| J19y3 Jopun wue 3 413yl yum ‘puey 1ysu
J19Y3 Y1im 3sou 419y pjoy Asyl i ajes si sahe|d v

Se)] yoso

SAMOO foo 1

natch the Bacon

SIMPLE IDEA: GRAB SOMETHING AND GET HOME, WITHOUT
GETTING TAGGED. HOW WILL YOU DO IT?

e Two teams line up facing each other, about 10m
apart. Mark each team’s line clearly.

e Arrange team members by height, shortest to tall-
est. Each team numbers the same way (either tall-
est to shortest or vice versa.)

e The “bacon” is any smallish “grab-able” object.
Place it is placed midway between the teams.

e The leader calls a number. Players with that num-
ber should run to the centre. Either player can
take the “bacon” & try to run back to their place in
line before being tagged by the other player.

e If the runner gets there without being tagged, give
two points to that team. If tagged, a point is scored
for the other team.

e If a player touches the bacon without picking it up,
a point is scored for the other team. Play to a cer-
tain number of points.

e If there is a stand off, call another number and cur-
rent players return to their places.
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Movre T ag Games

Bump (Elbow Tag)
Divide group into pairs. Each pair stands side by
side with arms linked facing opposite directions.

Select one pair to start. One is the tagger and the
other is the runner. Tagger chases the runner, if
the runner is tagged, they switch roles.

The runner at any time can escape by linking arms
with a pair (facing the opposite way). Then the
player on the other end is “bumped” off and is the
new runner.

Poison Ball

Depending on size of the group, pick 1,2,3 taggers,
give each a ball. Tag by rolling the ball. Only hits

below the knees are a legal tag. If tagged, sit do
Try to touch a ball as it comes past to get f

P

For more games ideas visi
www.osch.org.

School Care Network (2014)
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Out of School Care Network



Game Tips — 6e++'\n3 Read\f

EXPLAINING THE GAME. DO LESS “telling”, more
“showing”. Put players in position as soon as possi-
ble so they can see what you are talking about and
it will show you if you need more/less space.

Hold off questions before you have tried it out -
have a short “test run”, then take questions.

DIVIDING TEAMS - form 2 even teams by asking eve-
ryone to get a partner, then each pair splits.

TEAM SIZE - if you have less space, have smaller
teams and rotate teams in and out.

NUMBERING OFF. Can’t remember your number?
Get players to call the numbers themselves. Have a
pen handy, they can write on their hand if needed.

IDENTIFYING TEAMS. If you haven’t got bibs. Try
home made wristbands, or a bit of face paint, or
boys vs girls...

BE FLEXIBLE. Try the rules as written, OR PLAY IT
YOUR WAY. If it’s not working or getting boring,
change it up. Ask your players for ideas.

LOOK FOR MORE GAMES HERE & ... AND ON-LINE AT
WWW.OSCN.ORG.NZ/GAMES

Move T ps ~ Kee(:\ng i GOing,

ELIMINATING PLAYERS / ENDING GAMES. If you have a
game where players go “out”, think about how
long they are sitting out for. Other options, de-
pending on how often people go out: re-start the
game after a certain number are out. Or swap all
the out players with those still in (which gives the
in players a rest.) Don’t let it drag - if only a few
players are left, call the end.

SHOW HOW TO PLAY. Your participation can help
encourage others to join in. Set a good example by
toning down your own competitiveness.

STEP BACK AND LOOK AT THE BIG PICTURE. ALSO take
time to step back and see the whole group.

GET FEEDBACK. Talk to players, watch their reac-
tions and involvement.

DON'T LET THE ACTIVITY GET DERAILED BY ONE PLAYER.
Quickly re-direct argumentative or reluctant play-
ers. Is there another colleagues you can call on for
help? Work closely with other staff so you can
keep on track for everyone that want to get on
with the game.

LEARN MORE ABOUT THE OSCAR ROLE AT WWW.OSCN.ORG.NZ

Four corners

OUT GUESS AND OUT RUN IN THIS HIGH ENERGY GAME.

Mark four corners of a square with cones. One
player starts on each corner. A fifth is in the centre.

Players on the cones try to change places. The
player in the centre tries to get to a cone before
another player does.

The player left out restarts from the centre.

Scale the game for number of players - more
cones, more chasers, more space etc.

Stretch Race

Pair everyone up roughly by size, then separate
each pair to form 2 same-sized teams. (One person
in one team, one in the other.)

Pick an anchor for each team . They begin with one
foot on the same starting line, then stretch out.

One member from each team then joins onto their
team, touching some part of the last player’s body.

Keep going like this. After last person joins, who
has the longest line?

Fun c\r\allenges

Popcorn Maker

You need a box of 20-30 paper balls or similar low
impact objects to throw. One player tries to empty
the box of “popcorn” ONE BALL AT A TIME. Everyone
else is collecting and returning the popcorn to the
box. Adjust the type/amount of balls to get the
challenge about right. Try 2 popcorn makers. RULE:
POPCORN MAKERS CANNOT BLOCK THE RETURNING
BALLS. HAVE A BIG ENOUGH CONTAINER TO PREVENT
ACCIDENTAL BLOCKING OR COLLISIONS. Variation:
have a signal for all player to change to “slow mo”.

Don’t Touch!

Start in a circle. Place an object like a chair or box
in the middle. The task is for everyone to swap
places and touch the object on their way to their
new spot - WITHOUT TOUCHING ANY OTHER PLAYERS.
Time each attempt and then try to beat that time.
Any touching or collisions, restart.

Back to Back

Work in pairs of roughly equal height/weight. Sit
on ground back to back. On signal, stand up to-
gether. Join with another pair and repeat in fours,
then eights etc.

cwcle Games

Over Here!
Sort the group into pairs. Have a chair or cone for

each pair, laid out in a circle. One player in the pair

sits in a chair (or on ground - use a cone to mark
each spot.) The other player is standing (or kneel-
ing if using cones). Have one player standing/
kneeling on their own - they are the start player.
NO ONE WANTS AN EMPTY CHAIR/CONE. The lone
player gets someone to fill their spot by winking at

a sitting player. The sitting player’s partner can pre-

vent them moving by tagging them (if they detect
the wink). It they lose their partner, a player can
try to wink someone else over. Keep it moving fast
and get partners swap roles every few minutes.

360 Degree Bowling
Players stand in a circle, legs apart fairly wide,

touching the feet of their neighbours. One player is

in the centre with a supply of largish balls. Set a
time limit for the centre player to shoot balls
through the circle of legs - players can only defend
with arms. (Wider legs make it easier to reach down to
defend.) Rotate players, add a 2nd in the centre
and/or limit defenders to 1 arm etc. if too hard.

More N circles

THESE HAVE LESS RUNNING & MOVEMENT, GOOD FOR
RESTING OR WINDING DOWN.

Copy Cat

A SIMPLE FILLER WITH NOT MUCH POINT. Play sitting
or standing in a circle, but maybe try sitting first.
Each player picks another player to secretly copy
every move that player makes, no matter how
small, but the copy should make the movement a
bit larger—exaggerate it a little. Keep it going and
see what happens - does everyone end up doing
the same thing?

Ying Yang Yoo

A WORD/ACTION CHALLENGE - EACH WORD (ALWAYS
SAID IN THE SAME ORDER) HAS A SET ACTION:

Ying = hand on top of head, pointing either left or right.
Yang = hand under chin, pointing either left or right.
Yoo = point to anyone in the circle.

Everyone is in a circle. The start player says

“Ying” (with action.) The player pointed to must
follow with “Yang” (and action). 3rd player
(pointed to by 2nd) must say “Yoo”. Whoever the
3rd player points to says “Ying” and continues on.

Wizard's puel

WIZARDS FROM OPPOSING TEAMS RUN TO A “PAPER SCIS-
SORS ROCK” DUEL. EACH TEAM TRIES TO ADVANCE FUR-
THER TOWARDS THE OTHER. GOOD FOR INDOOR ACTION.

Set up a winding track of cones or other markers.
More winding makes for more running.

Divide into 2 teams. Teams line up at opposite
ends of the track.

On ‘go’, the first Wizards run along the track touch-
ing each marker as they go.

When the Wizards meet, they play “paper scissors
rock”. The loser returns to the back of their line.
The winner keeps running along the track.

As soon as the duel ends, the next Wizard from the

losing team starts along the track. When they meet
the other Wizard, duel again.

Play until one team wins a last duel at the front of
opposing team’s line, or until everyone is worn
out!

Secret AgemL

A RACE BETWEEN TEAMS TO FIND THE HIDDEN GEMS.

Divide into 3 teams (each team needs a different
coloured tag. One team is the “Border Patrol” (BP).

The other 2 teams are “Secret Agents” (SAs). Each
team chooses 2 members to each start with a hid-
den gem (a small object that must always be held in a hand.)
At any time, the gems can be passed secretly to
other SAs. [A dropped gem is an automatic “find”.] Set a
boundary to limit the movement of the SAs.

Teams start separated. On “go”, the border patrol
all close their eyes and count to 10, then they
move out to find the hidden gems.

BP members must work in pairs (or 3’s) - if they tag
a SA, that SA must show both hands. After tagging,
BP must close eyes and count to 10.

Set a time limit for each round (try 90 seconds).

If both a team’s gems are found they are “bust”
and sit out the rest of the round.

BP’s score points for each gem they find. SAs score
a point if their team is not “busted”. If both teams
bust, then 2nd team busted scores a point.

Play 2-3 rounds then rotate a new team to be BP.



