Chasing/Tag Games

Beanbag Balance Tag - One child is IT and has beanbag balancing on their head, while others run around designated area (also with beanbags on their heads). Once IT tags someone, the tagged person becomes IT. This game can be modified to include more than one player as IT. 

Colour Team Tag - Have one team at one side of a designated playing area and allocate a colour for that team. Have the other team at the other side of the playing area with a different colour given to that team. When the teacher says GO, both teams walk in towards the middle of the playing area and when they get to approximately five metres apart the teacher yells out one of the colours. The team with that colour must run back to their side of the playing area, while the other team tries to tag them before they reach their safety area (can use cones for each team to show where they are safe)
Pegs - Each child has a set number of pegs attached to the back of their shirt. All the children run around within a designated area trying to get the pegs off other children’s back. When a child gets a peg, they peg it to the front of their shirt (these pegs are not allowed to be taken). The aim is to see who can get the most pegs. You can use velcrose ‘tails’ for this game.

Watch Your Tail – Children start in pairs. One person has a ‘tail’ (velcrose tail or peg). They start in the middle of play area with all the other kids with tails. The other children in each pair starts on the outside of the play area and on GO, the outside kids run into the playing area, trying to find their partner and get their tail off.

Stuck In The Mud - This is a tag game where one child starts as IT. When they tag someone, that person must stand still with legs apart until someone else comes and crawls through their legs to set them free again
Red Rover – Set a playing area for kids to aim to run across. Two children start IT in the middle. When called over, all the other children run across trying to avoid being tagged. If they are tagged, they stay in the middle as another IT. When all the children who were not tagged make it to the other side of the playing area, they then return when called back. Again they aim not to be tagged. The winner is the last person not tagged
Sheep Tag - Same as stuck in the mud, but when a student is tagged, then they must lay on their back with their legs in the air (like a sheep on the ground), then to be rescued, another player must turn them onto their side so they can get back up

Chain Chasey - One child is IT, and the rest all run around a designated playing area (or you can have the children walking, hopping etc). When IT catches someone else, they both link hands and then try to catch others. Every time a child is caught, they link on with the IT team until a big chain is made 
What Is The Time Mr Wolf? - One child is the wolf and stands at one end facing away from the other children (who are about ten metres away next to cones that represent a safety zone). The other children yell out ‘what’s the time Mr Wolf” and Mr Wolf says ‘6 o’clock’. The children take six steps towards Mr Wolf. If Mr Wolf yells out dinner time, he runs and tries to catch the children before they make it back to their safety zone.
Frost And Thaw - Two children are ‘Frost’ and two are ‘Thaw’. The rest of the group runs around and if touched by Frost, they cannot move until they are then touched by Thaw. The aim is for the two Frosts to tag everyone before the two Thaws can untag them all

Arm Up Tag - One or two people are designated as IT and the IT people must have an arm straight up in the air. The rest of the children run around a designated area. When children are caught, those children also become IT and run around with a hand in the air trying to catch others until one child is left to be caught. 

Fox And Geese - Have children in groups of four or five. Four of the children join up in single file, with a child behind holding the hips of the child in front. These four children are the geese. The fox is the left over child. The aim is for the fox to tag the goose at the end of the geese line. The front goose (mother goose) will try to stay between the fox and the last goose (one of her baby geese). 

Fox And Hounds - Three children form a circle and another child stands outside the circle and attempts to tag a nominated child that is part of the circle
Fords and Holdens – Set up cones in two long lines. Give children flags that can be tucked into waist line so it can be easily pulled out. Half the children are Fords and half are Holdens.  The Fords stand in a line behind one line of the cones facing the Holdens who stand in another line behind their cones (when players are behind their own cones, they are in their safety zone). The Holdens faced away from the Fords (so they cannot see the Fords). The Fords slowly approach the Holdens with the aim of getting a flag from one of the Holdens. The Holdens can turn at any time and chase the Fords back to their safety zone, also trying to get flags. If a team gets a flag from a person in opposing team, they now get that player (i.e. if a Ford player catches the flag of a Holden player, then the Holden player moves over to the Ford team). The aim is to have the most players in your team at the end of the game
Duck Duck Goose - All the children sit in a circle facing the center. Then one child walks around the outside of the circle and taps the other children gently on the head, saying "duck". This continues on until the child touches someone and says "goose". When this happens, the child who was called goose jumps up and tries to tag the person who was walking around the outside of the circle before they can run all the way around the circle back to the open spot they left by the goose. The goose then becomes the new person walking around the outside

Flag Pull – Children split into two teams, one are attacking team trying to get points and one is a defending team trying to stop attackers getting points. Both teams put on velcrose tags or flags that are able to be ripped off easily (if none, just tag with hands). Set up a playing area using cones. The defenders all stand inside the playing area and the attackers stand at one end, with the aim of running across the playing area to the other side without getting tagged. If they make it, the attacking team gets a point. If they don’t make it, they just go back to the start and try again. Once they make it across, they jog around the outside of the playing area and back to the start and try again. Set a time limit for the attackers to complete as many points as they can, then swap teams over. Teams can carry footies or dribble soccer balls etc to make more difficult.

Everyone is It – Set up a playing area using cones. All children start inside the playing area and all are IT. Children run around trying to avoid being tagged by people, but at the same time trying to tag others. Once tagged, the child is out and steps out of the playing area. If two children tag each other at exactly the same time, they are both out. The aim is to be the last two left (they are the winners).

Shadow Chasing - In pairs, one person tries to ‘step on’ the other person’s shadow

Guardian – Have two groups of about five children in each group. Set up a playing area that players need to get from one end to the other end of. One team is are ‘chasers ‘who want to stop a runner from the other team getting from one end to the other end of the playing area. The other players in the running team are guardians, and they can stand between the runner and the chasers. If the runner makes it across without being tagged, that team gets a point. If tagged, then that team then gets another team member to be a runner, and the current runner becomes a guardian with his/her team mates.

Steal the balls – Set up a large playing area about the size of a basketball court or bigger. At each end use cones to make up safety zone area where balls are kept. Set up a halfway line in the middle of the court. The two teams start at their own end of the playing area. The balls in the safety zone at their end of the court are that teams balls. The aim is to build up the number of balls by stealing them from the other end. Players run from their end to the other end ot steal balls. If they are tagged with a ball in their arms, then they give the ball back to the other team and return to their own side of the playing area. Players cannot be tagged on their own side of the court, so once they get the ball past the half way line, they are safe to put the ball in their own safety zone. 

Pole Chasey – Play in an area with poles. Kids start at various poles with two children as IT in the middle of the play area. On GO, the kids at the poles need to move from their own pole to another without getting caught. This could be played using beanbags or cones (kids move to another beanbag or cone without being caught).
