








P.E. Games

Warm up activity:

# Do a slow jog of the hall/oval.

# Set up an obstacle course with cones for them to run in and out of // a mark on a wall that they have to reach up and hit // a foam mat that they have to do a roll on // a big ball they have to lie and roll on // banisters that they have to jump from one side to the other on using both feet.

# Do activities that involve them breaking into teams of 5 and line up behind one another behind a line. They then do different activities to get from one side of the room to the other. E.g. They have to skip to the other side of the hall and then sit down behind the line and then the next team member does it - first team to get all team members on the other side of the hall wins. Repeat this activity with hopping with a ball between their legs and then rolling the ball back for the next team member // bouncing a ball across and then passing it back for the next team member // skipping (like a kangaroo) // hopping on right leg and then left leg // using a hoop to hop into while crossing the room etc etc.

 Sit here for rest of team.
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# Red Rover (Bullrush). Choose 4 people to start the game. They stand in the middle of the hall between the 2 lines that mark the boundries. When the whistle blows they rest of the group will try to cross the hall. The 4 people must try and tag as many as they can and those tagged stay in the middle and become taggers. This continues until only a few remain. This can be made more difficult by forming two groups of 3. The members in these groups link arms and become tagging groups. They must tag as many people as they can but keep their arms linked. Those tagged join onto the link. Continue until only a few remain. 
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This can also be played as a ‘stuck in the mud’ activity where those people tagged must stay where they were tagged on the court and can only tag from there.

# Seven Passes.  Break into 2 teams of 12 (or divide the class in half). One team must mark themselves somehow e.g. by wearing a sash therefore you will have sashes against non-sashes. Using a soccer ball the teams must try to pass the ball between themselves 7 times. If the ball touches the ground it goes to the team that did not drop it. If it goes outside the parameters of the court it goes to the team that did not let it get out. To increase the difficulty of the game use different balls e.g. replace the soccer ball with a tennis ball or a rugby ball etc. Start the game off in a small area and make it bigger as the game progresses.

# Rob the nest.   Divide class into 4 even teams (e.g. 5 in each team). Each team has a hoop in front of them and there is a hoop in the centre. The hoop in the centre will have 6 balls in it. Each team member must number themselves 1 to 5 (or however many are in each team). When the teacher yells 3 all the 3s run to the centre to get a ball and return it to the hoop in their team. The teacher will blow the whistle at intervals. When the whistle is blown that numbered player must leave the ball wherever it is and return to their team and the teacher will yell out another number to take over the ball robbing. There will be no more balls in the centre hoop at this point so people must rob the other teams hoops of their balls. The first team with 3 balls in their hoop wins. Only one ball can be moved at a time. You cannot stop someone robbing the ball.
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# Dodge ball. 

Team Dodgeball is a dodgeball game where you play on teams.  Each team 
starts out by throwing from the half court line.  When a player gets hit 
or someone catches the ball he has thrown, he is OUT!  Have a designated 
area on the side that the players go to, because they are OUT until a new 
game begins. Then the teacher blows the whistle and calls the three 
point line. When there are only a few players left in the game the 
teacher then calls another line that is closer than the three point 
line. The loosing team run one lap and then a new game starts.  
If the teams start out uneven, then the teacher can let the weaker team 
go to the three point line and keep the other team at the half court line 
until the numbers even up.
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(Balls start here- when the whistle blows the teams can run for them)

(Can throw this line  – must hit below the waist)
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Sit out area.

