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For more great resources such as the ones in this
eBook, please check out our website.

Students start by standing on their own, and
on their toes, making chicken wings with their
arms. They then need to twist their body back
and forth, all the way down, until their bottom
touches their feet. Once the students have
done this they then come all the way back up,
and do it again. This controlled move is called
the Chicken Man because you are dancing like a
Funky Chicken.

Students reach with their right hand up in
the air and bend to their left as they
pretend to catch a star high in the sky.
Then they reach with their left hand up in
the air and bend to their right as they
catch a star high in the sky.

Students start by placing their left
ear on their left shoulder then
extending their left arm like the
trunk of an elephant with their knees
relaxed. Students then draw the
figure 8 in front of them, crossing
up in the middle of their stomach.
Students then switch arms after five
complete figures.

Students start by putting fists on top of
each other as if they are holding a boat
paddle. Tell them to pretend to paddle
on the right side of their body and then
swap hands and pretend to paddle on the
left of their body. Once the students
have mastered this, you can get them to
move around the room for each paddle
they make.
Students start by pretending that they are
firemen, and they are called to put out a
fire. First they have to pretend they have a
bucket and scoop up water from the floor
near their right foot. Students then have
to throw the water over their left
shoulder. Once students have completed
ten bucket throws of water on one side of
their body, they need to swap and do the
same on the opposite side.

Tell the students to imagine that they are smelling a beautiful
flower. Students breathe in through their nose and out their
mouth, releasing any tension. Ask them to imagine stopping
and smelling the roses, daffodils, daisies or any other flower
they like. This is a simple way to connect the students to their
breathing and how it helps them to feel.

Students inhale through their nose, pause, exhale out their
nose, pause. Breathe in to a count of 3 or 4, pause for a count of
1 or 2, breathe out for a count of 3 or 4, pause for a count of 1 or
2. Repeat a few times. This will help ground and settle kids.
Imagine a bear hibernating, with long controlled breaths.

Tell the students that their breath is an elevator taking a ride through their
body, like a tall building. Students breathe in through their nose and start
the elevator ride to the top floor. Breathe out and feel your breath go all the
way to the basement, down to your toes. Breathe in and take your elevator
breath up to your belly. Hold it. Now, breathe out all your air. This time,
breathe in and take your elevator breath up to your chest. Hold it. Now
breathe out all your air. Now breathe in and take your elevator breath up to
the top floor, up through your throat and into your face and forehead. Feel
your head fill with breath. Hold it. Now breathe out and feel your elevator
breath take all your troubles and worries down through your chest, your
belly, your legs, and out through the elevator doors in your feet. Repeat this
for best results.

Get students to start with deep breaths in
through their nose. As they exhale, encourage
them to make a humming or buzzing sound. A
deeper breath allows the students to hum for a
longer period of time. Challenge the students to
see how long they can hum to encourage deeper
breaths.

Get the students to start by crouching down on the ground. Tell them that
they are a rocket, and every breath they take is a takeoff. As they take a long,
slow breath inhaling through their nose, they slowly move into a rocket
position with their hands forming the tip of the rocket above their heads,
standing as tall as possible. Then once they have finished inhaling through
their nose, they hold the tall rocket for two seconds before quickly exhaling
through their mouth and falling back into the crouch position. This is like a
rocket taking off. Repeat the takeoff for two minutes.

Resources:
Coins that were all made in different years
Description:
This game is played with students sitting in a circle.
The teacher passes the coins out so that every
student gets a coin each. The idea is to look at the
date and try to think of a story that happened to them
in the year that is on the coin. For example, if the date
on the coin is 2004, the student has to try to think of
something that they did or that happened to them that
year. It will be important to make sure that the dates
are relevant to the students. Or you can do this as a
research game. Give students coins that were made
before they were born. They then have ten minutes to
research something exciting that happened in the year
on their coin. Even though this is not a personal
experience, you are teaching the students tips on how
to research and find information. Then the students
report their findings back to the class.

Description:
Students move around the room singing “Mingle, Mingle,
Mingle” in a nice tone until the teacher claps his or her
hands three times. The teacher will then give an
instruction like “favourite colour”. Students then need
to get into groups with other students who have the
same favourite colour as them. Then the teacher will
ask each group which colour they are before the game
starts again. The teacher can use any categories. Some
good ones are what you ate for breakfast, your
favourite class subject, the football side you barrack
for and so on. This game is great for students to find
out more about each other and students they might be
able to become friends with as they have certain things
in common.

Description:
Students are to get into pairs (or threes). The idea of
this activity is to trick the rest of the group with facts
about you both.
In their pairs, students need to work out two truths
and one lie about either of them to present to the rest
of the group.
The rest of the group are given the three ‘facts’ (one of
which is a lie), and need to try to work out which one of
them is a lie.
Example
1. I can play the piano.
2. I have a 21-year-old pet cat.
3. I’m the youngest in the family. Two statements need
to be true and one a lie.

Description:
Class sits in a circle
with their feet in the
middle. One person in
the class will start.
They must say to the
group their name,
something they like and
an adjective that all
start with the same
letter. The next person
will then have to repeat
what has just been said
and say theirs as well.
If there are too many
people in the group you
can make it that you
only have to say four at
a time.

Description:
This activity is
completed without any
verbal communication.
The group leader will
set the group a number
of challenges to
complete; for example,
line up from lightest
hair colour to darkest,
lightest eye colour to
darkest, surnames
starting from A to Z,
birthdays from January
to December or
tallest to smallest.
You can use any of
these or make some of
your own up. The
challenging task is for
the group to do this
without talking. They
can use sign language
or fingers to try and
count or show a letter
or number, but they are
not allowed to talk.

Pick two students to be the Mummies,
who are the taggers. The two Mummies
then run around and try and tag the
rest of the students who are called
Egyptians. If an Egyptian is close to
getting tagged, they can adopt an
Egyptian pose with their arms to the
side and one leg off the ground. While
they are balancing in this position they
cannot be tagged. They remain safe as
long as they can balance in the
Egyptian pose. If the pose is easy, and
your class can balance like this for
long periods, make it harder. After
two minutes, rotate the Mummies so
other students can have a go.

Novelty tag is a game you can
play any time of the year by
interchanging the cast of
characters each season. Place
the students in a square
formation. Give each line a
holiday name (Roast Chicken,
Xmas Presents, Easter Eggs,
Plum Pudding, etc.) The teacher
calls one group to tag in the
centre while the others are
called one name at a time to run
to the other side of the playing
area. If tagged the students
return to the start line, and if
they make it to the other end they
stay on the other contact line.
Call a new group each time until
all students have had a turn.

Split the students into two even teams. Each team starts in their own half of the
playing area. The students’ aim is to cross their opposition’s end line which is a
safe zone, where they cannot be tagged. The students then try to pick up one of
the small objects and run it back to their own end line without being tagged by an
opponent. If they are tagged they stand on the spot like a scarecrow until a
teammate crawls through their legs to free them. The team who steals all the
objects from the other team first wins.

All students in memory tag are
taggers. If a student is tagged they
must bob down on the spot they
were tagged. They have to remember
who tagged them. When another
student tags the student who
tagged them they are free to join
the game again. If two students tag
each other at the same time, use
paper, scissors, rock to see who
has to bob down.

Half of the students start inside the
playing square, while the other half
are lined up on the side of the square
ready for their turn. The teacher
lets one student in at a time. That
student has 10 seconds to tag
someone. If this student does tag
someone, the tagged student leaves
the game and runs around the court,
lining up at the end of the line. If 10
seconds go by and no one is caught,
the tagger exits and does the same.
Lines turn over rapidly. Tasks can be
set up along the way for students in
the line waiting, such as jump rope,
push-ups, sit-ups, jumping jacks and
so on.

Equipment: Four cones to make a 10m x 10m
square and colour bands for taggers
Description: The teacher picks two or three
students to be taggers. The rest of the
students speed walk while taggers chase and
try to tag as many students as possible. When
tagged, students stretch arms and form a
bridge on the ground with hands and feet. Two
tagged students can also work together to
form a standing bridge. Bridges rejoin the game
after any student crawls or runs under the
bridge. Challenge students to free as many
bridges as they can. Stop the game every few
minutes to change taggers, and to ask students
how many “bridges” they went under. Challenge
students to try to break personal records so
the focus of the game is helping others.

Equipment: 10 cones and four signs
Description: This is a fun warm-up
game the class plays together. The
teacher picks four objects that are
placed in each corner of the sports
hall. The four objects are, ‘Don't like
it’, ‘I love it’, ‘It’s okay’, ‘Never tried it’.
Pick a student to be ‘it’ and they stand in
the middle and the other students stand
on any base they want. The ‘it’ student
calls out the name of a food. Students
then have to run to the base that best
describes how they feel about that
food. The ‘it’ students tries to tag a
student before they reach their choice in
the chosen corner. If a student is
tagged they swap positions with the ‘it’
student and the game starts again.
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Equipment: Four cones to make a 10m x 10m
square and two colour bands
Equipment: Colour bands for taggers and
Description: This is a very fun and loud
cones to mark playing area
game. If your students have plenty of
Description: The game starts with the
energy this is a great game for them. You
teacher picking two students to be taggers.
will need to set it up away from classes, as
Both taggers will be given a colour band
it can be very loud. Two students are given a each. When the game starts, if one of the two
colour band each; they then become the
taggers tag another student, that student
taggers. Try and change the taggers every
must begin to ‘melt down like a candle in a
minute to give everyone a go. The taggers
microwave’ by lowering themselves to the
run around and try and tag students who are ground slowly. If another student touches
not having a tantrum. If a student is having a
the student melting before they reach the
tantrum (yelling and screaming very loud,
ground they are free to run around again. If
which they can only do for three seconds at
they melt all the way to the ground then
a time) they cannot be tagged. If a student
they become another tagger and put on a
is tagged when they are not in a tantrum they colour band. Play continues until only one
become a tagger as well. This game is
student is left, who is the winner. The
extremely fun, and a great way for the
‘melting down in a microwave’ should last
students to release some energy.
about five seconds. If you are playing with
younger students you can make the meltingdown time longer so they have more time.

Equipment: Cones to mark out a 10m x 10m playing area
Description: The game starts with all the students lining up in a start line. The teacher
then picks three students to come out the front. The teacher picks the three students to be a
tagger, a normal player and a doctor. The teacher is the only one who knows which student
is playing each role. The teacher then whispers to one student that they are ‘it’, to the
second student that they are ‘a normal player’, and to the third, they are ‘the doctor’. The
doctor is the only student who can free students that have been tagged by the ‘it’ student.
Once the three students have been picked, and they understand what their role is, the teacher
then starts the game. After a minute the teacher stops the game and asks the class to
identify the ‘it’ student and ‘the doctor’. Then start the game all over, by picking three new
students to play the three roles. Secrecy tag can be played by students of all ages.

Equipment: None
Description: Sit on the floor in
pairs facing each other. Each
pair is to hold hands and try
and stand up without using
anything to assist them getting
up other than their partner. If
successful they make groups
of four then half the class
then progress to a full class,
to see if they can still
complete the original activity.

Equipment: None
Description: Split the class into four even
teams. The teams will then work together,
using their arms, legs and bodies to form
letters that the teacher instructs. They
can perform the letters laying down or
standing up. This activity is great for
students working.

Equipment: Three crates, one plank, four hoops and blindfolds
Description: You are stuck on a desert island. There are three other islands in
sight. The waters between all of them are shark infested. One island has
people who are mute. One has people who are blind. One has people who are
deaf. One has people who have passed out. The people who have passed out have
been poisoned. The people who are mute have the antidote. All groups have to
work together to get across the shark-infested waters to save the poisoned
people. They only have three crates and one plank to get across. They may not
stand in the water. The group who are blind have the crates and the plank.
Organisation for the activity: Each group has to stand in or around their hoop;
the islands have to be about five metres apart and set out in a square; the group
who are blind will be blindfolded; the group who are deaf will block their
ears; the mute group will not be allowed to say anything.

Equipment: Blindfolds
Description: Ask the group to make a line facing
you. The line is in alphabetical order of your first
name in reverse. For example, Hollie would be
Eilloh. Make sure that if you end with the same
last letter move on to the second last letter
and so on. Fold line in half and this person
becomes your partner. Get everyone to shake
hands with their partner. Each pair will then be
given a set of matching words and they must each
pick one of the words and then line will move over
to the other side of the gym to place on a
blindfold. The aim is to find your partner again
using only the word that you have chosen. For
example, one person would be peanut and their
partner would be butter. Before everyone puts
on their blindfolds introduce the concept of
bumpers (having arms up, and palms facing
outwards) to protect yourself from running into
other people or objects. When everyone has their
blindfolds on and they are ready they must turn
around three times and then try and find their
partner.

Equipment: Blindfolds
Description: This activity
works best inside. Students
are asked to line up shoulder
to shoulder; hand out one
blindfold each. All students
are blindfolded, and not
allowed to talk. The task is
to get everyone lined up in
order of shoe size (they are
not allowed to see or talk).
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Equipment: A deck of cards and 15 markers
per student
Description: You’re Out is a two-player
game that requires a deck of cards with all
picture cards removed. Twenty cards are
dealt to each student face down. Both
students turn over their top card and find
the difference between the two numbers. The
student with the lower number pays the
difference in markers to the other student.
The game ends when all cards have been
played or when one student has all the
markers. Play continues until one student is
out of markers and the winner announces,
“You’re out.”

Equipment: A deck of cards
Description: Use a standard deck of cards
with tens and picture cards removed. Aces are
worth one. Deal five cards to each student,
take out one card and set it aside without
looking at it. If a student has any two cards
that add to 10 (eg: 3 + 7), the student lays the
pair on the table face up. Once all students
have laid down all their ‘10’ pairs, the first
student asks any other student for a card that
would complete a ‘10’ pair in their hand. If the
other student has the requested card, they
must hand it over. The first student may
continue asking for cards from the same
student or anyone else. If the student doesn’t
have the requested card, they say, “Go fish.”
This student then takes the top card from the
stack of undealt cards. If a student runs out
of cards, they pick up a new one at the
beginning of a new turn and continue playing.
When all the cards are paired, there will be one
card without a pair (the one removed from the
deck at the beginning of the game). The student
with this card is the winner.

Equipment: Deck of cards with picture cards removed
Description: Magic Twenty-Five is played by two or more students
at a time. Each group will need a deck of cards, ace to nine, with the
aces being worth one. To start the game, deal out all the cards –
an equal number to each student. The cards are left face down in a
pile in front of each student. The first student turns over a card
and places it face up in the centre of the play area. The next student
turns over a card, adds it to the card already played, says the sum
out loud and places the card on top of the previously played card.
The next student turns over a card and adds the card to the sum of
the first two cards. Play continues in this way until one student has
a card that, when added, will give a sum greater than 25. When that
happens, the student must subtract rather than add. Play continues
until someone gets a sum of exactly 25. The student who gets a sum
of exactly 25 wins that round and goes first in the next round.

Equipment: Deck of
cards
Description: Students
play this game in pairs
and try to make a ten by
turning over
combinations of cards
that total ten. Remove
all picture cards, but
keep aces. Aces are
worth one. Shuffle the
cards and place four
rows of five cards face
down between two
students. Taking turns,
Equipment: Deck of cards per group
students turn over two
Description: Students play this game in groups of threes or fours.
cards. If the sum is ten,
The teacher or the students can determine whether it’s going to involve
the student takes the
addition or multiplication. Each group of three needs a deck of cards cards and plays again. If
with 10s, Js, Qs and Ks removed. One student is the judge; students are the sum is less than ten,
to rotate the judge duty after each game. For an addition game, the
the student takes a third
judge gives each student a card that is face down. When the judge says
card. If the sum is
“Salute!” each student, without looking at their card, places it to their
greater than ten, the
forehead so the judge and the other player can see it. The judge then
cards are replaced face
announces the sum of the two numbers on the cards. The first student
down and that student’s
to correctly announce their own number wins the two cards. The game
turn is over. The game is
winner is the one with the most cards at the end. An example of this is,
over when no more tens
if student A sees that student B has a 7 and the judge announces the
can be made. The student
sum as 13, student A knows that their card is a 6 and says so.
with the most tens wins.

The class is arranged in a circle. Each person stands with their right
hand out facing up and their left index finger out facing down on the
person’s right open hand next to them. On the call “Gotcha”, you must
lift your left finger off the hand of the person next to you before it
gets grabbed while trying to grab the finger that is in your right hand.

The class is arranged in a circle with everyone holding hands. One
person in the circle will be the start and the end point for this
activity. Now you have to time the group to see how fast they can
squeeze each other’s hands going round in a circle getting back to
the start point. Stop the timer when it gets back to the start point.
Then discuss with the group how they may decrease time in this activity.

Class stands in a circle facing inwards. In this game there are three
different animals –rabbit, elephant and cow. A person will stand in
the middle of the circle and point to someone and call out an
animal. The person who has been picked will then become the middle
of the animal trying to be created, while the people either side will
complete the animal whole. This must be done before the person in
the middle counts to ten. If the task is unsuccessful the person
who has been picked then goes into the middle.

The class starts this activity by sitting in a circle with their feet
facing in. A person is chosen for the middle and holds the soft
stick or bat. The person in the middle must call out someone’s
name and the person that has been called out must say another
person’s name before they get whacked on the feet with the soft
bat. If they get hit on the feet before they call out a name, then
they go into the middle.

Class sits in a circle with their shoes off and their feet in
the middle. The class leader will then give one person a
basket that they must hold with their feet only. The aim is
to get the basket all the way around the circle without it
touching the ground, only using your feet to support the
basket.

Silent Count can be played
anywhere. The aim of the
game is to count to 20 or
however many students you
have in the class. The only
rules are: each student can
only say one number once.
If two students say the
same number at the same
time then you start again,
or, if numbers are repeated,
you start again. Students
are not allowed to point or
prompt other students if
they haven’t had a go. This
game is to be played in
silence and can be fun and
also quite challenging.

This game is aimed at
improving the times tables
the class is focusing on.
For example, we are
learning our 7s. The teacher
will start by saying one,
then the next student will
say two and so on around
the circle, until you get to
the multiples of 7, then you
need to say “buzz” instead
of the number. If a student
gets the wrong answer, you
can work through it
together and continue, or
they can be eliminated and
sit down. Once the class
has mastered the multiples
of 7, you can also add any
number with 7 buzz as well,
such as 7, 27, and 37. This
will increase the students’
concentration and is a
great way of learning times
tables.

Pick one student to whisper a 2digit number to the teacher. The
students have to sit quietly and
raise their hand to be called on
to ask questions about the
number. They can only be yes/no
questions. “Is it even?” “Is it
higher than 60?” “Is the number
found when you count by 4′s?”…
etc. The winner is the student who
guesses the correct number. They
choose the next number.

The teacher will pick two students to battle.
If the class has been learning their 4 times
tables, the teacher will use these as their
questions. For example, 4X3=12. The first
student to correctly answer this is the winner
and sinks the other student’s ship, which means
they need to sit down. The teacher will
randomly pick two more students to battle,
this continues until you have one winner. It’s a
good idea to try and pair students of similar
ability for the first few questions. You can
also make it so you play in teams; no one is
eliminated, they just score a point for their
team if they get the battle right. A good game
to see who has been practicing their times
tables at home.

Students start this game
standing in a circle. Each
student can say three
numbers when it is their turn.
For example, the first
student may say 1, 2, 3; the
second student might only
say 4, 5. Students can say
one, two or three numbers
when it is their turn. The
student who says number 21
is out and they sit down. The
next student starts counting
at 1 again. The game continues
until there is only one
student still standing.

@DaleSidebottom

Equipment: 1 dice, paper and pen
Description: Number each corner of
the room 1 to 4. Pick one student to
be the Master. The Master closes
their eyes and counts aloud from ten
to zero. Meanwhile, each student
tiptoes silently to any one of the
four corners of the room. Everyone
must be in a corner by the time the
Master says “zero” and then calls
out a number of a corner. Students in
that corner are out and must return
to their seats. The other students
continue in the game. The game
finishes when you have one winner and
they become the Master for the next
game.

Equipment: 1 dice and scoring sheet per
pair
Description: Students play ‘Pig’ in pairs.
The first student rolls the dice as many
times as they like, adding up the total as
they go. If the student throws a 1; all
their score for that round is lost. The
student rolling may stop at any time and
put their score in the bank the banked
score cannot be lost. When a score has
been banked the dice is passed to the other
student who has their turn. The winner is
the first student to reach 50 or more. If
you want to challenge the student’s
increase the total bank score to 100.

Equipment: 2 dice (up to 7 dice for
older players)
Paper and pencil
Description: This game can be played in
pairs, threes or fours. Students take it
in turns to roll the dice and put them in
order to make the highest number
possible. For example, if a student
rolls a 4 and 6, their best answer would
be 64. Students using 3 dice, a roll of 3,
5 and 2 should give them 532, and so on.
Students need to write down their
answer, pass the dice and challenge the
next student to “Beat That”. Play in
rounds and assign a winner to each
round. For a change try making the
smallest number possible! This is a
great game for reinforcing the concept
of place value. If you are playing with
younger students explain your
reasoning aloud and encourage them to
do the same.

Equipment: Pen, paper and dice
Description: This game can be played in
pairs, threes or fours. Each student
begins with 100 points. Students take it in
turns to roll a dice and subtract the
number from their 100 points. The first
player to reach zero is the winner. To
make the game more challenging change
the number of points the students begin
with. The students may roll two regular
dice and either add or multiply the
numbers together before subtracting
from the total.

Equipment: Pen, paper and two dice
Description: This game is played in pairs. Each student
writes the numbers 2, 3, 4, 5, 6, 7, 8, 9, 10, 11, and 12 on a
piece of paper. Students take turns to roll two regular
dice, add both numbers rolled together and cross out
the total on their piece of paper. The first player to
cross out all the numbers is the winner.

This activity is completed without any verbal
communication. The group leader will set the group a
number of challenges to complete. For example, line up
from lightest hair colour to darkest, lightest eye colour
to darkest, surnames starting from A to Z, birthdays
from January to December or tallest to smallest. You
can use any of these or make up some of your own. The
challenging task is for the group to do this without
talking. They can use sign language or fingers to try
and count or show a letter or number, but they are not
allowed to talk.

Students are to sit down in a circle inside or outside.
Pass around a roll of toilet paper. One at a time the
students are to tear off the amount of toilet paper
they would normally use. Next go around the group and
each person is required to say one thing about himself
or herself, for each square of toilet paper they ripped
off. Make sure you don’t tell them this until everyone
has taken their quantity of toilet paper.

The class starts by standing in a
circle. This game can be played inside or
outside. The group leader will start by
saying what animal they would be and
why. For example, “Hi, I am Dale and I
would be a dog because they get to
sleep all day and run around after
cats.” Then members of the group get to
ask the person questions about the
animal. For example, what colour would
your fur be? What breed would you be?
Then once the person has answered two
questions you move on to the next
person.

The class stands in a large circle with one person as
‘it’, in the middle of the circle. Their job is to try to
make one student laugh, but the only thing they can
say is, “I love you, honey, give me a smile”. Then the
person they say that to has to say, “I love you, honey,
I just can’t smile”. If the person cracks a smile or
starts laughing they swap with the person in the
middle. You are not allowed to touch each other, or say
anything else besides the two lines. You have to find a
way to say it to get them to laugh.

To begin the game, all students shut their eyes.
The teacher divides the students into two sub
groups; a tap on the right shoulder makes them a
duck and a tap on the left shoulder makes them a
cow. Eyes are then opened and on the ‘Go’ sign both
groups try to find each other by quacking and
mooing. This is a fun, silly physical icebreaker. You
can change the animals to anything to suit your
students.

This game can be played inside or outside. Students
lay on their stomachs in a circle with their heads
facing inwards. Make sure there is a body width
between each student before you start. The
teacher stands in the middle and yells one
student’s name. This student gets up and jumps
clockwise over every student successively until
they get back to their starting place where they lie
back down. This game is like a Mexican wave, so once
the lead student jumps over the first student they
get up and follow the lead student and so on,
until each student has followed the previous
student back to their original place. When the last
student lies down, the ‘turn’ stops. To challenge
the students the teacher can time students to see
how long it takes for everyone to have a go and
get back to their starting position. This is a fun,
challenging game the class can play together to
try and beat the clock.

Pair students up and have them sit down facing each
other, legs straight and feet just touching. This
line will form a ‘ladder’. Number the pairs in order
and when their number is called, the two students
must jump up, run over the legs of the other pairs
in one direction, then run outside the ladder to the
opposite end and then continue to run over the
legs of the other pairs until they get back to their
starting position. The first student back in the pair
is awarded one point for their team. At the end of
the game, the teams with the most points are the
winners.

This is a game discovered in Kenya
when visiting the Masai Warriors. The
class needs to find a space on their
own. This is best played outside. The
aim of the game is to jump as high as
you can on the spot for as long as
you can. The winner or winners are
the people who can do this for the
longest. This shows strength and
courage for the Masai Warriors.

This game is great for teaching your
students long jump or just to
practice jumping in a competitive
situation. The teacher sets the
three rulers up in a straight line
30cm apart. The students take one
step between each ruler, trying a
large jump on the last one. The
student at the end of the line is the
‘fly’; they move the last ruler to
where they landed. This increases
the size of the jump for the next
go. This continues until only one
student is left at the end. The
rulers get further and further
apart, meaning the run-ups and
jumps of the students increase.
Students are out if they touch a
ruler with their foot, or if they
take two steps between each ruler.

Start the game with the class lining up in a straight line on one side
of the line of cones. If you are playing the game inside and have lines
on the ground you can use one of these instead. The game is simple;
the class all starts on one side of the cones, which is called ‘out of
the water’. On the other side of the cones is called ‘in the water’. The
teacher then starts by saying one or the other. If the teacher says
“In the water”, the class jumps over the cones. If the teacher says
“Out of the water”, the class jumps back out of the water. The game
gets tricky when the teacher starts saying both instructions quite
fast. Students are eliminated and become judges if they do the wrong
movement, or if they are too slow to react to the instruction from
the teacher. The last student left is the winner. This is a great game
for students of all ages; it is a fun, fast-paced warm-up activity.

@DaleSidebottom
Equipment: Three soft indoor balls
Setting: Basketball court or indoor playing gym/hall
Description: This game can be played for hours. It is
everybody on to everybody. Like dodge ball but no teams and
there are no lines or places players can’t go on the court.
The aim of the game is to throw one of the soft balls and hit
other players on the full below the shoulders. If another
player hits a player on the full, they are out. They go and sit
on the side and wait for the person who got them out to go
out. Once the person who got them out is out they are
allowed back into the game. The way a player wins is by
getting the entire class out by themselves (this is extremely
rare).
Variations: If the game has been going for a long time and
you still don’t have a winner, you can make it when you go out,
you are not allowed back in. That way you will have a clear
winner. You can also say to players they can play as little
teams and work together to try and win; the catch with this is
that they will eventually have to try and get their teammates
out to win the game.

Equipment: 30 cones and four soft footballs
Setting: Set boundaries based on class size but begin with
basketball court, then as variations reduce court size so that
students’ cones are closer to each other and there is more
action.
Description: All students but five get cones (place them
upside down in the playing area) that they can place anywhere in
the playing area (begin with basketball court – although it
depends on the class size). Throw four soft footballs into
play (again, based on class size) and students are to use the
balls to knock over other students’ cones (soccer rules – no
hands). If a student’s cone gets knocked over, they are to
pick it up and take it to one of the five players sitting on the
side (players sitting off can watch for whose cone gets hit –
generally hard to watch). Make sure that players on the side
stay in line, so that players going out don’t cut in line before
players that are in line before them.
Variations: Introduce more balls so that students have to be
aware of more activity around them and more students are
involved in the game at once. Reduce size of playing area so
that students’ cones are closer together and students need
to be more aware of movement around their cone.

Equipment: Six foam balls (soft indoor
balls)
Setting: Basketball court or indoors playing
area
Description: Split the class into two even
teams. Teams are designated halves of the
playing area and six balls are placed along the
line separating the two playing areas. On the
command of “Go” each team aims to hit as many
opposition players below the shoulders on the
full as possible. When a student is hit, they
must sit down. One person on each side is a
secret Jedi Knight and they have the power to
touch their teammates who are sitting down.
Once the Jedi has touched them, they can rejoin
the game. Teams have to figure out who the Jedi
is on each team, as when a ball hits the Jedi,
nobody else can be saved. The first team to
have the other team all sitting down wins and
they get an extra point if they can correctly
identify the other team’s Jedi.
Variations: You can introduce two Jedi Knights
to each team to make the game last longer. Or
you can add a super ball (different colour to
the other five) that if caught by the other team,
everyone sitting down is allowed back in the
game.

Equipment: One soft ball (Nerf ball)
Setting: It depends on what size class you have. A netball third or
half a basketball court should be ample.
Description: All the students stand in a large circle. Two
students move to the centre of the circle (one is the president while
the other is the bodyguard). The group in the circle is given a soft
ball which they have to throw around the circle and at the president.
The bodyguard has to do all he can to stop the president getting hit
by the ball (this may involve, jumping, squatting or diving). When the
ball makes contact with the president the person who threw the ball
becomes the bodyguard. The bodyguard becomes the president and
the president goes back into the circle. As soon as the president is
hit the new president becomes live and is able to be struck from this
moment. This increases excitement. The new bodyguard has to be
speedy at getting into the circle.
Variations: Have more than one president. Change the group sizing.
Allow students in circle to move in a designated area. Introduce
more than one ball.

Equipment: Two little flags, two sets
of colour bands and 60 cones to mark
the playing area.
Setting: Outdoors on an oval or large
playing area.
Description: Players are split into two
teams. The oval is split into two halves,
with a line of cones separating both
teams. In each half there is a jail (2m x
2m) and an end zone (4m x 4m), which has
the flag in it. Each team is safe on their
side and cannot be tagged. You can only
be tagged when you run into the other
team’s half to try and steal the flag. If
the other team tags a student in their side
the student is put in jail, and can only be
freed by a team member who runs over
and tags them in the jail. These players
then get a free walk back to their safe
side and are back in the game.
To win the game a team member needs to
run into the other team’s half and down to
the end zone where the flag is. They need
to grab the flag and try and run it back
over their side without being tagged. If
they are tagged with the flag, they go to
jail and the flag is placed back in the end
zone. This is a great game for teamwork
and working out strategies together.
Variations: Allow students to throw the
flag or pass it to team members when
they are trying to get it to their side. Add
extra flags in the end zone. If a student
is put in jail they are there until a team
steals the flag; they cannot be freed by a
team member.
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Equipment: Six foam balls (soft indoor balls)
Description: Split the class into two even teams. Teams are designated halves of the playing area and six balls
are placed along the line separating the two playing areas. On the command of ‘Go’ each teams aim to hit as many
opposition players below the shoulders on the full as possible so they become out. A king and queen (boy and
girl) from each team is placed at the far end of the out-of-bounds area of the opposite team. As a person goes
out by being hit by the opposition’s ball, they join their king and queen and try and get their opposition out by
throwing balls from that direction. They can get back into the game if a teammate throws the ball from their
playing side to the end zone and one of the out players catches the ball. They then run around the outside and
join their team back in their playing half.
Variations: Players don’t have to stand next to king and queen after a ball hits them, they can stand along sides
as well. If a person catches a thrown ball the thrower of the ball is out and a team member of the catcher is
back in the game. If you want to have a winner and loser make it so when players are out they have to stay down
the end zone with the king and queen. Can use a different colour ball as a super ball, and if someone catches this
ball the entire team gets to come back into the game.

Equipment: 30 beanbags Five hoops
Description: Divide the class up into four different teams and line up in a single line behind the hoop. Within the
teams each player must partner up with somebody else. There is a centre hoop with 20-30 beanbags in it. When the
teacher blows the whistle the first two students go and collect only one bean bag each, place it in their hoop
and then go to the back of the line. Once the bean bag has been placed in the hoop the second lot of pairs then run
to either the centre of the hoop or another group’s hoop and collect another bean bag to be placed in their hoop.
This continues until the teacher blows their whistle to stop the game. Students count up the amount of beanbags
they have and the team with the highest number wins. When students are waiting they are not allowed to protect
their hoop, they must stay behind the hoop in a single line at all times but they are allowed to talk to their team
members indicating what team has the highest and that beanbags should be stolen from them.
Variations: Allow more than one student to steal beanbags at the same time. Allow students to defend the hoop.
Have beanbags worth five points rather than just one. Increase the size of the playing area. Make it that the
team to get seven beanbags in their hoop first wins to encourage discussion within group.

Equipment: Cones equal to the number of students
Description: Split students into two even teams. Each student is given a cone and they must place it in their
area (the end goal thirds) in either a dish (narrow end on the ground) or a dome (wide part of the cone on the
ground). The aim of the game is to turn as many of the opposition’s cones to your own designated cone position (a
dish or dome) and to keep your cones in the correct position (a dish or dome). Cones cannot be protected. Students
cannot stay in one area; for example, if they change a cone in their area the next cone they change must be in the
other team’s area (alternating areas each time a cone is flipped). To determine a winner the number of dishes and
domes are counted.
Variations: Add balls to create a dodge ball type game. You can have selected people to guard the cones with
the ability to tag players from the other team.

Equipment: Four cones, colour bands and one soft indoor ball.
Description: Split the class into two teams, with one team pairing up to become the dodgers and runners. The
second team spread out in the four cone playing area (half the size of a basketball court). The team that has
paired up line up in one corner of the playing area next to their partner. Each pair nominates a dodger and a runner,
before the dodger throws the ball into the playing area. At the same time as the dodger throws the ball, the
runner takes off running around the outside of the playing area, attempting to make it the whole way around back to
the starting point. While the runner is moving the dodger moves into the playing area and attempts to avoid being
tagged with the ball by a player on the fielding team. Each runner who makes it all the way around back to home
gets one point. If the fielding team tags the dodger and the runner is not home they do not score a point. The
fielding side can move around the playing area when they don’t have the ball, but when they do have the ball they
can only pivot. They need to work together to try and tag the dodger as quickly as possible.
Variations: Add extra balls to make it harder for the dodgers. Make the field size longer so it makes it harder for
the runner to score a point.

Equipment: One large basketball or exercise ball 40 tennis balls
Description: Split the class into two even teams. One team lines
up on one side of the inside court, the other team opposite them. The
large ball is placed in the middle of the court. Each student is given
a tennis ball each. The aim of the game is to throw the tennis balls
at the large ball and try and move it to the other team’s side.
Students are not allowed to touch the large ball; they can only
move it with the tennis balls. The winning team will be the team who
can move the large ball to the other team’s side first.
Variations: You can introduce more than one large ball, or you can
put in different-shaped balls and award more points for the
smaller ones if they are knocked over the opposition team’s line.

Using the cards you can choose how many groups you want
and how many students in each group. For example, if you
want six groups with four students per group, shuffle the
numbers 2, 3,4,5,6 and 7 from the deck then hand them out
to the class. When you want larger groups, for example,
four groups with six students in each, then go through the
suits of the deck and keep six cards from club, spades,
diamonds and hearts. The card suits will then be your
groups. A deck of cards can work perfectly for most
situations.

Using alphabetical order ask the students to stand in a
line up the front of the class. Using their first names they
have to arrange themselves from A-Z in the line. Once they
are in the line you can pick even groups. If you have 28
students and want groups of 7, then count the first seven
in the line and that will be group one. Repeat this down the
line. You can also get students to line up in alphabetical
order of their surname, their date of birth, from JanuaryDecember, or their favourite sports teams in alphabetical
order. As an extra challenge you can ask the class to
organise themselves into these lines in silence.

If you want six groups, go around
the room and give each student a
number between one and six. Then ask
all the ones to stand in one corner,
all the twos to stand in another area
and so on. If you have a class of 25,
make five even groups of five by
numbering off. This option is very
handy when you have little preparation
time as you can do it on the spot.

Cut up colour cards, sporting
teams’ names, countries’ names,
anything you think the class would
like. If you want four even groups,
cut out four different colours; for
example, red, blue, yellow and
green. These work great at the
start of a term when you are
organising table groups or duty
groups. You can also use seasons,
such as winter, spring, summer and
autumn. Find out what your class
likes best then use this to motivate
them in the classroom.

In your class if you want to organise
pairs, design pairs of animals; for
example, cats, dogs, bears, snakes,
lions, horses, mice, birds, sharks and
so on. Hand out the paired animals to
the class members. Once they have the
cards they are not allowed to talk.
They must make the noise of their
animal and find their partner by doing
this. This is a great way to form
partners and also a fun icebreaker
activity that the class will enjoy.
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Equipment: 40 cones to mark out the playing area
Description: Start the game by splitting the students into two even teams. Split the playing area into three
sections, two safety zones, one on each team’s side, and designate a middle area where both teams are able
to go. The game starts with each team getting in a huddle to pick what they want to be as a team – a Giant, a
Wizard or an Elf. These are the actions that the teams must make when they choose one of the three
characters. Giants put their hands up over their heads, Wizards put their hands out straight in front of them
wiggling their fingers like they are waving a wand and Elves make pointy ears on their head with their index
fingers. Once the teams have decided their character for the round, they move to the designated centre area,
face to face with the other team. The teacher then counts to three; on three each team shows the character
that they have chosen. The result is exactly like paper, scissors, rock. Giants beat Elves, Elves beat Wizards
and Wizards beat Giants, so the team that beats the winning team chases the other and tries to tag as many
students on the other team as possible before they reach the safety zone on their side of the playing area.
Students from the team that get tagged become a part of the other team. The game continues until all players
are on one side, which means everyone wins. This is a great game for all ages.

Equipment: Cones to mark 10m x 10m playing square
Description: Start the game by getting the class to line up
at one end of the playing area. The teacher picks one student
to be ‘it’; they are called the ‘Man From Mars’. This student
stands in the middle of the play area and starts as the Man
from Mars. The students yell out “Man from Mars, Man from
Mars, will you take us to the stars?” The student in the
middle who is ‘it’ chooses a specific detail such as “Only if
you have blonde hair.” Then the students with blonde hair get
to run to the other end of the playing area. Then the Man
from Mars yells “Go”, and the rest of the students run and
try to avoid the Man from Mars from tagging them. Those
caught help the Man from Mars and catch students in the next
round. The winner is the last student left at the end.

Equipment: None
Description: Pair students up who are similar height and
weight. The aim of this game is to knock your partner off
balance. In pairs students face each other in a squat
position holding their ankles. This is the Rooster position.
Each Rooster is trying to make their partner lose balance
by bumping. Once one of the Roosters breaks their wings by
letting go of their ankles, the game is over. The first to
three wins, then swap partners and play again.

Equipment: None
Description: This game can be played inside
or outside. Students move around and
challenge each other to a game of paper,
scissors, rock. The winning student
continues to play the game; the losing
student has to put their hands on the
winner’s shoulders and follow them around
like a train carriage. The aim of the game is
to be the last student left with all the other
students behind you like carriages. The
winner is then called Alex the Kid.

Equipment: None
Description: The class moves around on
your orders. For example, you might get them
to skip, or hop like a kangaroo or run around
with high knees – anything you like. Then you
need to yell out, “The sharks are coming”, and
the students all need to yell together, “How
many?” Then give them a number, such as three,
and they need to get into groups of three, or
if you yell four, they need to get into groups
of four. If students form groups smaller or
larger than the number you say, they are out
of the game and become judges on the side.
The winner or winners are the last few
students left.
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The class needs to pair up. In
their pairs they must grab their
partner’s right hand and point
their index finger out at their
partner. The student’s left arm
is extended behind them. On the
count of three the students are
to try and poke their partner
with their index finger in the
stomach. Play the first to three
points, and then swap partners.

Students start in pairs and must stand
facing their partner, holding hands and
standing on one leg. On the count of
three, one student will attempt to
pull and push their partner off
balance. When a student in the pair
places their other foot on the ground
they lose. Play the first to three
points, and then swap partners.

This game is best played outside in an
open space. In pairs, students crouch
down till they’re squatting, facing
their partner, with their hands out and
palms facing forward. When “Go” is
called, students must bump over their
partner, just using their hands as
bumpers. Student to stay squatting
wins. Try and match students with
similar strengths. Once the pairs have
had three games between them, let them
choose another partner and battle
again. Set a challenge for the class
that if anyone is undefeated, they get to
challenge the teacher.

Students start by forming
pairs. Each pair will start
facing away from each other.
On the count of three, turn
around and try and stand on
the opponent’s toes. The
student who steps on toes
first, wins. Once students play
three games against their
opponent, mix the pairs up. This
way the students will get the
chance to challenge other
members in the class.

Split the class up into pairs and
get pairs to face each other. When
the game starts each student
attempts to touch one of the knees
of their partner without being
touched on the knee themselves.
Play for thirty seconds then
change partners and play again.
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Students stand against a wall with
their feet shoulder-width apart.
Students should then gently press
their lower back against the wall. The
students need to place their elbows,
forearms and wrists against the wall,
palms facing forward. Next, students
should raise and lower their arms in a
small arc while keeping them in
contact with the wall at all times.
Work up to performing this exercise 10
times.

Students stand with their bottoms, and
back, against a wall. The students then
bring their feet 30cms away from the
wall. They keep their back against the
wall and lower their bottoms until
their knees are bent to about 60
degrees, keeping their abdominals
tight. Students hold this for 20
seconds then rise back up to where
they are standing up straight. For a
challenge tell students to bend their
knees to 90 degrees and see who can
hold their wall slide for the longest.
The wall slide is great for improving
strength and students’ postures.

Students start by standing with
their arms straight out from the
shoulders. Then they bend their
elbows so their hands are
shoulder height and palms are up.
Students squeeze their shoulder
blades together and hold for five
seconds. Relax and ask the
students to repeat this five times.

Students start by sitting in a chair.
They have the best posture when
they sit with a straight back a few
inches away from the back of the
chair. Slip a tennis ball between
their back and the back of the chair
and challenge them to hold it in
place. Students need to sit up
straight and maintain good posture
to keep the tennis ball in its place.

Students lie on their stomach and
place their hands on the ground
under their shoulders. Keeping their
hips on the ground, tell students
to push up and peel their torso off
the ground. Push up as high as they
can without causing pain. Hold this
for ten seconds then tell students
to relax back on their stomachs.
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Paper, Scissors Rock Game Rules

Two players face each other and simultaneously throw out one of the following hand
signals: rock, paper, or scissors.
Rock is formed by making a fist. Rock “beats” Scissors, by blunting the blades. Rock is
beaten by the signal for Paper, as Paper wraps up Rock.
Scissors is formed by horizontally extending your middle and index fingers (a
sideways peace sign). Scissors “beats” Paper by cutting it. Scissors are beaten by
Rock, as Rock blunts Scissors.
Paper is formed by holding your hand out straight, with palm facing down. Paper
“beats” Rock by wrapping it up. Paper is beaten by Scissors, as Scissors cut Paper.
Generally, each player holds one hand out in front of their bodies and they
simultaneously chant, “One, Two, Three, shoot” and on “shoot,” both players display
their signal. The player whose signal beats the other wins.

This game is also known as
paper, scissors, rock train.
Students move around and
challenge each other to a game
of paper, scissors, rock. The
winning student continues to
play the game; the losing
student has to put their hands
on the winner’s shoulders and
follow them around like a train
carriage. The aim of the game is
to be the last student left with
all the other students behind
you like carriages. The winner is
then called Alex the Kid.

Split the students into two equal teams.
They get together in their teams and decide
that the team as a whole is going to play
‘rock’, ‘paper’ or ‘scissors’. They then ‘face
off’ at the centre line of a gym or field and
on the count of three they play their rock,
paper or scissors. Remember, paper beats
rock, rock beats scissors, and scissors
beats paper. Whoever wins then chases the
other team to the end line of the field or
gym and catches as many people as they can
on the way. Those that are caught now join
the other team. The game continues until
all the players from one team are caught.
This game is suitable for all ages.

Evolution is a variation on rock, paper, scissors. Everyone in this game starts off as an
egg and makes a funny noise. After the egg is the chicken, which makes a funnier noise, then
a monster with a funnier noise still and last of all is a human who doesn’t make a noise.
The aim of the game is to get from being an egg to a human using rock, paper, scissors. If
you are an egg you must find another egg, and play rock, paper, scissors with them; if you
win you then turn into a chicken and so on till you become a human. The game also works
the other way around. If you are a monster and you lose, you then become a chicken.

Students start the game with a partner in
their own space. Each pair then plays the
best of three rounds of rock, paper,
scissors. The losing student then goes
off to the side and waits for the student
who beat them to be beaten themselves.
The winning students continue to
challenge other students. When they are
finally beaten, they stand on the side, and
all the students that lost to them are
free to join the game again. The game is
continuous and the only way you will have
a winner is if one student beats every
single student without losing. It is a
great game that will keep students
occupied for a long time.

Start the game by splitting the class into
three even teams. This game is played
exactly how a normal game of rock, paper
scissors is played. Just like the standard
game, Rock beats (tags) Scissors, Scissors
beats Paper, and Paper beats Rock. When a
tag is made, the student who has been
tagged joins the team who tagged them. The
game continues until only one-team
remains. Here is how each player needs to
run around to indicate what team they are
in: Rock – place hands on own head. Paper –
place hands on own shoulders. Scissors –
place hands on own hips.
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Students can sit or stand for these stretches.
Students start by moving their arms around in
large circles, like two big windmills. Once
they master this, ask them to move their right
arm in a clockwise direction and their left arm
in an anticlockwise direction. Then swap so the
left arm is moving clockwise and their right
arm is moving anticlockwise. This is called the
windmill, as students will look like windmills
when they have both arms spinning.

Students start on the floor
with their hands and knees
positioned firmly on the
ground. Students push their
back upwards, as if they are
trying to reach the ceiling with
it. They arch their back as much
as possible, just like a cat
does. Remind students not to
lift their hands and knees from
the floor. Hold the stretch for
15 seconds then relax. Repeat

Students lay on the floor using their
forearms for support. Their stomach
should be on the floor as well.
Students start straightening their
elbows and lift their torso slowly,
extending their backs. Students then
straighten their elbows as much as
they can. The students should aim to
lift their stomach completely off the
ground. Hold this position for 15
seconds then relax. Repeat three
times for best results.

Students start by leaning to
one side until their elbow can
rest on their bent knee. The
students then need to breathe
in and slowly raise their
other arm above their head.
Their bodies should form a
triangle shape. Hold for ten
seconds then swap sides.
Repeat twice on both sides.

Students lay on their back with both
their legs extended and their toes
pointing toward the ceiling. They bend
one leg and use their arms to pull their
knee across their body and towards
their opposite shoulder. Students
continue pulling until they feel a
stretch in their bottoms. Students hold
the stretch for 15 seconds then swap to
use the other leg.
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Resources: Paper bags for
each student to write on
Description: Each student
needs to be given a baggage
card. Have the students ‘pack
their bags’ by writing five
interesting facts about their
lives on the bag. The
students should try to use
facts that other students
may not know about them.
This will make the game a
little more difficult. Once
the students have finished the
teacher collects the cards.
Students now have to pretend
they are getting off a flight
and they are going to the
baggage area to get their
bag. Only they ‘accidentally’
pick up someone else’s bag.
In other words, they pick up
another student’s card. The
students then have to go
around the room questioning
their classmates until they
find out whose bag they have.

Resources: Internet access to show the students designs of theme parks
around the world, A3 paper/cardboard, pens, pencils and rulers
Description: Students can work individually, in pairs or groups up to the size
of four. Each group will get an A3 piece of paper, on which they will design their
own theme park. Before you get the students to start, show example theme
parks on the whiteboard such as Disneyland. Then explain how they need to have
rides, shops, restaurants and toilets for the guests. They also need to plan the
layout, making sure they don’t have too many rides and not enough shops or vice
versa. Then they need to decide a name for their park. The Maths’ section deals
with making sure that each attraction is ruled and looks neat, then also pricing
the rides and the entry charge to the park. If you want to make it a little more
challenging for the students you can give them a budget of how much they can
spend. State that a ride is worth $20,000 to build, a shop costs $10,000 and so
on. You can write all of this up on the board. It is a good idea to brainstorm
different rides, shops and restaurants as a class, then choose together how
much each one should cost. The class will enjoy designing their own park.

Equipment: Dictionaries, paper and pens
Description: The students will work individually in this activity. Students will
need their own dictionary, pen and paper. Get students to write in their book the
following rules. A=1, B=2, C=3 and so on for the rest of the alphabet. Z=26.
The challenge for students is to find a word where the letters add up to 100.
They can pick any word in the dictionary. Then, using the rule they have put in their
book, add the values together to see if they equal exactly 100.
For example, the word HAVE = 36
H=8 + A=1 + V=22 + E=5
DOG = 26
D=4 + O=15 + G =7
Some words that equal 100 are Wednesday, primary, resolved, chimpanzee,
fluorine, underdone, responded and chromium.

Resources: A4 paper for each student
Description: Give each student one piece of plain
A4 paper. Tell them they are allowed to scrunch it
up, stomp on it, really mess it up, throw it on the
ground. They can do whatever they like to it
besides tear the paper. Then tell the students to
unfold the paper, smooth it out and look at how
scarred and dirty the paper is. Then get them to
say they’re sorry to the paper. Now even though
they said they were sorry and tried to fix the
paper, point out to the class all the scars left
behind on the paper. And say that these scars will
never go away no matter how many times you say
sorry or how hard you try to fix them. Then say
this is what happens when a student bullies
another; they may say that they are sorry, but the
scars last forever. Go around the room and ask
each student about how they feel after doing this
to the paper. Have a class discussion about
bullying. Then get the students to write their name
on their piece of paper and stick them on the wall
as a display. You can always refer back to this if
a problem with bullying occurs.

Resources: Sample menus from restaurants or access
to the Internet to show example of menus on the
whiteboard. Paper, pens and pencils will be needed for the
students to create their menus
Description: The students have to design their own
restaurant menu. They need to decide what style of
restaurant they want to open. They then need to plan a
menu that fits in with the culture they have chosen. They
also need to make sure they have a variety of dishes so
the general public will be interested in eating at their
restaurant. Once they have chosen the meals, they need to
decide how much money they will charge per dish. Once all
this is completed they need to decide on a name for their
restaurant and complete a final draft of their menu.
Show the class examples of different restaurants on the
whiteboard, and talk about the descriptions of the dishes,
and how using certain words can make an ordinary meal
sound amazing and delicious. Also talk about meals for
vegetarians and other special requirements. Students can
work separately or in groups for this activity.
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Resources: Pen and paper for each student
Description: Explain to the students that they
have just found a magic wand that allows them to
change three things in the school. They can
change anything they want. They can change things
about their school, teachers, classmates and
homework. Have the class discuss why it is
important to make the changes. They then need to
write the changes in a letter addressed to the
principal of the school.

Resources: Copies of a text for each pair
Description: Students will play this game in
pairs. Choose one or more short pieces of text
of about five lines that you have been reading in
class. Stick the texts up around the room at
some distance from where the students are
sitting. One student in each pair sits on a chair
with a pencil and paper. Their partner has to
stand up and run to where the text is around the
room. The runner reads it, memorises it and
runs back to their partner who is sitting down.
The runner might have to make a few trips back
and forth to get the text correct. The runner
has to dictate it to their partner, helping in any
way they can without writing it. For example,
“Actually, community has two ‘m’s”, and so on.
The winner is the first pair with the absolutely
correct version of the text.

Resources: Pen and paper for each student
Description: Explain to the students that they are stuck
on an island. Ask them what five (you can use a different
number, such as seven, depending upon the size of each
team) items they would have brought with them if they knew
there was a chance that they might be stranded. Note that
students are only allowed five items per team, not per
person. Get the students to write their items on a piece of
paper and discuss and defend their choices with the whole
class. Great for generating class discussion.

Resources: Poster paper, paint, pencils and pens
Description: Place the students into groups of
three or four. Each group will be given a large piece
of poster paper that they will use for their final
copy to design their super hero. Before they start,
brainstorm ideas on the board. Talk about how each
super hero has to have four super powers; for
example, x-ray vision, invisible shield, breaths fire,
can jump 20 metres high. They can be anything.
Remember this is for the students to be as creative
as possible; so let their imaginations run wild. Once
they have decided this they need to use the poster
paper and use paint or pencils to design their super
hero. At the end of the class each group will get to
introduce their super hero to the class, and talk
about the special powers.

Resources: Cardboard, pencils, pens,
glue, and anything else you think will
improve the quality of the board games
Description: This can be a fun activity
where the students are free to make a
board game about whatever they like, or
you can relate it back to a topic you
have just covered in English. Show the
class examples like a monopoly board,
and use the chance and community chest
questions to relate to the topic you
have been covering in class. This is a
great way to revise the topic, and the
students will enjoy the freedom of
creating a board game that they can
play.
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This is a fun game that students can play in
pairs. Each student takes it in turns of
batting. The way you play is by scoring the
vehicles that drive past the bus. Motor Bikes
= 1, Cars = 2, Vans = 3, Cars with Trailers = 4,
Trucks = 5, Buses = 6. The student keeps
adding their score up. The only way they can
be dismissed and stop counting is if one of
the vehicles is red. If any of the vehicles are
red then the score they are on at the time is
their final score, and it’s the next student’s
turn to start batting. The winning student is
the one with the highest score at the end.

The aim of this game is to complete
the alphabet first. As the
students see the letters on
billboards and licence plates they
shout out the letter and point.
Once a letter has been claimed
other students cannot use the
same letter. The teacher can make
it harder by limiting to only
licence plates or billboard signs.

One student is selected to begin the round by
stating, “My father owns a grocery store, and
in it he sells (something that begins with the
letter A; e.g. apples).” The next student
states, “My father owns a grocery store, and
in it he sells apples and (something that
begins with the letter B; e.g. bananas).” It
goes around and around with each student
having to recite the entire list and then adding
a new entry for the next letter of the
alphabet. If a student misses an item or gets
completely stumped, they’re supposed to be
‘out’. But you can give them clues to keep
things moving along and keep them involved in
the game. The challenge is to see if the class
can work together to get to Z. Variations you
can play are, “My father owns a music
store ...” in which students have to name
bands, song titles, album titles, or whatever.

For this game, the students
have to use the letters in a
number plate and make a
saying, company name or song
title with these letters. For
example, if a number plate is
FAR776, it could be Funny Ants
Run or Fred’s Angry Ribs. Try
and challenge the students to
come up with the funniest ones
they can.

This is a great game where
students take it in turns of
naming animals. Each student
has to name another animal,
not repeat what the students
before them have said. The
animals need to start with
the last letter of the last
animal named. This game
could be played with cities or
geographical regions. Once
the students have mastered
this you can have an ‘expert’
version where all the
geographical regions must
start and end with an ‘A’. Here
is an example: AsiA, Aegean
SeA, AmericA, AtlantA.
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This game is a great way to finish a class or topic you
have just been covering in a fun way. Great for revising
the topic just learnt in a game situation. Each student
has to write two questions on a piece of paper about
the topic just covered; for example, the characters in
the book they have been reading. Then one team stands
up the front and they are the batters. The bowlers stay
sitting in their seats. The number one bowler asks his
first question to the number one batter. The batter has
five seconds to answer the question; if he gets it
wrong then he scores no runs, if he gets it right he
scores two runs for his team. The batter can also
pass and the next batter in line can answer the question
for one run. As the teacher, you can award points to
the batter if it does not relate to the topic and/or is
too hard. After each batter has been asked a question
the teams swap over and it’s now the bowlers’ turn to
be the batters up the front of the class.

This is a fun game that students can play in pairs.
Each student takes it in turns of batting. The way you
play is by scoring the vehicles that drive past the
bus. Motor Bikes = 1, Cars = 2, Vans = 3, Cars with
Trailers = 4, Trucks = 5, Buses = 6. The student keeps
adding their score up. The only way they can be
dismissed and stop counting is if one of the vehicles
is red. If any of the vehicles is red then the score
they are on at the time is their final score, and it’s
the next student’s turn to start batting. The winning
student is the one with the highest score at the end.

This game is played in pairs at a desk in the
classroom. Each pair needs a dice and paper to
score; students take it in turns to bat. The
batter rolls the dice; if they roll a 1, 2, 3, 4 or
6, they get another turn, adding their score as
they go. Students can write down the score and
add it together on the page or they can work it
out in their head. If the student rolls a 5, then
they are out and the score they are on stops
there. Then it is the other student’s turn to bat.
Repeat this process 5 times and add up the five
scores to get one total. The winner will be the
highest score. You can then get students to
work out their average score and so on.

This game is great for revising the topic just learnt
in a game situation. Each student has to write two
questions on a piece of paper about the topic just
covered –e.g. on adding 2 digit numbers. One team
stands at the front of the class as batters, the
bowlers stay sitting in their seats. The number 1
bowler asks his first question to the number 1
batter. The batter has 5 seconds to answer the
question. If he answers incorrectly, he scores no
runs; if he gets it right, he scores 2 runs for his
team. The batter can also pass and the next batter in
line can answer the question for one run. If the
question is too hard, as the teacher, you can award
points to the batter, if it does not relate to the
topic. After each batter has been asked a question,
the teams swap over and it’s now the bowlers’ turn
to be the batters up the front of the class.

Split the class into four even teams. Each team gets a little toy as their team’s mascot and is used as a
marker on the board game. To set up the board you need to write large numbers from 1 – 20 on A4 pieces of
paper and place them around the room. Then you have your big board game. Each team takes it in turn to be
asked a question on the chosen quiz topic. If they answer correctly they move their team mascot one place.
If they get the answer incorrect the mascot stays where it is until their next go. The winning team is the team
who is in front at the end of the class. You can also make bonus rounds, where teams can move two extra
spaces if they answer the question correctly. The Big Cricket Board Game is a great way for the students to
learn about certain topics and build teamwork. Here are some cricket questions to use to quiz your class.
1. A century is also known as scoring 100 runs by a batsman True
2. In an over, each bowler bowls 7 balls False
3. A standard cricket ground is square, like a soccer field False
4. Cricket is normally played on an oval shaped field True
5. 4 runs is awarded to a batsman who hits the ball along the ground over the boundary line True
6. 8 runs is awarded to the batsman who hits the ball over the boundary line on the full False
7. Bowlers have to re-bowl the delivery if it’s a wide or no ball True
8. In a T20 game, each team has to bowl 20 over’s True
9. There are 10 different ways to go out in cricket True
10. If a batsman accidentally knocks his stumps when batting they are not out False
11. There are three stumps with two bails on top True
12. A player is out if the ball is bowled and it hits the stumps but the bails do not fall off False
13. A “Bye” is where a ball that isn’t a no ball or wide passes the striking batsman and runs are scored without
the batsman hitting the ball True
14. Players cannot be given out if they Hit The Ball Twice False
15. Cricket rules allow the batsman to be given out if he willingly handles the ball with the hand that is not
touching the bat without the consent of the opposition True
26
16. LBW stands for leg behind wicket False
17. Obstructing the field isn’t allowed to be done by the batsmen True
18. Obstructing the field is allowed by the batsmen and they cannot be given out this way False
19. Leg Byes are given to the batsmen’s score False
20. Wide Balls do not have to be bowled again False
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Resources:
Pen and paper for each group
Resources:
None
Description:
Start this game with students sitting in a circle.
Start them off with a slow rhythm clap. Then the
first student says any word to the time of the
rhythm. The next student must then say a word
that begins with the last letter of the previous
word.
For example: MAGIC . . . CRICKET . . . TOY . . .
YELL . . . LUCKY . . . YELLOW. The game starts
over when a student misses a turn or says a
wrong word.

Description:
Split the class into groups of four students.
In these groups the students must use all 26
letters of the alphabet for the scavenger hunt.
The students need to find something in the
classroom that they can see that begins with
each letter of the alphabet. They need only one
thing for each letter. The first group to find
things for all 26 letters reads out their words.
If the words are all OK, this group is the
winner. If any are not OK, the game continues
until another group finishes.

Resources:
Paper and pencils
Description:
Telephone Pictionary starts with the class sitting in a circle.
The teacher selects one student to write a sentence or phrase.
This can be anything! (The stranger the beginning sentence, the
funnier the final result will be.) The student sitting next the
first student looks at what was written and draws a picture to
match the sentence. They fold the paper over so that only the
picture can be seen and pass it to the next student. The third
student looks at the picture and writes a caption or sentence
for the picture that they see. They fold the paper over again,
so that only the sentence can be seen, and pass the paper to
the next student. Continue like this until everyone has had a
turn. The game should end with a sentence, not a picture, so it
may be that one student has two turns. When everyone has had a
turn, open the paper and have a good laugh as a class.

Resources:
Dictionary, paper and pens for each group
Description:
Split the class into four even teams. They each need a piece of
paper and pen. The teacher finds any word in the dictionary and
writes the word on the board. Each group then gets five minutes
to write down what they think the word means. Once they have
done this, the teacher reads out the right meaning as well as
the four the groups have made up. You score a point if you
guess the right answer, and you also score a point if another
group picks your explanation when they are voting. The aim is to
try and come up with answers that are very convincing so other
groups vote for them. The winning group will be the team with
the most points at the end of the session.

Resources:
None
Description:
The class starts this game by
sitting in a circle. The teacher
picks a student who describes the
minister’s cat with any adjective
that starts with the letter ‘A’; for
example, “The minister’s cat is an
amazing cat.” The next student
must also use the letter ‘A’, such
as, “The minister’s cat is an angry
cat.” Continue all the way around
the circle. When it comes back to
the first student the letter ‘B’ is
used; for example, “The minister’s
cat is a bold cat.” Any student
that is unable to come up with an
adjective can pass on their turn
or they can be eliminated if you
want to have a competitive game.

