GROUP GAMES 2011

Count It Out


Gather students into a tight circle of 6-10. (If you have more than ten you can make this a competition game with two or more circles participating at once.) While in the circle, everyone must look down at the ground and may not raise their head to make eye contact with others in their group. The goal of this team building and communication game is to count the numbers 1 to 15 in order, with each person in the group saying at least one number.  The students are not allowed to count around the circle consecutively.  If two people say the same number at the same time, they must start over again at one.  This may sound very easy, but it is extremely hard in reality because you have taken away their ability to see non-verbal cues as to who is going to say the next number.  It is a great game for student leadership. Try this first with eyes open for a practice round.

	Hula Hoop Fitness


Scatter hoops around activity area with fitness cards tapped to inside of each hoop. While music is playing, students will move around the area performing various loco-motor movements. When the music stops, or a signal to stop is given each student goes to a hoop and reads the fitness card. A student is selected to roll the dice. Whatever numbers come up the students will add or subtract the numbers on the dice, students will perform the activity listed on the fitness card that number of times. Example: 5 + 4 = 9, student will perform 9 jumping jacks. Before leaving their hoop, students will turn the card over, and begin loco-motor movement again. Some examples of fitness cards: scissor jumps, jumping jacks, run in place, jump in & out of hoop, hop on each foot, bell jump etc.
	                                                 Toss Up
Divide students into groups of 5-7.  Each group should have several throwable items, 1 per player is plenty for grades 2-5 grades.  To start the game have students gather in a small circle, with one player having the object (beanbag).  Group will then count down "3,2,1, Ups".  On the word "Ups" the player will toss the beanbag in the air (about 6 ft).  The object is for any other student in the group catch the item before it hits the ground. A player may not catch his/her own item.  If successful the group may add a second item.  The group will then count down again, but throwing both items at the same time.  As long as the group is successful, they will continue to add items. Whatever item the group misses is taken out and they try again, they must always have at least one item.
 

Sharks and Minnows


After students have had opportunities to practice their dribbling while working on the cue of "looking up", tell them they will now have the chance to use their skill in a game situation. In order to be successful in this game, they will need to "look up" and be able to observe the location of other players. 

Choose two taggers to be "sharks"; these students should wear a pinnie (if desired) and stand in the middle of the court. The rest of the class will begin the game as "minnows", at the other end of the court. Each student, both sharks and minnows, has one ball to dribble. On the signal, the minnows begin to dribble to the other end while trying to avoid being tagged by the sharks. 

If a minnow is tagged by a shark (shark must have control of his/her ball in order for it to be a "fair" tag), they then turn into a shark. This person should go to the sideline in order to put on a pinnie (if desired), and return to the game to chase the remaining minnows as they return to the other side of the court. The game is over when everyone (or almost everyone!) is a shark. 
Hula Hoop Driving

In this activity the movement concepts of space, levels, directions, and pathways will be introduced. 

Using hula hoops the students will pretend they are driving around "town." Assign roles for the different colors of hula hoops. Red are fire engines, blue are police cars, yellow are taxi cabs, and green are cars. In this teacher directed activity, students wait for directions of how to move about the city. Rules:
*Teacher is the "Chief of Police." 
*Red Light means "Stop." Students drop “cars” and sit or kneel inside of hoop with hands in their laps.
*Yellow Light means "caution/slow down."
*Green Light means "Go, "students are expected to drive their cars safely in their own personal space, not bumping or touching other cars. If they are not safe drivers the "Chief of Police" will ask that driver to park their car in the garage (time out). If this happens drivers are reminded of the rules of the road and are invited to join in again but only if they can drive safely. To start, have them get in their cars, shut the door, jingle their keys, adjust the rear view mirror, and start their engines. CUES
Can you drive your vehicle in a zig-zag pathway?
Can you drive your vehicle in a curvy pathway?
Can you drive your vehicle up and down on a bumpy road?
Can you drive your vehicle in a forward, backward, or sideways
on the road?
Can you turn your vehicle to the right? 
Can you turn your vehicle to the left?
Can you drive your vehicle at a low level?
Can you drive your vehicle at a high level? Teaching Suggestions: Add some road music to make it interesting. Have students stop and go when the music is on and then give direction. Variations: Add locomotor commands.

After students have a firm grasp of locomotor skills, pathways, levels, and speeds, combine them into movement sentences. For example, can you drive your car backwards, skipping in a curved pathway, at a high level, at a medium speed?

Beanbag Capture

Place 8-10 hula-hoops in a circle equal distance from the center. Line up 3 students behind each hoop. Place 6 beanbags in each hula hoop. On the signal all students will run to any hoop and grab 1 beanbag and bring it back to their hoop. This will continue for 2-3 minutes. The team with the most beanbags in their hoop at the end of the time period is the winner.  

Beanbag Transfer

Divide class into teams of 3-4 students. Give each student a ball, a beanbag and have 1 student get a hoop for his/her team. Tell them to find a good self space in the playing area and then put their beanbags in the middle of their hoop which will be on the ground in front of them. On the teachers signal, the students, while dribbling their ball, go throughout the room picking up one beanbag from other hoops and then they are to bring them back to their hoop. Each student can only transfer one beanbag at a time. 

 Make sure students don't throw the beanbags. They are to drop them into the center of the hoop. This continues for a designated amount of time, then count the number of beanbags each team has.
Healthy Food Relay

Divide the class into teams of 3. Scatter the laminated food cards face down on the opposite side of half court. When the music begins, one student from each team performs the specified loco-motor movement until s/he gets to a food card. S/he picks up one card and performs the specified loco-motor movement back to her/his cone. The next student performs the specified loco-motor movement to pick up another food card and returns to her/his team. This continues until all food cards are picked up. After all cards are picked up, have one student from each team bring the healthy food cards to the instructor. The team with the most healthy food cards is the winner.

Jump Rope 100

Students are divided into two teams. Each student needs a jump rope and each team a pair of dice. One student on each team rolls the dice. Once the dice are rolled each team adds the value of their dice together and performs that specific number of jumps. Another team member from each team rolls the dice and that specific number is performed. After each roll these numbers are added together and the first team to total exactly 100 is the winner. If you pass 100 you go back to the last number rolled and try again.
4 Corner Pass & Go

Divide the class into groups of 4 and give each group a ball. Each person in the group will stand on a poly spot in one corner of a 4 square about 10-15 feet apart. The first person will bounce pass the ball to his/her right and run to that person’s poly spot and back home. The next person passes to his/her right and run to that person’s poly spot and back home. This pattern continues for about 1-2 minutes. Change the type of pass and play again.

All Play Basketball

Divide the class into groups of 12. Have two baselines set-up approximately 30 feet apart, with six cones on the first baseline having a counterpart on the second baseline. Have each of the six students’ team 1 line-up at one of the cones at the first baseline with their ball in hand. The other half of the group team 2 is scattered near the basket with their ball in hand.  On your signal, team 1 dribbles their ball to their cone on the second baseline and back again to the first. This scores one "point". They keep repeating going back and forth, scoring "points", until the signal is given to stop. Team 2 shoots their ball and tries to make a basket from any where on the court {no lay-ups]. When team 2 has made 6 baskets, this stops the dribbling of the other team. At this time, the teacher can ask each person for their number of points, and the whole team adds their runs together for a total. Students then switch roles, so those shooting baskets now get to dribble.
TUNNELS

Soccer dribbling skills

Half of class each dribbling a ball while other half of

class form tunnels by standing with their legs spread apart.

Dribblers try to dribble the ball through as many tunnels as

possible until time expires. Then positions rotate.

Variation:

Have tunnels close (students putting feet together) after five soccer

balls have gone through and challenge the dribblers to see how fast

they can close all tunnels.

Group Soccer
Divide class into groups of 3 and give each group a ball. In an area approximately 75 square feet make four goals. The object of the game is to have each group link arms and try to score as many goals as possible in 2-3 minutes. Before a goal can be scored all members must kick the ball. 
Create a Game

Divide the class into teams of 8-10. Give each team 4-5 pieces of equipment and have them create a game using all equipment. Keep in mind that all students should be active for the majority of the lesson.
	

	SQUARE DANCE
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Before teaching a dance in “square” formation, the children should be thoroughly familiar with the basic calls to be used.  These calls are best taught in a circle formation where the instructor can see and be seen by all of the students.  Girls and boys should be alternated.

Vary the music!  The children will then become accustomed to moving in various tempos and a change of tune adds to the enjoyment of the activity.

Teach the following calls in a SINGLE CIRCLE formation.

“HONOR YOUR PARTNER” - or “salute your partner,” or “address your partner.”
The boy faces to the right, swings his right hand in front of waist and, with his heels together, bends forward from the hips, and bows to his partner.

The girl faces to the left, holds her skirt out to both sides, steps back on the right foot, bending the right knee, and points the left toe.  Or, the girl may place her right toe behind her left heel and bend both knees, and curtsies to her partner

“HONOR YOUR CORNER or “your neighbor.”
This is done exactly as above, except that the partners turn away from each other.  That is, the boy turns to the left and the girl turns to the right.

“CIRCLE LEFT,” or  “Circle right.”
Everyone joins hands in a single circle and moves to the left or the right as the call may be. 

“FORWARD AND BACK”
All walk 4 steps forward and 4 steps backward to place.

“DO-SI-DO” or “back to back,” or “Sashay round your partner”

Partners face each other and walk forward, passing right shoulders, step sideways to the right on the 4th step, and then walk backward 4 steps to place.  During this figure the boys generally fold their arms, chest high, and the girls hold their skirts out to both sides.

“DO-SI-DO YOUR CORNER”
Same as above, except that partners turn away from each other and do the figure with the person they then face.

“RIGHT HAND AROUND,” or “right allemande,” or “right elbow swing”
Partners join right hands, or hook right elbows, and turn once around, clockwise, to place.

“LEFT HAND AROUND,” or “allemande left,” or “left elbow swing”
Partners join left hands, or hook left elbows, and turn once around, counter-clockwise, to place.

“PROMENADE” Partners face around the circle, counter-clockwise, side by side, boy on the inside, right hands joined over left hands.  In this position they walk or skip around the circle.

“GRAND RIGHT AND LEFT”
Partners face each other and join right hands.  The boy will be facing counter-clockwise and the girls clockwise.  They walk forward, passing right shoulders and releasing right hands, and giving their left hand to the next person they meet.  They pass left shoulders with this person, releasing left hands, and giving their right hand to the next person they meet.  This continues until they meet their own partner, or until they meet and PASS their own partner and meet once again at the point from which they started.

“ALLEMANDE LEFT GRAND RIGHT AND LEFT”
All couples do an allemande left, back to place and then do a grand right and left.

NOTE:
It is very helpful in teaching the grand right and left to let the children get a sense of the direction first by having the girls and boys do the movement separately.  Have the boys stand in place, facing the center of the circle.  Then the girls walk around the circle, going behind their own partner, in front of the next boy, behind the next, in front of the next, and go on around the circle until they get back to place.  Then have the girls face the center and get back to place.

Then have the girls face the center and stand still while the boys walk around the circle, passing in front of their own partner, in back of the next and so on.

Next, have partners face each other.  The boys stand still while the girls weave out and in, giving their right hand to their partner, left to the next, and so on.  It must be understood that when right hands are joined, they pass RIGHT shoulders and when left hands are joined, pass LEFT shoulders.  (A common mistake is to give the right hand and try to crowd through, passing left shoulders instead of passing on the open side).  Then the girls stand still and the boys walk in and out, giving right hands to partners, left to the next and so on.

Having gone through the above procedures, the girls and boys should now be ready to move around the circle at the same time in a smooth and beautiful grand right and left.

“SWING YOUR PARTNER”
Partners face, right sides together, both hands joined, and turn clockwise with light running steps.  Older children may use a social dance position hold and the buzz step - weight on the right foot and “push” with the left.

Teach the following calls in DOUBLE CIRCLE, partners standing side by side, alternate couples facing in opposite directions.

“SASHAY RIGHT AND RE-SASHAY”
The boy takes 4 slides sideward to the right, passing behind his partner, while the girl takes 4 slides sideward left.  Both take 4 slides back to place, retracing their steps.

BASIC CALLS/ “SQUARE” FORMATION
“RIGHT HAND STAR” or “STAR BY THE RIGHT" or “RIGHT HAND MILL”

All four dancers place right hands in center of the circle and walk or skip around clockwise. 

“LEFT HAND STAR” Same as above but using the left hand.

“LADIES’ CHAIN”
The girls join right hands and change to the opposite side.  Each gives left hand to the boy standing there and turns once around with him.  The girls join right hands again and cross back to their original place, then give left hand to partners and turn once around.
“RIGHT AND LEFT THROUGH”
All four dancers extend their right hand to the person opposite and exchange places with that person.  They then give the left hand to the person beside them (their partner) and exchange places with that person.  All dancers are now catty-cornered from their original position.  A repetition of the preceding movements brings everyone back to place.

“FORWARD AND BACK AND PASS RIGHT THROUGH”
All take 4 steps forward, 4 steps backward, then 8 steps forward, passing right shoulders with the opposite person.

“ARCHES”
Head couples (1-3) step into the center, join hands above your head with your opposite person.  Side ladies (2-4) tunnel through the arch and the side gentlemen swing the ladies one time around.  The ladies return back to their partner through the arch.

“LADIES IN, GENTS SASHAY”
All couples join hands and form a circle and take 4 slide steps to the left.  All couples drop hands and the ladies step in and the gents slide left in between the next ladies.  The ladies back up, join hands and circle 4 more slide steps left.  The same routine continues until the ladies get back to their partner.

“GRAND SQUARE”
This call takes place from a squared set.  Side couples face their partner and back up two steps and turn and face their opposite person.  Head couples walk in two steps and turn and face their partner.  Side couples walk forward two steps and turn and face their partner.  Head couples walk in two steps and turn and face their opposite person.  The same routine continues until they get back to place.  At that point they reverse the calls and the side couples walk two steps forward and face their partner.  The head couples are now facing their partner and they back up two steps and face the opposite person.  This same routine continues until they get back in place.

Teaching Tip:   Students will be facing either their partner or their opposite person after each rotation.

There are many square dance records and CD’s with the calls right on them, but don’t miss the fun of doing your own calling.  Let the children try calling, too.

