	Group & Tagging Games
Hoop Scoop Tag


Four taggers carry one ball each and tag [no throwing] players while they move inside the designated playing boundaries. Once tagged (frozen), players must stand in place and raise hands above their head. Another player will get a hoop from the "hoop zone" outside the playing field, and place it over the frozen player's head to unfreeze them. Players cannot be tagged while carrying a hoop.  The "unfrozen" player then returns the hoop to the hoop zone and returns to the game. When four players are left unfrozen, they become the new taggers.

The number of hoops and balls can vary according to age and ability level. 4 hoops and 4 balls work well up to about 20 students, grades 2-3. With more students and/or older ones, more taggers could be added. 

	Corner Tag


Set up cones so that the playing area is divided into four different corners. Divide students into teams of 4-5 per corner. Give each team a ball to place in a hula hoop in their corner of the playing area. Each team also has a hula hoop placed nearby on the sidelines as a place for tagged players.

On the "go" signal students try to take the other three team's balls and bring them back to their own hula hoop. When a student is in another team's territory (quarter of the playing area), and get tagged by any member of that team they are sent to that team's side hula hoop for tagged players. Students can get free by having another member of their own team go to the hula hoop, take them by their hand and move back to their territory. They must get back to their territory first before returning to the game. Challenge teams to get all four balls in their hula hoop.
	Flag Tag


Students start scattered in self space; all students have one flag attached around their waist. On the signal, each student tries to pull others' flags without getting their own flag pulled. Students are allowed to have three flags maximum -- one in each hand and one on their waist -- at any given time, once the game begins. 

When one's flag is pulled -- and if one has a flag in hand -- they can go to the "fitness box" (an area outside the boundaries) do 10 jumping jacks and put it back on (so they are out of the way of students playing the game). If one doesn't have any flags in hand when their flag is pulled, they may still play and try and pull another student’s flag. If they do pull a flag they go to the fitness box and perform the above mentioned exercise. 

Stop the game when you see students may be getting tired and need a rest. You may want to discuss what is happening with their heart rate during “play” and at "rest time". When you begin the game once again, each student should start with only one flag. 

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 8 baskets, this stops the dribbling of the other team. At this time, the teacher can ask each person for their number of runs, and the whole team adds their runs together for a total. Students then switch roles, so those shooting baskets now get to dribble.
 SEQ CHAPTER \h \r 1Hot Rock

Boundaries are set up to form a rectangle.  The shorter sides of the rectangle should serve as goal lines approximately 40 yards apart.  The equipment needed includes boundary cones and a small object.  Two groups are formed and each are assigned a goal line to defend.  One team starts the game by deciding who will carry the “hot rock.”  The student chosen to carry the rock must carry the rock in one hand.  This student cannot hand off the rock to another student at any time during the game.  On a signal, all students on the team possessing the rock will run from their goal line toward the opposite goal line appearing as though they have the rock in their hand. The team without the rock runs form their goal line toward the other team attempting to tag players on the shoulder one at a time.  When a player is tagged, the player must stop and show their open hand(s).  If hand(s) is empty, both players continue on with their responsibility.  If the tagged player shows the rock in the open hand, the defender yells “hot rock.”  Once the hot rock is found, the possession of the rock goes over to the other team and the game starts over.  If the player carrying the hot rock crosses the foal line without being tagged, the player yells “score.”  The teams simply alternate possession of the hot rock after scoring.

Safety: Avoid running into anyone.

Modifications: Students that are immobile in wheelchairs can have a student pusher that chase other students or stop the wheelchair for student to show hands.

PARTNER TAG

Partners hold hands so one is left free to tag others.  Partners must remain attached in order to have tagging power.  If a player is tagged, he/she must let go of their partner’s hand and kneel down. The partner that was tagged can go get another player who is sitting down to be his or her new partner.  They can’t tag unless attached with a partner.  If their hands come apart while moving they both must sit down.  For a different variation, you may let the partners that are sitting down tag as runners go by them and then they can get back in the game and pull a different partner sitting down to be their new partner.
Hula Hoop Shooting Gallery

Warm up, partners “roll” hula hoops back and forth, gradually increasing distance. Have students partner up, 2 lines of 6-8 facing each other 15-20 feet apart. Have partners play catch throwing ball back and forth.
Two other people roll hula hoops across the middle/center of "shooting 
gallery". Hoop must make it all the way across so partner can easily receive 
it to roll it back. Partners that are playing catch with the balls try to 
throw balls through the moving hula hoop. Keep track of points, rotate hula 
hoop rollers.

	Team Math Hook Up




Divide the class into 2 groups and assign them to two designated areas. When play begins students move into the play area performing a designated loco-motor movement (gallop, skip, jump, hop) or pathways (straight, curved, zigzag) until the teacher yells out a question such as 5+4. The students on each team will hook arms with that number of students on their team. Any student that is not needed for the hook up will return to their designated area. The first team to hook up correctly and have all others back to their designated area is the winner.
Hula Hoop Pass

Before class, have several hula hoops set-up around the play area about 5 feet apart. These will be the goals. 

Split the class into two teams and have each student pick a partner from his/her team. Decide which team is the defender and which is the offender. The students who are the offenders must dribble up to the hoops and bounce pass, into the hoop, to their partner on the other side. If the ball lands in the hoop and their partner catches it they score one point and try again at a different goal.  The defenders must prevent the offenders from scoring by stealing the ball. If the ball gets stolen, does not land in the hoop or their partner does not catch it, no point is awarded and they try again at a different goal. 
After a few minutes have the teams count their points and switch roles.
Ring or hula Hoop Roll
Have students find a partner and spread out oh the court. Each pair has a deck tennis ring or hoop. One rolls, the other chases, retrieves, and brings it back to be rolled again.  After 3 rolls, students switch roles.
(Student’s can adjust the speed and direction of the roll based on student's ability in order to create sense of success for all).  Students are told that they must try to avoid other rings/hoops, and must look out for other people, as there will be a lot of people and rings/hoops moving in the same space.  Good for agility, visual tracking and eye-hand coordination too. 
 

Variation:  Each student has his own ring and rolls it himself, then pursues it.  When he/she gets it, he/she rolls it again.  Near-continuous motion.

 

Glob Tag

Have students spread out in the general space within the boundaries and then choose 2 students to be the “globs”. On the signal the remaining students try to avoid being tagged by either glob. If tagged they join hands with the glob and try and catch the other classmates. Once 6 students make up one glob they can split into 2 groups of 3. Play until only 2-3 students are left and choose them as your new globs. 

