WARM UP GAMES

Knights Horses, Cavaliers

Have the kids pair up. 

The partners split off to opposite sides of the playing area. 

One side forms a circle, then their partners stand behind them in an outer circle. 

The inner circle rotates clockwise, and the outer circle rotates counterclockwise. 

The leader yells out either: "knight", "horse", or "cavalier". 

"Knight" means that one partner gets down on one knee and the other partner sits on his/her exposed knee. 

"Horse" means that one partner gets down on all fours and the other partner sits on his/her back. 

"Cavalier" means that one partner picks the other partner up in the style of a groom carrying the bride over the threshold. 

When one of these positions is called out, the kids have to scramble to find their partners and assume said position. 

The last pair to do so is out, and so it goes until there is a winning team. 

Here, There, Everywhere

Define your play space and then identify 3 landmarks (a tree, a cone, a tape line, or any other visual). Name one “Here”, another “There” and  the last one“Everywhere”

Start all the kids on “Here”

Then the caller gets creative! Caller says “Go there” and all the kids go to the spot identified as “There” – anyone who goes to the wrong place is out. 

The next command gets called – “Skip everywhere” and anyone who goes to the wrong place is out. 

Keep repeating with new ways to get here, there and everywhere until you declare a winner or everyone has had enough.

Command ideas:
· Go here

· Skip there

· Sit everywhere

· Stand everywhere

· Jump here

· Hop there

· Swim everywhere

· Spin here

· Bounce there
· Crawl everywhere
I Am The Blob

Define your play area

Line up kids on one end of the field/space except for one person who is ‘the Blob’

To start the game, the Blob will shout “I am the Blob!”, which is the cue for all the players to run to the opposite end of the field/space without getting tagged by the Blob

Whoever the Blob tags is now part of the Blob- they must tag other people while holding hands 

Once everybody has either safely gotten to the opposite side, or has been tagged, start a second round

The game ends once everybody has become part of the Blob!

Jockeys Up

Have the kids pair up. 

The partners split off to opposite sides of the playing area. 

One side forms a circle, then their partners stand behind them in an outer circle. 

The leader yells out an action and a direction (clockwise/counter clockwise) and then the partner on the outer circle must perform that action while moving in the direction called out

The outside circle continues to rotate around the inside circle until the leader yells, ‘Jockeys Up!’ at which time the outside partner races to find his/her partner and put his/her hands on their shoulders (the partner in the inner circle for each round never moves)

The last pair to match up is out

Repeat until there is only one pair left, switching which partner is in the inner/outer circle each time

Command ideas:
· Skip 

· Army Crawl

· Bunny Hop

· Disco Dance

· Hop on one leg

· Swim 

· Spin 
· Crawl 
