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Sport and Games Introduction

KidsGames uses sports and games throughout the program.  This manual covers their use in the daily program as well as using sports and games on the competition days and the opening and closing ceremonies.

What are ‘sports’ and ‘games’?

For the purpose of KidsGames, sports and games are defined and distinguished in the following manner:


Sports

The more traditional sports and games activities such as soccer and basketball

These activities will include the regular rules and some modified drill activities.

Games

The non-sports specific activities; Most of these activities will still have and athletic aspect, but not always.

Why Sport and Games?

It is important to realise that our curriculum will connect with children because:


Kids love to play.


Relationship building and non-threatening


Universal – kids play all around the world and cross culturally


Lends itself to discovering spiritual and life principles

Three aspects of Sports and Games

KidsGames Sports and Games are broken into three main types:


1.
Experiential (Themed) Sports and Games


2.
Competition Sports and Games


3.
Fun Games

1.
Experiential Sports and Games

One of the unique aspects of the KidsGames curriculum is that children become active participants in the learning process.  In the sports and games, they have the opportunity to experience and talk about the Bible Discovery time that will follow.


An experiential game is one where the children play a game that is in many cases specially designed for the learning that will take place.  The rules have been made up to help bring out a learning point.


Experiential games are the ‘experience it’ or ‘experience-based learning’ part of the KidsGames curriculum.  They involve theme-related activities.  These encourage the children to express their emotions and thoughts.  The main difference is that the leaders are not trying to talk or provide the answers.  Rather, they are providing the opportunity for the children to reflect on the experiences they have just had.


Each of these activities takes about 20 minutes which includes the playing of the game and then time to sit down, express feelings and reflect on the experience.


Experiential games can be either competitive or non-competitive.

2.
Competition Sports and Games

Competition sports are more athletic, traditional activities such as soccer, basketball ball and cricket.  These include standard rules, some adapted riles and some modified activities.


Competition sports in KidsGames are chosen by the organising committee or Sports Team to be played on either the Competition Day or the Closing Ceremony.


Competition is used to reinforce the lessons learnt during Bible Discovery times in each Unit.  Competition often brings out true feelings in ways that group discussions sometimes miss.


Preliminary rounds ‘round-robin’ matches may need to be organised for each venue or area, with finals played at the Closing Ceremony.  When choosing sports in KidsGames consider:


Rules are standardised for fairness in competition.


These sports include coaching with skill development activities/games.

3.
Fun Games

These simply ‘fun’ activities are vital as a way to create enthusiasm at the commencement of each day, as ‘wrap up’ activities or used as needed throughout the program:


Fun games are the non-sport specific activities; they tend to be less structured.


Most of these activities will have an athletic element, but not always.


The main point of these games is to have FUN!

Opening Ceremony

Remember that the purpose of the Opening Ceremony is:

· To be lots of fun

· To raise enthusiasm

· To create a sense of belonging

· To introduce the project to the community

The opening ceremony is the start of a week of fun; therefore the activities need to be of a nature that draws people into the friendly, exciting atmosphere.  Telling people that KidsGames week will be fun is far less effective than giving them a taste of the fun.

Planning the Games segment

· Base your planning around groups of 8 to 15 participants.

· Determine how many groups you will have in each age bracket e.g. 150 children in groups of 15 means 10 groups or 40 children in groups of 8 means 5 groups.

· The number of groups equals the number of game locations you will need running.

· Decide ho much time you want to give to games in your ceremony.

· Allow no less than 10 minutes for each game.  Remember in the that time you will have to move the group to the location, explain the game, play the game and reorganise for the next move.

· The total time divided by the minutes per game tells you how many different games you will need eg 30 minutes of games divided by 10 minutes each means 3 different games.

· You can now decide whether you would like a few games that everyone gets to play or a different game n every location.

· Remember more games means more equipment, more leaders, more organisation and more time to plan accordingly.

A suggested combination of games would be:

· A fun aerobic game such as one of the tag games

· A basic get to know you game to introduce children to each other.

· A competition style game, even the water bucket relay

Try to practice running your games with groups of children prior to the event so you are familiar with the issues and challenges they present and adjust accordingly.

Run your games with enthusiasm and confidence and enjoy the experience!

** The following pages include rotational game suggestions which may be use in your opening ceremony.

Rotational Games

Game One:
· Line up team one behind the other; behind the marked line 

· First person in the line must throw basketball toward the hoop (trying to score a point) from behind the marked line.

· Then they must collect the ball and pass it to the next person in the line. The next person and following people in the line repeat this process until 3 minutes is up. 

· The first player rejoins the back of the line to wait for their next turn.

· Score a point each time the ball goes into the hoop.

· At the end of the 3 minutes record this score next to the corresponding game number on your scorecards.

· *Leaders, when you have finished the game make sure the game is set up ready for the next team.
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Game Two:
· Line team up one behind the other; behind the marked line.

· First team member must place one 5 cent piece (coins are on chair) between their knees

· With the 5 cent piece between their knees the player must get the coin from the marked line into the container (approximately 3 metres away) without touching it with their hands

· Once attempting this the first player must tag the next player in line and then they can start with the next coin

· The first player rejoins the back of the line to wait for their next turn.

· Players must not put coin in the container with their hands if they miss but must return coin to the chair

· At the end of the 3 minutes record the number of coins in the container next to the corresponding game number on your scorecards.

· *Leaders, when you have finished the game make sure the game is set up ready for the next team.
Game 3:
· Players must line up one behind the other; behind the marked line

· With the rolled up news paper the first person in the line must hit the ball with the newspaper in a zigzag or a figure 8 direction around the cones that are set out. 

· When the first player returns to the start line the next player may start. 

· The first player rejoins the back of the line to wait for their next turn.
· Each time a person crosses the start line equals one point for your team

· At the end of the 3 minutes record this score next to the corresponding game number on your scorecards.

· *Leaders, when you have finished the game make sure the game is set up ready for the next team.
Game 4:
· Players must line up one behind the other; behind the marked line

· The first person in the line must hit the soccer ball with their feet in a zigzag or a figure 8 direction around the cones that are set out.

· When the first player returns to the start line the next player may start. 

· The first player rejoins the back of the line to wait for their next turn.

· Each time a person crosses the start line equals one point for your team.

· At the end of the 3 minutes record this score next to the corresponding game number on your scorecards.

· *Leaders, when you have finished the game make sure the game is set up ready for the next team.
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Game 5:
· Team must line up in a straight line behind this end of the table. 

· The first player is to slide the 20 cent coin along the table and aim to land in between the masking tape and the end of the table.

· If the coin lands in this area, it equals one point for the team.

· The first player must return the coin to the next player and rejoin the back of the line to wait for their next turn.

· At the end of the 3 minutes record the teams score next to the corresponding game number on your scorecards.

· *Leaders, when you have finished the game make sure the game is set up ready for the next team. 
Game 6:
· Give each team member a hoola hoop

· Ask them to see how many times they can spin the hoola hoops around their waist in a row

· At the end of the 3 minutes record the best score on the scorecard with the corresponding game number

· *Leaders, when you have finished the game make sure the game is set up ready for the next team.
Game 7:
· This is like the lifesaver game with the toothpicks

· Each person must grab one straw from the box

· Now the team must arrange themselves in a circle

· Each player is to put the straw in their mouth

· One player must have the circular object placed on their straw 

· The aim of the game is to pass this circular object around the circle only using their mouth and the straw

· Score one point for each time the circular object goes around the circle.  At the end of the 3 minutes record this score next to the corresponding game number on your scorecards.

· Place straws in the bin provided

· *Leaders, when you have finished the game make sure the game is set up ready for the next team.
Game 8:
· Line team up one behind the other; behind the marked line.

· With an inflated balloon (leaders may want to inflate balloon before game starts) the first player must place the balloon between their legs and hop from the marked line to the other end. Then go around the chair and come back. Then pass the balloon to the next person and do it again.

· This equals one point for the team

· The first player rejoins the back of the line to wait for their next turn.

· At the end of the 3 minutes record the teams score next to the corresponding game number on your scorecards.

· *Leaders, when you have finished the game make sure the game is set up ready for the next team.
Game 9:
· This game is like tunnel ball.

· Players must get in a straight line

· The first player in the line passes the ball over their head to the next player.

· The next player passes the ball between their legs to the next player.

· This over and under process keeps going until the end where the last player runs to the front of the line to repeat this process.

· This equals one point for the team

· The team must shuffle back a step when this player runs to the front of the line.

· At the end of the 3 minutes record the teams score next to the corresponding game number on your scorecards.

· *Leaders, when you have finished the game make sure the game is set up ready for the next team.
Game 10:
· This is an obstacle coarse

· Line team up one behind the other; behind the start line.

· Firstly the player will tightrope walk the rope

· Then step in between the car tyres

· Then go over and then under the chairs 

· And then run back to tag the next person

· This equals one point for the team

· The first player rejoins the back of the line to wait for their next turn.

· At the end of the 3 minutes record the teams score next to the corresponding game number on your scorecards.

· *Leaders, when you have finished the game make sure the game is set up ready for the next team.

KidsGames Daily Program Games


The section includes suggestions for games to be used during the KidsGames weekly program.

This includes the supplemental ‘Games with Purpose’ Manual to provide you with a greater range of games and activities.

Games with Purpose
These games are divided into 3 broad groups;

Games for FUN
These are games that are just fun to play, that help people get to know each other and break down the barriers of shyness that both adults and children have when they come into a new group of people.  Some are typically played only once, others can be replayed many times and several need no introduction - just a word to start.

Competitive Games

These games have an element of competition but mostly it is competition against a neutral party ie. the clock, or the rules are such that serious competition s pointless and teams can ‘compete’ without getting hung up on who wins or loses.  These games can be played over and over some will become favourites.  There are a multitude of competitive games n the Sports and Games manual.

Games to Learn From

These games have a stronger experiential element or challenge people to experiment with how to work together.  They encourage the development of team work and provide opportunity for leaders to observe and later facilitate discussion on a “What?  So What?  Now What?” basis.

All games have the equipment you need specified and the safety points noted.  This does not mean that you only need o adhere to the safety points listed.  Everyone is responsible for safely and you need to think through each game before attempting to use it and make sure you are confident you can play safely.

Games for Fun

These can be used to break the ice, get to know each other and just have fun together

What’s Your Name?

Age:

8+ years

Number:
Unlimited

Equipment:
4 cards per player; pencils

Preparation:
Mark cards either; blue, grey, green or brown or use coloured paper



As each player enters, he/she is given 4 cards (one of each colour) and a pencil

Rules:



· Each player must ask someone else their name and write the name down under the appropriate eye colour.  Keep going till you have every player apart from yourself written down on your set of cards.

Alternative:


For large groups play until you have say ten names or whatever you choose.

Toss a Name

Age:

8+ years

Number:
Unlimited

Equipment:
Foam/soft balls - 10 to 20

Preparation:
A suitable space for the group size

Form circles of 8 to 15 people per group

Rules:



· Leader says his name and throws a ball to another person

· That person says his name and throws the ball to someone who has not yet had the ball

· Continue until everyone has ha the ball and it returns to the leader

· The leader starts again but immediately after throwing the first ballads another ball and another and so on.

· The result - lots of balls going everywhere
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Alternative:


For a challenge set a goal of how many balls eventually can be thrown and caught without dropping any.

For several groups swap half the group with another after a while.

Hospital Tag

Age:

Whatever

Number:
Unlimited

Equipment:
Plentiful bandages - sorry only joking

Preparation:
A safe place to run or walk with the boundaries clearly defined

Start as for “Everybody’s up” or use a different word - maybe “Bandaids”???

Rules:



· As for “Everybody’s Up” except once tagged you must hold the place where you were tagged

· Each tagged person continues to try to tag others while holding the tagged part

· If tagged a second time then your free hand must hold THAT spot as well

· Once tagged a third time you must sit down and are effectively out of the game

Note:  Watch for unsafe or silly tagging choices and sit those down immediately.  You only have to do it once or twice

Everybody’s Up

Age:

Whatever

Number:
Unlimited

Equipment:
Nil

Preparation:
A safe place to run or walk with the boundaries clearly defined.

Rules:



· Start with a key word - “Vegemite” has been successfully used

· Every player is immediately up and has to tag as many others as they can

· If tagged you immediately sit down where you are and wait ill the game finishes - not long

· Keep going till only one is left or it is obviously going to draw out too long

· Announce the winners and move on

Alternative:

Once tagged and seated you are allowed to tag others from your seated position

Walking tag is good indoors for that matter

Note:  this is a great impromptu game that can be started instantly when least expected by yelling the keyword.  Kids love it.

Peek A Who

Age:

Variable

Number:

Variable, 20 probably max

Equipment:
Blanket or small tarp

Preparation:
Play after everyone in the group has had a chance to learn everyone’s names.

Rules:



· Two people hold the blanket vertical like a screen

· Half the group (a team) huddles on each side of the blanket about a metre back

· Each group selects a person who moves forward out of sight of the opposition and squats close to the blanket

· The blanket is dropped and the person who says the others correct name first gets the slower person to join their team

· Repeat until there is only one team or you have had enough fun

Note:
There are no ‘losers’ in this game as everyone ends up on the winning team.

Eye Contact

Age:

Variable

Number:

8 to 15 in groups is good

Equipment:
Soft balls, rolled up socks, soft toys as long as it is soft and throw-able

Preparation:
Sitting around in a random pattern or in a circle, flexible.  Choose an area where you won’t lose too many balls!

Rules:



· Begin by tossing out balls to various people until there are as many balls in motion as there are people.

· The only rule is that you must make eye contact BEFORE throwing that person a ball

· Watch to see that everyone is being included.  You will soon see who doesn’t have a ball.

· Soon balls will be flowing in all directions

Alternative:

Try using balls of light string, streamers or yarn and holding the end when you throw the ball.  What a mess!
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Hungarian Sword fighting

Age:

Whatever with care

Number:
Variable

Equipment:
Nil

Preparation:
Pair off preferably in same sex pairs

Rules:

· Start with each person adopting the “on guard” position, one foot forward, right arm out and left arm held high over the head.

· Link right hands via the thumb with index fingers (swords) protruding

· On go each player has to try and manoeuvre their right index finger into contact with their opponent’s belly button without letting go of the player’s hand

· Do best of three, or five, or ….

Safety:  The idea is to contact the belly button NOT see the finger protrude from their back.

Guess Who?

Age:

8+ years - able to read or write

Number:
Unlimited

Equipment:
Card and pen per player

Preparation:
Gather loosely in suitable location.  

Useful as a more advanced get to know you activity

As each player enters he/she is given card and a pencil.  You may wish to have headings pre printed on the cards

Have each player write down some biographical information that describes them but does not make it too obvious who they are e.g. Hobby, talent, unusual characteristics, favourite food, pets, favourite TV show etc.  Choose headings to suit the age group.

Rules:

· When each person has filled in their card collect them, shuffle and read them out one by one giving the group a chance to guess who each card belongs to

· Include a card of your own


Alternative:

“Find the person who…”  Have headings printed on the card such as “Is born in the same month as you; wears the same size shoes; likes the same food; whose name starts with the same letter as yours; was born in a different country/state/town….

Use your imagination

Blue Socks

Age:

Whatever

Number:
Unlimited

Equipment:
As many chairs/cushions as people

Preparation:
A level of freedom in the group - some comfort with each other.  Everyone sits in a circle

Rules:



· One person stands in the centre of circle and their chair/cushion is removed.

· The person “In” says “everyone with…. Change (such things as blue socks, curly hair, brown eyes, wearing jeans, etc).

· Anyone that fits the bill has to change seats and the person in the middle has to try and find a seat in the midst of the confusion

· The person left standing is now “In”

Alternative:

Could use other themes such as embarrassing moments, “Who has done….” Etc

Note:  Watch safely, this can be energetic.  Keep the potential for crassness under control.
Head Butt Tag

Age:  

Whatever

Number: 
Unlimited

Equipment:
Nil

Preparation:
A safe place to run or walk with the boundaries clearly defined

Start as for “Everybody’s Up” or however you like

Rules:

· Divide the group into two teams - the “heads” lace one hand on their head and the “Butts” place one hand on their… well their butt of course!

· As for “Everybody’s Up” except you only tag the opposite team

· Once tagged you must change to the team you were tagged by - heads become butts and vice versa

· Each tagged person continues to try to tag others while holding the identifying part - head or butt

· Eventually one team will be supreme and everyone will be on the winning team

Note:  Watch for unsafe or silly tagging choices and sit those out immediately.  You will only have to do this once or twice.

Asteroids

Age: 

Whatever

Number:

Unlimited

Equipment:
Soft balls and objects that can be thrown at each other safely e.g. ‘stress ball’

Preparation:
A safe place to run or walk with the boundaries clearly defines and balls can be easily recovered at the end

Rules:

· Everyone has one or preferably two balls ready to start

· As for “Everybody’s Up” except you need to throw the balls and hit other players rather than tag them

· Once hit by a ball you must ‘explode’ i.e. Throw your arms up and toss all balls in your possession into the air.

· Asteroids that have exploded must remain where they are and take no further part in the game UNTIL thy can reach a ball without moving from their position.

· If a ball comes within reach they are free to grab it and recommence playing

· Eventually everyone starts to wear out or one or two people manage to collect all the balls and thus neutralise the other asteroids.

Note:  Watch for balls departing the area and when finished have all participants collect two balls each and return them to you.  That way you will know you still have all the balls for the next time they are needed.

Pass the Can

Age:

Variable

Number:
Unlimited - small enough groups to maintain action

Equipment:
Two 3 litre tins per group

Preparation:
Make sure tins have no sharp edges; appropriate clothing is important

Rules:



· Sitting in a circle, see how fast the group can pass a tin can from foot to foot all the way around the circle

Alternative:

Try two tins going in opposite directions or try calling “change” and reversing direction at appropriate intervals
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Conveyor Belt

The purpose of this game is to build familiarity through sharing

Age:

Whatever

Number:
Unlimited

Equipment:
A chair each or sit on the floor

Preparation:
Sit the group in two lines facing each other

Rules:

· When you say go each pair (those sitting opposite each other) shares their name, where they were born and something of interest about themselves, with each other.

· After fifteen seconds call ‘CHANGE’

· The left hand line moves along two spaces and the end person moves across to the other line and everyone shares again

· The process continues until you feel it is time to move on to another activity

· Ask for volunteers to share something interesting they discovered about someone else

Note: Adjust the time interval to make sure it is a challenge for both to share fully in the allotted time.  This will ensure players will want to ‘catch-up’ later and finish the discussion.

Alternatives:  Think up your own topics for sharing

Name Boffas

Age:

Whatever with car

Number:
Up to 15

Equipment:
A boffa (soft foam bat) per group.  Half a pool noodle makes an excellent Boffa and a great safe bat for indoors or out

Preparation:
Stand in a circle with one person armed with a boffa in the centre

Rules:

· Start by calling out someone’s name

· The player in the centre has to gently hit that person BELOW THE KNEES with the boffa

· To avoid being hit the player whose name was called has to call out another name before being contacted by the boffa and so on.

· If a player is too slow and receives a gentle thump then they take their turn in the middle

· The player who was up restarts the game by calling someone’s name

Note:  

Learning to apply appropriate physical force is an important skill that some children need help to learn.  Demonstrating care with each other develops security and trust

Safety:  

If someone refuses to be gentle immediately sit them out of the game

Keep contact points BELOW the knee

Don’t tolerate players who want to seek satisfaction with indiscriminate hits

Competitive Games
These games are competitive even if the competition is the clock or yourself, and of course, that sort of ‘neutral’ competition is preferred.
Silly Softball

Age:

Whatever

Number:
Probably 20 max in each group

Equipment:
A soft impact ball and a soft foam bat

Preparation:
Divide group into two equal teams

Rules:

· One team bats and one team fields and pitches

· The batting team stands together with the batter safely at the front

· The fielding team spreads out and designates a pitcher

· The ball is pitched to the batter and if he hits it (in any direction) he runs

· The batter runs AROUND his own team and keeps running until the fielding team returns the ball to the pitcher

· Each complete run around his team is one run

· Each player has one hit, then the teams swap over

· The team with the highest number of runs after both teams have batted is the winner

· The umpire’s decision on all rules is final

Note:  The challenge is not how far you can hit the ball but rather how quickly you can run around your team and how quickly the fielders can return the ball to the pitcher to stop you running

Safety:  A low impact ball and soft bat are essential as the temptation will be to bat close to the batting team and “sling” the bat
Human Volleyball

Age:

Whatever

Number:
Up to 40; depends on space

Equipment:
Balloonie bags, beach balls or the like; a chair or something for each goalie to stand on. Balloons on their own are a little light

Preparation:
A safe place to play out of the wind with boundaries clearly defined.  Divide the group into teams.

Rules:

· Nominate a “Goalie” from each group and stand them on the chair or whatever at opposite ends of the field

· Each team has to get the ball to their “goalie to score a goal

· Only the “Goalie” is allowed to catch the ball, everyone else must bat it with an open palm.  No kicking or head butting is allowed

· Start by throwing the ball into the middle of the crowd in the field centre

· If the ball goes out stop play and throw it in again

· Each time a “Goalie” catches the ball score a goal for that team

Note:  Can be played inside with the right balls

Safety:  Similar sizes and ages is beneficial

If there is any unsafe play, e.g. pushing, kicking etc immediately award a penalty goal to the other team, ruthless and effective.

Alternatives:  Have four teams with “Goalies” at opposite corners and two balls if desired, confusion is fun!

Ball Toss Golf

Age:

8+ able to throw and catch

Number:

Unlimited

Equipment:
One soft ball for each pair

Preparation:
A large safe area where throwing balls is not a problem

Rules:

· Divide the group into pairs

· Designate a point to ‘tee off’ from and a ‘hole’ to head towards.  This could be a line for the tee and a bucket for the hole

· One person ‘tees off’ by throwing the ball to the other person in the pair.  The distance thrown is up to the players

· If the ball is dropped then it is returned to the thrower and a penalty stroke incurred.  That means the first throw, the return and the next attempt to throw equals three (strokes)

· Keep a count of the strokes (throws) used to get the ball from the Tee into the Hole (bucket)

· The pair with the lowest count wins or the complete team could try for their own record

Note:  Other penalties can be developed for Out of Bounds etc

Alternatives:

Use Frisbees, foxtails, balloons full of water, eggs, etc - the softer the better

Design a fairway with various obstacles

Use teams rather than pairs and throw from one to the other

Record time taken rather than number of throws

Games to Learn From

Human Knot

The purpose of this game is to work out problems together

Age:

8+ years

Number:
8 - 15

Equipment:
Appropriate clothing - skirts etc are inappropriate

Preparation:
This activity requires patience, has your group developed sufficiently?
Rules:

· All stand in a circle, reach into the middle with the left hand and take hold of someone else’s left hand

· Now reach into the centre with your right hand and take hold of a different person’s right hand

· Now the group has a knotty problem.  They need to untangle WITHOUT letting go hands.
Note: Comfort demands that hands can be swivelled within the grip or let go to imply change the grip to something more comfortable
Safety:

· Be aware of group maturity they may not be ready for personal closeness

· Watch the participants are not about to overbalance and fall on smaller players

· Alert the group to anyone who appears to be overstretched or uncomfortable

· All movement should be slow and considered
Note:  Accept that the problem may be unsolvable by a particular group.  Be ready to use the progress achieved as a basis for discussion.

Pinhead

How many bacteria can you fit on the head of a pin?

Age:

8+ watch responsibility

Number:
20 for older groups

Equipment:
A blanket or tarp big enough for the whole group

Preparation:
A flat area
Rules:

· Spread the tarp on the ground

· The group challenge is to fit everyone on the tarp with no one touching the surrounding ground

· When this is achieved (easily the first time) fold the tar in two and try again

· Repeat the exercise until the group feels they have reached the absolute limit - another world record!
Note: Allow the group to problem solve and discuss and try various options.  The value is in the process NOT the result.  Celebrate success with the group
Safety:

· Veto the human pyramid options where falling could be dangerous

· Watch for smaller players being squashed

· Be aware extreme closeness can be claustrophobic for some and allow the group to develop ways of dealing with individual concerns
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The Minefield

The purpose of this game is to experience having to depend on someone else

Age:

8+ - watch responsibility

Number:
Limited by space and time

Equipment:
Blindfolds, obstacles

Preparation:
A safe place to walk with boundaries clearly defined and a range of safe obstacles e.g. Balls, chairs, cushions scattered as in a ‘minefield’.
Rules:

· Divide the group into pairs with each pair having a blindfold

· One person in each pair puts a blindfold on and their partner leads them CAREFLLY through the minefield

· Success is managing to lead your partner through the minefield without touching a mine.

· If a player touches a mine the pair is ‘blown up’ and has to return to the edge of the minefield and start again.
Note:  Being blindfolded can be a powerful learning experience or if handled poorly, terrifying and dangerous.  If due care is not being demonstrated then the group does not have sufficient maturity for this game and the level of difficulty needs to be reduced or another game selected.
Safety:

· Respect those who may choose NOT to be blindfolded but want to close their eyes, that is OK.

· There is NEVER any running when blindfolded, we walk carefully

· We NEVER play tricks on people who are blindfolded

· Whenever blindfolded we keep ‘bumpers up’, that is our hands together with palms facing forward approx 250 mm in front of our head and neck.
Alternatives:  

Increase or lessen the complexity of the minefield

Prevent physical contact, only direct partner by using your voice 

Simply lead your partner around an open space with few obstacles
Hoop Wriggle

The purpose of this game is to work together while respecting each others differences
Age:

5+

Number:
8 to 15

Equipment:
On hoop per group, a stopwatch

Preparation:
Have the group form a circle and join hands
Rules:

· Break the circle at one point and reconnect the hands through the centre of the hoop.  The line of players is now ‘threaded’ through the hoop.

· The object is to pass the hoop around the circle and back to the start without letting go hands.  If there is a break start again.

· Once a successful circuit has been made then time the exercise, set a new goal and attempt to beat that

· A range of styles will be used for getting bodies through the hoop, many are hilarious
Note: Try and facilitate the setting of achievable goals, success is motivating.

Alternatives:  Competent groups may wish to try two hoops in opposite directions
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Sherpa Walk

Age:

Whatever as long as children are not fearful

Number:
8-15 per group

Equipment:
Blindfolds for all participants

Preparation:
A safe area in which to walk

Rules:

· Have everyone get into a line one behind the other and place their hands on the shoulders (or hips) of the person in front.

· Lead the group around the room or area carefully avoiding the obstacles

· If anyone becomes detached then they are to call out ‘Stop’.  Give them opportunity to rejoin before moving off again

· Remember, a long line will always cut corners so be careful

· When the group is back at the start have them remove the blindfolds and discuss the experience

Note:  Watch for inappropriate touching and be prepared to deal with it immediately

Safety:

· Respect those who may choose NOT to be blindfolded but want to close their eyes, that is OK.

· There is NEVER any running when blindfolded, we walk carefully

· We NEVER play tricks on people who are blindfolded

· Whenever blindfolded we keep ‘bumpers up’, that is our hands together with palms facing forward approx 250 mm in front of our head and neck.
Blindfold Line-up

Age:

8+

Number:
8 to 15

Equipment:
Blindfolds for all participants

Preparation:
A safe lace to move around blindfolded

Rules:

· Start when everyone is blindfolded

· Tell the group they have to line-up in a straight line in alphabetical order of their names

· Allow the group to work out a process and observe how they do it

· Finish when the group feels they have achieved the task

Note: Watch for unsafe play or acting out and participants wandering away from the group

Safety:

· Respect those who may choose NOT to be blindfolded but want to close their eyes, that is OK

· There is NEVER any running when blindfolded, we walk carefully

· We NEVER play tricks on people who are blindfolded

· Whenever blindfolded we keep ‘bumpers up’, that is our hands together with palms facing forward approx 250 mm in front of our head and neck.

Alternatives:

Line up in order of birthdates without speaking

Form a circle in order of …. Etc

Indoor Games for Teams
Listed below is a list of games teams can play indoors with each team numbering ten players.  Each game can be used independently resulting in a winner or you can group several games together and give points to teams as you go.  

Balloon Soccer

Play in a large room or hall

Equipment:
Any size, colour, or number of inflated balloons will work, the more balloons, the better the game.

For 2 teams:
Designate a goal area at each end of the room.  Place all the balloons in the centre of the room and place the 2 teams on each side of the balloons.  Each team knows with goal they are defending.

For 4 teams:
Designate a goal area on 4 sides of the room, with each team knowing which their goal to defend is (4 team play works best when inside a large hall).
Each team tries to move the balloons into the other team’s goal area using only their feet.

Each team may have 1 goalie, which must also use only his/her feet to defend the goal.

Once a balloon has been corralled inside an end zone, it can’t be put back into play.

Players who step into the end zone must take 1 minute out of play (you may want an adult in each end zone to make this call).

The game ends when all the balloons are behind the goal lines.  

The winner is the team with the fewest balloons inside their own goal.
Chair Balloon Ball

A smooth, non carpeted floor works best for this fast moving game.
Equipment:
A lightweight chair for each player and a balloon for each player
Divide kids into 2 teams and each team chooses 1 goalie each.

Each person inflates 1 balloon each and leaves it in a big box along the side line.

Players take 1 chair each and arrange their chairs in the playing area like positions on a real soccer field with the goalies sitting at opposite ends.

Two opposing players face off with 1 balloon to begin the game.  

The teams play regular offence and defence but there are a few twists to the rules.
1.
Teams members can move anywhere on the playing field, but their chairs must remain underneath them at all times.  So they use one hand to hit the balloon and the other to hold onto their chair.

2.
When a balloon is passed to the goalie, the goalie tries to burst the balloon by sitting on it before the opposition can count to 3 (1001 - 1002 - 1003).  If the goalie doesn’t pop the balloon, the balloon is returned to the centre of the field and put back into play.
A point is scored whenever a goalie pops a balloon, then a new balloon is tossed onto the centre of the field for the next round of the game.  Once all balloons have been popped the team with the most popped balloons is declared the winner.
Wally Ball

Play in a large room or halls with 4 empty walls (i.e. it’s ok to bounce balls off them)
Equipment:
Beach balls, at least 1 per team playing
Game can be played with 2 teams competing against each other or 4 teams competing at the same time.  If 2 teams are playing use 2 opposite walls, if 4 are playing them use 4 walls.

Let each team know which wall is their’s.

To start the game, throw 1 ball per 2 teams into the air from the middle of the playing court.  

Players try to knock the ball into the wall to get points (have an adult scorer at each wall to keep each team’s score)

After a score, the ball is taken back to the middle and thrown into the air once more.

Team members can move anywhere inside the 4 walls, but they can only hit the ball(s) with their heads or hands - no kicking.  They cannot hold the ball and run with it.
Extra:
Try putting several balls into play at 1 time.
Crab soccer

Play this game in a large room or hall 
Equipment:
Soccer ball and a goal area marked off at each end of room or hall.
Place 2 teams against each other in a game of soccer.  The catch is each player has to move crab style.  This means that a player sits on the floor, places their feet on the floor in front of them and their hands behind them on the floor.

The player then lifts themselves off the floor with only their hands and feet supporting them.  They must remain in this position while on the playing field.

The ball is kicked with foot, no hands or head.  In fact the ball cannot rise up past head height, it must remain low to the ground.

Each team can have one goalie and they must also be in crab position and can only defend with their feet.
Izzy Dizzy Relay

Play this game in a room or a hall or outside
Equipment:
A broom for each team
Line teams up single file behind a starting line; make sure each team has an equal number of players.

Place a broom for each team at the other end of the room or hall or if you’re outside about 15 metres away.

On a signal, the first person in each line runs up to the broom, picks it up, run around the broom 10 times (an adult leader is standing at each broom to count the revolutions), drop the broom, and runs back to tag the next person in line.

All players must do the same thing, and the first team to finish is declared the winner.

Beach Bum Ball

Play this game in a large room or hall.
Equipment:
Volleyball net or rope, beach balls, blankets
Stretch a volleyball net or rope across the middle of the room, and hand blankets over it so the players can’t see the other side.

Have 2 teams take their places on either side of the net.  All players should spread out and sit on their bums so they cover the entire area on their side of the net.  

Players may not catch or hold the ball, and when the ball hits the floor, the other team scores a point (have an adult keep score).
To begin the game, put a large inflated beach ball into play by tossing it to the players on one side of the net.  

Players can use any part of their bodies to hit the ball as many times as necessary to get it back over the net, the same player just can’t hit it twice in succession.

The ball can also be hit off the ceiling, stage, walls, and speakers - even adult leaders.

The round of player stops when the ball hits the ground.

Points are scored with every serve or volley, anytime a ball hits the ground.

Alternate serve between the teams after every point scored, with the players on the service side rotating their positions on the floor.

Set a score limit of 15 or 21 points for each match.

After 3 matches, the team with the best 2 out of 3 record is the ultimate bum-kicking champion!
Air Raid

Play this game constantly while you are together playing other games.

Announce at the beginning that the teams are always in danger of an air attack from enemies of unknown origin.  If at anytime, even while the other games are being played, the leader shouts “Air Raid,” everyone should be well advised to fall flat on the floor.  

The last person to do so, his/her team will be penalised by a preset number of points from their team score on the day.

The element of surprise works best with this; every so often during the regular games, the leader should just shout “Air Raid.”  There are always a few kids who forget and are left standing, thus costing their team some valuable points.
Grape Toss

Play this game in a room or a hall or outside.
Equipment:
Grapes
Each team stands in a circle with a diameter of 4 metres across.  

One member of the team stands in the middle of the circle, and becomes the “tosser”.  

The tosser gets a bunch of grapes.  The tosser must toss the grapes to everyone on their team, one at a time, and each team member must catch the grape in his/her mouth.  The first team to go around the circle with a grape caught in each mouth wins.
Pass It On

Play this game in a large room or hall.
Equipment:
An object for every team player.  If more than 1 team plays at 1 time each team will need the same number of items and the items for 1 team need to be identical to those of another team.
Each team stands in a circle.  Each player holds an item which can be large or small, and any shape (such as a ball, rubbish bin, shoe, chair, hockey stick, etc).

On a signal from the leader, players pass their item to the person on their right, keeping their objects moving at all times (if necessary, the leader can continue to say, “Pass, pass, pass,” to keep items passing on a steady beat).  

When a person drops any item, he/she must leave the game, but his/her item stays in.  As the game progresses, more people leave the game, making it more difficult to avoid dropping an item since the items soon outnumber the people.

Once there is only 1 player left, the game is over.

There are several ways this game can be played.  One is that 1 team can play at a time, with an adult leader keeping time, stopping the clock once there is only 1 player left. Then another team can step up, using the same items, and the clock starts again.  Each team is playing against the other teams’ times.

A second way to play this game is to let several teams play at the same time, with identical items for every team, and everyone passing their item(s) at the same time (with the leader calling out when to pass).  When 1 team is passing items and all the others are out (with only 1 player left), that team is declared the winner.

Junk Food Relay

Play this game in a room or hall.
Equipment:
One chair per team and one item of food for each player, with each team’s bag identical to another team’s bag
Line teams up single file behind a starting line.  Make sure each line has an equal number of players.

Place a chair at the other end of the room (with an adult leader at each chair).

At each chair place a box or bag of food items which are wrapped in plastic or paper or foil.

Each bag should contain exactly the same number of food items as players on the team, (eg; 1 banana, 1 slice of bread, 1 apple, 1 warm can of coke, 1 small onion, a small pepper, a small potato, a bag of chips, a hot dog, a pickle, a small jar of baby food, a carrot, a piece of chocolate, a couple of biscuits etc.)

On the signal, the first person in a line runs to the chair and sits down facing his/her team.  He/she puts their hand into the box without looking (with the help of an adult leader) and takes out an item of food.

The player must sit in the chair, eat the item of food and swallow it and show the adult leader that it is gone from their mouth.  The adult leader them gives permission to leave the chair and run to tag the next person in line.  

The whole team must finish the relay no matter if a team has finished before them or not.

You can use this game as a part of a series of games where teams are collecting points for each place scored, such as 10 points for a first place finish, 5 points for a second place finish, 3 points for a third place finish and 1 point for all other places.
Snowball Fight

Play this game in a large room or hall.
Equipment: 
Newspapers
Place a line down the middle of two teams.  Give each team a high stack of newspapers and two minutes to wad up each piece of paper (must use one of sheet of newspaper per ball).

At the signal, teams try to throw as many newspaper snowballs as possible on to the other team’s side of the line within a given time limit.

The team with the most paper snowballs on its side loses.

Flat paper is not allowed to be thrown or counted.  Players may not kick snowballs over the line; they must be thrown by hand.

Include in the count the team’s own snowballs that may not have been thrown yet.

Anyone caught throwing or kicking a snowball after the whistle is blown costs their team 20 points.

Play a determined number of rounds.

The winner of each round gets 100 points, with the loser getting 50 points.
Bedlam
This game is played in a large room or hall.
Equipment:
None
This game requires 4 teams of equal size.  Each team takes one corner of the room.

The play area can either be square or rectangular.

At a signal, each team attempts to move as quickly as possible to the corner diagonal from their corner.

The first team to get all its players into its new corner wins that particular round.

Now for the fun!

For the first round, announce simple running as the way for teams to travel to their corners.

In following round you can use any number of possibilities: walking backwards, piggyback ((one on the back of another), somersaults, hopping on 1 foot, skipping, crab walking (leaning back with your hands and feet on the floor to walk), rolling, etc.

There will be mass bedlam in the centre as all four teams crisscross.
Bedlam Elimination
Designate safe areas in the room’s 4 corners (with tape or cones or markers) and give all members of all 4 teams a flag (long piece of cloth).  It’s best to have 4 different colours for the flags, 1 colour for each team.  The flag must hand free from the player’s waist, in back).  

The object of the game is to get to the safe area in the opposite corner of the room without losing your flag.  

As you pass through the middle, you can grab one or more of the other team’ flags as long as you still have your flag hanging from your waist.

Once a player loses his/her flag, he/she is out of the game and must leave the playing area.

Once all of a team’s flags have been captured, the entire team is eliminated from the game.

The game continues until only one team is left. 
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Particular ‘KidsGames’ Games
The World Water Bucket relay, and the 12x10 relay are played all over the world at different KidsGames.  It is hoped that Brisbane in 2008 can contribute towards some world records!

Try playing the KidsGames Games each day, and get your best results.  Then check on the international KidsGames website www.kidsgames.com to see if your results match the world’s best!

You may want to play these games at your final BBQ.
For the expanded rules of the WWBC or 10x12 Relay see the international KidsGames website.
Simplified World Water Bucket Championship Rules
PLAYERS & GROUPING

· 10 players

· There are 3 world championship age groups:


5-9 years; 10-12 years; 13-14 years
· Younger children can compete in water bucket teams but due to international qualifying rules no child older than the age group specified can be on the team.

BASIC PLAYING RULES

· Bucket A full of H20 - Bucket B empty

· Buckets A & B are 5m apart (From inside bucket A to inside bucket B).

· Team members stand shoulder to shoulder from one bucket to the other.

· Ideally teams should face each other.

· All players are to stay in the same place during the game.

· On start signal player 1 scoops water from bucket A in both hands and passes it to player 2 & so on until player 10 empties the water into bucket B.

· This process continues until the bucket is empty or the allowed time is over.

· Water must pass through all 10 sets of hands.

· The water in bucket B is then measured and the team with the most water in bucket B wins. 
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Finals games = 3 minutes

Qualifying (or just for fun) games = 90 seconds.

EQUIPMENT

· 2 buckets per team 9 – 10 L household bucket

· Rope to mark ground held with tent pegs

· Stop watch

· Whistle

12x10 Relay
The 12x10 is a relay event, consisting of 12 members in each team:

· Each team member must cover 10 meters (32 ft) either running, side-stepping or hopping. 

· Teams compete against other teams to be the fastest. 

· The winning team is the one that completes the relay first. 

· The game ends when all teams have completed the distance.

12x10 can be played indoors or outdoors. All that is required is a flat area that allows for team members to be 10 meters (32ft) apart and wide enough to fit competing teams side by side. 

· Twelve players – preferably six boys and six girls. 

· Separate the team into boys and girls. 

· Give each child a number (1 to 6 for boys and 1 to 6 for girls) 

· Assign an action to each number: 

· Number 1 is Running 

· Number 2 is Side-stepping 

· Number 3 is Hopping 

· Number 4 is Running 

· Number 5 is Side-stepping 

· Number 6 is Hopping

There are three World Championship age groupings: 5-9 years; 10-12 years; 13-14 years. The results will be placed in the category of the oldest member of the team (for example - if the team has children aged 7 & 8 years and one child who is 10 years old, the results will show in the 10 to 12 year category).

Description of Actions                                                                                                                                  

Running – refers to moving in a forward direction quickly.

Side-stepping – refers to moving in a sideways direction, can be done facing left or right. This is to be done without crossing the feet over each other. If side stepping left, the left foot moves out first then the right foot moves beside the left foot before moving the left foot again.

Hopping – refers to using one leg to move in a forward direction. The “hopper” can change legs if required. (There must be at least five hops on the same leg before using the other leg)

Playing the 12x10 Relay

Create the 10 meter (32 ft) “field of play”. Draw or mark the two lines to mark the starting points for the teams. Or use either markings (cones / flags) or ropes to show the distance. 

Each team requires a flag (baton) to pass to the next competitor. 

Line up the girls behind the marker at one end of the field and line the boys up at the other marker. 

On the starters signal: 

Boy number 1 runs and passes the flag to Girl number 1 

Girl number 1 runs and passes the flag to Boy number 2 

Boy number 2 side-steps and passes the flag to Girl number 2 

· Girl number 2 side-steps and passes the flag to Boy number 3 

· And so on until Girl number 6 hops across the line
· Players must not move from behind the line until they are tagged or tipped. The winning team is the one that completes the relay first.  The game ends when all teams have completed the distance.
Soccer Game
Field

Total playing area is 60 x 50 metres.  Penalty area is 14m x 7m.  Goal is 1.5m x 6 m

Teams

5-9 years; 10-12 years; 13-14 years
With 6 players per team; 1 of which is the goalie. .2 reserves are permitted but not essential.

For 13-14 yrs teams; 1 goal keeper, 2 right side players, 1 centre and 2 left side players.

Substitutions:

A maximum of 2 reserves are allowed, this makes it fairer for smaller groups.  The 2 reserves can be substituted any number of times without referee acknowledgement, during the game.  The player being substituted must be off the field before a replacement can be made.  The goalie should only be substituted at half time.

Balls  

If available;

Size 3 balls are required for the 5-9 yrs age group.

Size 4 balls are required for the 10-12 yrs and 13-14 yrs age brackets.

The match

Matches are to be 12 minutes in duration; that is 2 x 5 minute halves with a 2 minute interval/change over.

To start

A kick off is taken at the centre spot and must be kicked forwards.

All players must be in their own halves at kick off.

After a goal is scored a kick off is taken by the team scored against.

After half time, ends are changed and a kick-off is made by the team who did not start the game.

A goal cannot be scored directly from kick-off.

Out of bounds

The ball is thrown into play by the team who did not touch the ball last.

The ball must be thrown straight over the head.

All players are to be at least 2 metres away from the person throwing the ball.

A goal cannot be scored directly from a throw in.

Penalties

A player will be penalized for any intentional body contact; kicking, tripping, holding, rough & aggressive play etc.

Any infringement results in a free kick to the opposing team from the spot of infringement.

All players are to be 10 metres from the ball at the time of the free kick.

Goal/corner kicks

There will be no goal or corner kicks due to the length of match.

All balls to pass out of play (over the back line) are to be drop kicked by the goal keeper from inside the goal area.

All players are to be at least 5 metres away from the goal keeper.

Balls passing over the side line are to be thrown in from the side line by the opposing team.

Ties

In the event of a tied game an accuracy shoot out will be held.  No goal keeper will be used.

Each of the 6 players will line up on the half way line and shoot for goal.  These goal kicks will be alternated between the teams.  If there is a tie at the end of the shoot out the same will be played from the back line.

Thoughts on Competition
If God created everything, then he created competition.  The literal word for compete is to ‘strive together’, the idea of ‘co-competitors’ not opponents.  As iron sharpens iron – we need each other to maximise our gifts and glorify God.  “Iron sharpens iron and one person sharpens the wit of another.” Prov 27:17

There is no reason why Christians cannot compete to win and give 100% without any conflict with their faith.  It is not easy but it can be done.  Moreover, because of the great potential for the Christian to be a witness in and through sport, I would go further to say it should be done… It would seem that God is far less concerned with who wins than with many other aspects of the contest.



(Stuart Weir – What the Bible Says about Sport)

Has competition got a place in KidsGames?

This is an interesting question which is always going to prompt some energetic debate.  The key issue is how we view the concept of COMPETITION – is it a good or a bad thing?


As stated above, the word ‘compete’ literally means, ‘to strive together’.  That statement indicates more than one person is trying hard to achieve a goal.  If we carefully consider it, we realise that competition is not a bad thing – its just been coloured by how we have seen people respond to the situation in a negative way.


When we lay sport, we are choosing to test our abilities against another competitor.  We need competition in order to judge our own performance.  Moreover, for the best competition we need an opponent who can play at the same standard as ourselves.


However, competition does not only exist in sport, it features in most parts of our lives – education, employment, survival etc.  Life is competitive.   By participating in sport we learn to develop life skills.

What perspective should we take for sport in KidsGames?

We believe it is a very healthy thing to teach young ones how to compete well, the way God would want his people to.  Competitions that promote positive attitudes are a very effective way of helping young people to gain skills which will help them to overcome difficulties in other areas of their lives too.  


We can use competitive games that produce winners and losers, but through the process it is possible to instruct and model how to win and lose with grace, instead of gloating winners and sulking losers, but through the process it is possible to instruct and model how to win and lose with grace, instead of using gloating winners and sulking losers.  Let’s take the situations and show God’s way.

What Biblical points can we teach?

If we believe God is the creator; if God made everything, he made competition and our desire to compete.  In sport we need each other to maximise our potential and we need competition in order to maximise our gifts and perform to the best of our ability.  Christian competition is striving with all our might but within the rules and etiquette of the game.  It is striving to maximise the gifts God has given us in a competitive environment.  In John 10:10, God promised us ‘life…to the full’, we’re confident he will rejoice when we compete and reach our full potential.

We are made in the image of God and our purpose is to demonstrate and proclaim God’s image and presence in all we do.  Another way of expressing this is the ‘Golden rule’ of Matthew 22, where Jesus tells his followers the two great commandments.  And the second is like it: ‘Love your neighbour as yourself,’ (vv 37 – 39).  Another relevant scripture is Matthew 7: 12, ‘So in everything, do to others what you would have them do to you, for this sums up the Law and the Prophets.’  We are to treat our opponents, as we would like to be treated ourselves.

Applying the Golden Rule in competitive sport is a radical concept.  If we see our opponent, not as our enemy but our neighbour, and moreover a neighbour whom Jesus tells us to love as ourselves, it certainly effects our attitude to our opponent.  We treat our opponent with respect.  We play hard but do not seek an unfair advantage.

South African cricketer, Jonty Rhodes said:

‘I still don’t like to lose – being a Christian doesn’t mean you give second best.  I still believe God wants you to be the best that you can be – but for him and not for yourself.  I think that was the key for me.  I was no longer doing things for Jonty Rhodes; I was now doing things for Jesus.’

For the Christian, “success” is reaching one’s true potential – irrespective of the outcome of the game or life situation – which is important.  We need to rediscover what enjoyment is all about for, while it is obviously enjoyable to play well and win, it can also be enjoyable to play well and lose.  Success in God’s eyes is about participating to our potential and about enjoying the game no matter whether we’re the winner or loser.


For Christian sportspeople, living our life by the Golden Rule is our purpose in sport – as in all other aspects of life.  Winning and losing are by-products, not the main thing.  This is not to say winning or losing is unimportant.  Christians do not have to be lovable losers it is OK to be on the winning team.  The result of the game is a way of checking how we are progressing in the skills of sport.  However, if winning and losing is the only form of evaluating our performance on the sports field, we are in trouble.  We can play well but lose to a better opponent on the day – there’s nothing to be ashamed of in that!  Or, we might play really badly and win because the quality of the opposition was low – that doesn’t really mean that we’re a hero!

Kriss Akabusi, an English athlete finished third in the Olympics final of the 400 metres hurdles to Kevin Young in 1992, he said:

‘That day proved that I could not be the best.  I had to be satisfied with just doing my best.  But Kevin Young and I had one thing in common that day.  His gold medal and my bronze each represented the best that we could be in our field of expertise.’

In Summary

When we choose to use competitions in KidsGames, we need to be careful about it – make sure that we reflecting Christ’s standards, not what the rest of the world does.

The New Testament writers use a number of sports illustrations.  In none of these is there an explicit or implicit condemnation of sporting competition.  If God considers sport to be evil, I don’t believe that the Holy Spirit would have included those examples in the writing of scriptures.

Use competition well, and be part of the process of raising young Christian sportspeople who can truly impact our world by being a positive witness to Christ.

Missing Out:


More often than out, children will miss out on making the sports teams that represent your area in the Closing Ceremony.  In order to avoid hurt feelings of ‘I’ve missed out’ here are some suggestions to make everyone feel that


1)  They are a part of the team


2)  That they still have had an opportunity to compete

*
When you have more children than you do available spaces on teams, build up the excitement of the last day before the closing ceremony.  On this day, have teams play off against each other for the prize of competing at the closing ceremony.  When an emphasis is placed on this day more than the closing ceremony, the children do not feel as bad because they have felt a part of the process.

*
For those that miss out, tell them that there are still many important jobs that need to be done on and for the closing, such as banner painting, cheering etc.

*
Make the children feel a part of the team.  Make up ‘special’ jobs for them to do, activities for them to help in etc.

*
Get your region to run a ‘fun area’ at the closing ceremony which consists of relay races and activities.  This allows children that are not in teams to have something to do at the closing ceremony and they do not suffer from ‘idle hands’.  They get to have fun and are distracted from the fact that they are not on the sporting teams.

*
Emphasise the point that the aim is to try your best and be a good sport.  Reward the children that realise this with verbal praise and special awards such as a ‘good sport’ award.

Teaching Sports Skills
Beginners

Most of the children involved in KidsGames are in the ‘beginner’ category.  The ability of the beginner to learn a new physical skill is influenced in part by their sporting experiences, their attitude toward sport and play as well as their physical condition to practice.  Beginners tend to:

· Be attentive to too many cues

· Think and worry about too many things

· Lack the ability to set realistic expectations for the activity

· Have difficulty handling too many instructions at a time

· View each learning experience as being completely new and unrelated to previous learning experiences

· \Lack confidence in their ability to learn new physical skills

To assist, leaders should:

· Focus the participants attention on the most important aspect of the task

· Clearly demonstrate the activity

· Identify similarities between current and previous activities

· Provided a range of experiences which will be successful and positive

Managing Participant Behaviour

Establishing and maintaining a productive working environment is an important part of the sports leaders’ responsibilities.  The following strategies have been found to be effective in managing behaviour.

· Plan for maximum activity by participants

· Move about the activity area

· Provide ample equipment to increase practice time and decrease waiting time

· Keep group numbers small

· Avoid games which eliminate participants

· Set up equipment before beginning the session

· Plan activities in which students can be successful (with consideration, however, of some activities that are modified for the Theme Sports and Games)

Demonstrating
Demonstrations are valuable to communicate information efficiently.  This results in clearer communication of information to more participants in less time.

· Gain and maintain participants’ attention

· Organise participants do they can see and hear:

· Avoid competing noises and activities

· Isolate equipment

· Select a good position (consider sun, glare, wind, amount of space)

· Limit the time spent in presentation.  A maximum of 60 secs for verbal presentations

· Limit the information and use language participants can understand.  Talk slowly.

· Use correct skill and activity format

· The first demonstration should present the activity in full (correct speed and within a drill or game context)

· Use short verbal cue or phrase to highlight the critical element of the demonstration.  Emphasis only one or two critical elements of the demonstration.

· Ask participants to perform their interpretation of the initial demonstration

· Emphasise relevant safety associated with an activity

Group Practices

Arranging children into groups introduces variety to a session, allows for sharing of equipment, encourages the development of relationships within a group, increases fun and can accelerate learning.

When arranging groups, leaders should:

· Create maximum participation opportunities

· Encourage the child to become responsible for his/her own efforts and performance

· Allow children to determine a target of attainment as this develops a sense of responsibility and initiative

· Allow social interaction to occur

· Consider aspects of ability, gender and friendship

· Encourage cooperation and attainment of goals through problem solving activities where possible

Commands for small groups

Use clear and consistent commands to organise small groups quickly and easily:

· Form a pair with a person of about the same size

· stand with another pair and form a group of four

· Form groups of three

· Two to a ball

· Three to a ball

· Four groups of three in each corner of the half court

Particulars for Learning Sports Activities

· Knowing the activity inside out.  Practice the activity with other leaders.  Know the rules and picture the facilities, equipment, children, safety and other practical concerns.

· Create an inclusive, up tempo, fun environment.

· Outdoor principles:

· sun: have the sun neither in the eyes of yourself or the children, have it on the side

· voice: when outdoors, you need to project your voice more than inside

· cues:  establish a consistent cue to get the attention of the children.  A whistle is good when the group is spread out.  Hands on head or hands raised when in eye contact.  A key word could be used such as FREEZE!

· Grouping – avoid two ‘captains’ that choose the best players and leave the others.  Quick and simple is to number children off or have them form groups of a certain size.  In some activities include children of different ages to create even teams.  In others, separate for safety purposes.  Work with smaller groups to allow each child to be involved and not waiting.

· Weather – always have a bad weather plan.  A large indoor venue or a change or adapted activity for a smaller indoor space to move around.

· Equipment – ensure that all equipment is safe.  One type of ball can be used for several sports if required.  School and sports associations may be able to loan equipment.  Consider smaller equipment for younger children.

· Spacing – a grid system can be useful to arrange space.

Explanations and demonstrations; Use a correct physical demonstration by yourself or a child as well as a verbal explanation.  Keep explanations and rules brief: 3 points at a time.

Safety and Care
Best practices for KidsGames

· Warm up and stretching

· Development of skills and techniques

· Fitness

· Obey the rules

· Playing area and facilities – check for loose sand, holes, cracks, obstructions or water

· Organise activities so that participants move and propel objects in one direction or away from each other

· Avoid using a wall as a start or finish line

· Limit the number of participants in a given area

· Use appropriate (i.e. small risk) equipment

· Check equipment regularly

· Protective devices – mats, protective clothing 

· Appropriate footwear and clothing (use of hats and sunscreen)

· Supervision

· Fluid replacement – plenty of water available and nearby

· Manage existing injuries properly

· Avoid strenuous activities if injured

· Balanced competition

· In the event of an accident, teach a signal for attention and a routine for action

· Common sense!
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