	Name of Activity: Jewel Thieves 


Suggested Grade Level: 3-4 

Materials Needed: 1 basket or crate, at least 2 soft objects per student or "thieve." 

Description of Idea
This activity must be done walking at first as the locomotor choice of moving. 

All but 3 students are jewel thieves. Three designated students are "guards" (roughly 1 guard for every ten jewel thieves, so there could be more than 3, depending on class size). The jewel thieves lost all of their loot while trying to escape from the guards. They must retrieve their loot and take it back safely to the hideout (which is inside center court).

The jewel thieves begin in the hideout (center court). The guards begin outside of center court. Soft objects (jewels) are placed around the outer boundry (sidelines and endlines) of the court. A crate or basket remains in center court. On the signal, the jewel thieves have to go and collect their loot, one piece at a time. If they are tagged by one of the guards while retrieving their loot they must freeze. Other students can free their "Jewel-mates" by crawling between their legs. Guards are not allowed inside center court at all. Once all of the "jewels" are retrieved the game is over. It can then be played again with a different set of guards.

***We play this outside with 4 guards; two at each end of the play yard. The “jewels” are those balls used at Chuck E Cheese or other such places in a ball pit where kids jump and play. They are cheap and durable. We divide the balls into four hula hoops: one for each guard. THE KIDS LOVE THIS GAME! It is the most frequently requested game.

NAME OF ACTIVITY: Toilet Tag 

GRADE LEVEL: K-6 

EQUIPMENT: None 

HIGHLIGHTS: Running, Evading, Safety in large group movement. Any exercise  

INSTRUCTIONS: Select 1-3 students to be the "its" (depending on class size and area).  To start the game, I have the "its" stay near me, as the rest of the class scatters about the playing area.  On my signal, the "its" will attempt to tag the players.  When a player is tagged, he/she must assume a toilet position (one knee on the ground and the other knee up, one arm straight out to the side).  The tagged player must remain frozen in this position until they are rescued by another player.  To be rescued, a player must sit on the knee of the frozen player, grab their straight arm and make a WHOOSH sound while pulling the arm down to simulate the flushing of a commode.  Once a player flushes the toilet of a frozen player, the frozen player is freed.  Personally, I play once a player is tagged three times, they come to the sideline, get a vest and re-enter the game as an "it".  The game ends when a certain time limit has been met or when all players are frozen.
     If you want to have winners, there are several options:
          1.  The last 1 or 2 players to be frozen are the winners.
          2.  All players that are not an "it" at the end of the game are declared the winners.
          3.  At the end of time, if there are still players unfrozen, the players win.  If all the players are frozen by the "its" then the "its" win.
     However you decide to play this game, the students will enjoy it.  Personally, I will select the last two players to be frozen, as "its" for the next round. 

***Much to my dismay, this game is a huge hit too. It is the second most requested game.

Ship, Shore, Deck
Sent in by: Justin of MI

Ahoy Mateys! Welcome aboard the good ship ZOOM!

This game is for 4 or more players and should be played in an open area.

One player is the captain of the ship, and the rest of the players have to follow her orders.

The captain gives four commands. When she says "ship," players have to run to the right.

When she says "deck," players have to run to the middle.

When she says "shore," players have to run to the left.

And when she says "hit the deck," players have to run to the middle and lie down on their stomachs.

If a player makes a mistake, he's out.

The last player left at the end is the winner.

Ready, set... bon voyage!

***There are a whole bunch more instructions to this game, but the kids know the game, so I have always relied on them. 
Relay races are an awesome activity. We do things like have them run backwards, skip, jump, gallop, run forwards, walk, etc. We set up a track with four cones, and divide the kids into teams. I use team captains to choose teams. Kids who do not participate are encouraged to sit and cheer on the teams. Typically, everyone participates because I bribe them with a small piece of candy, like a Laffy Taffy, just for playing.

Obstacle courses are another favored activity. We use cones, jump ropes, and balls to come up with different variations. We again use teams and encourage everyone to participate. For kids who do not eat candy, we have a stash of non-edibles, such as erasers, pencils, stickers, etc. (At the end of the year, teachers donate a ton of their leftovers to us. At Halloween, we collect left over, wrapped candy. It is budget friendly.)

Balloon games are also a nice alternative. 

Sitting balloon volleyball is great. We just use cones and a single balloon for each game. The rules and set-up are similar to a regular volleyball game.

Balloon dodgeball is a great and safe alternative for dodgeball. (Also, rolling dodgeball is a good alternative for dodgeball. An adult rolls the ball at the kids in an effort to get them out.)

Other games:

Four- Square

Kickball

Frisbee games (any game you make-up makes them happy)

We also do a variety of art projects. Paper plates can be made into just about anything. There are tons of projects online. 
