Quality Lunchtimes

Games to play

1. Creeping up on Grandma / Grandpa

2. What’s the time Mr Wolf?

3. ‘Red’ Letter

4. L O N D O N London

5. Dragon Treasure

6. Star Bright

7. Chain Tag

8. Stuck in the Mud

9. P Pot Poison

10. Run The Gauntlet

11. Jack, Jack may we cross the coloured water?

12. Have you ever seen a lassie (Laddy)?

13. Queenie, Queenie who’s got the ball?

14. Puss in the Corner

15.  In and Out The Dusty Bluebells

16. Fishes Swim

17. Cat and Mouse

18. Oh The Grand Old Duke of York.

Skipping

Short Rope

1. Basic 2 foot jumping

2. X it’s (Cross feet and back!)

3. Twister

4. Heel Toe Tap

5. Can Can

Long Rope  (2 Turners)

See sheets

Elastic Skipping

Hopscotch ( See Sheet)

Parachute Games (See Sheet)

Playground Games 

1. Creeping Up on Grandma / Grandpa (Key stage 1)

· Everybody stands at one end of the playing area.

· Someone is chosen to be Grandma / Grandpa.

· The chosen person goes to the other end of the playing area with their back to the other players.

· The other players take it in turns to try and creep up on Grandma/pa and try to touch their shoulder.

· If Grandma/pa hears someone they call out “I hear you” and that player has to go back to the others and the next player attempts to creep up on Grandma/pa.

· If a player is successful in touching Grandma/pa they become Grandma/pa.

2. What’s the Time Mr Wolf? (Key stage 1 and 2)

· One person is chosen to be Mr Wolf and stands at the other end of the playing area with their back to the rest of the group.

· The rest of the group call out “ What’s the time Mr Wolf”?”

· Mr wolf turns to face the group and shouts e.g. 2 o’clock.

· The group then takes two steps forward.

· Mr Wolf turns away and the cries again “What’s the time Mr Wolf?”

· Mr Wolf continues to call out different times and the others must take the corresponding steps.

· If Mr Wolf calls out “Dinner Time” he chases after the rest of the group who try to get back to their start line.

· Whoever gets caught becomes the next Mr Wolf.

3. ‘RED’ Letter (Key stage 1 and 2)

· Players choose a leader
· The leader decides which letter of the alphabet is to be the ‘Red Letter’.
· Whatever letter is chosen, that letter cannot be used in the game.
· The leader calls out a letter and if any of the group has that letter in their name they can take one step forward, if they have the letter twice in their name they can move two steps forward etc etc.
· The first person to reach the leader becomes the next leader.

4. L O N D O N London. (Key Stage 1)

· Children choose a leader.

· The leader stands at the other end of the playing area with their back turned to the other players and their eyes closed.

· The leader spells out (Loudly) L O N D O N London and turns around quickly.

· Whilst the leader is ‘spelling’ the rest of the group attempt to get as close as they can to the leader. When the leader turns around they open their eyes, if they see anybody moving those persons must return to the start.

· The players must stand like statutes until the leader turns around and begins to ‘spell’ again

· If any of the players reach the leader, they swap and the game begins again with the new leader.

5. Dragon Treasure

· One person (the dragon) sits with their back to the group.

· Treasure (bean bags etc.) is spread out behind the dragons back.

· From the ‘home’ line players attempt to creep up and take the dragons treasure.

· Players must freeze when the dragon turns around.

· If players are seen moving they must return to the home line.

· The dragon chases players if they are able to take some treasure.

· If they can get across the home line before the dragon catches them they are safe and you can change the dragon.
6. Star Bright

· One person is chosen to be the ‘star’ and stands at one end of the playing area facing away.

· Others stand opposite and walk towards the star saying, “Star light, star bright. Are you coming out tonight?”

· The ‘star’ answers, “Yes” or “No.”

· If they say, “Yes”, the ‘star’ turns around, chases the other players and tries to tig one player.

· The ‘tigged’ player then becomes the new ‘star’.

· If the ‘star’ says, “No,” the players call out the rhyme until the ‘star’ says, “Yes.” 

7. Chain Tag

· Choose a player to be ‘it’.

· When ‘it’ catches another player, join hands and chase the other players together.

· Continue until a chain of four players is made.  Split into two pairs

· The last player to be caught is the winner.

8. Stuck in the Mud

· Choose a player to be the ‘chaser’.  

· A player who is caught by being ‘tigged’ by a chaser must stand still with arms outstretched.

· They can only be allowed to join back in the game once another player has run underneath the outstretched arms.

· Therefore the ‘chaser’s’ role is to capture all the players and also to guard all the captured players so they cannot be released.

9. P Pot Poison

· Choose a player to be the ‘chaser’.  

· They begin by holding out their hands.

· Each player takes hold of a finger and stretches as far away as possible from the ‘chaser’, ready to run.

· The ‘chaser’ says, “I went to the shop and bought a bottle of vinegar,” (or any other item).

· If the ‘chaser’ says, “I went to the shop and bought a bottle of POISON,” players need to run away from the ‘chaser’ who will be trying to catch one of the players.

· The player who is caught becomes the ‘chaser’.

10.   Run the Gauntlet

· Choose a leader, known as the ‘Gladiator’, who stands in the centre.

· Other players stand in the outer areas.

· The players shout together, “Gladiator, may we run the gauntlet?” and the Gladiator replies, “Not unless you’re wearing the colour…” (Variations can be used e.g. “Has a birthday in June,”).

· Any players wearing the chosen colour may cross freely to the opposite side.

· The remaining players must try to cross while the Gladiator tries to tig them.

· Anyone who is ‘tigged’ should join the Gladiator in the centre and help to catch the remaining players.

· The game continues until one player is left.  This player becomes the new Gladiator.

11.   Jack, Jack May we Cross the Coloured Water?

· Choose a player to be ‘Jack’ who stands at the opposite side of the playing area.

· Other players chant, “Jack, Jack may we cross the coloured water?”

· Jack says, “Yes, if you are wearing e.g. the colour blue.”

· Any player wearing blue steps forward once.  

· Continue with other variations until a winner gets to the other side.

12.   Have you ever seen a Lassie (Laddy)?

· Players stand in a circle.

· The player in the centre of the circle jumps or skips. 

· The players on the outside of the circle copy whilst (*e.g.) crossing their hands and back on their knees and singing,

“Have you ever seen a Lassie (or Laddie), go this way or that way,

Have you ever seen a Lassie go this this way or that.

Go this way, go that way,

Go this way, go that way,

Go this way, go that way,

Go this way or that.”

· *The next player continues using another type of movement

13.  Queenie, Queenie, Who’s got the Ball?

· The player chosen to be ‘Queenie’ stands with their back to the other players and throws a ball backwards over their head.

· Other players try to catch the ball.

· When a player has the ball all other players put their hands behind their back and chant,  
“Queenie, Queenie, who’s got the ball? 

Are they short or are they tall?  

Queenie, Queenie, who’s got the ball?”
· Queenie turns around, chooses a player and says, “Have you got the ball?”

· If Queenie guesses incorrectly, that person becomes the Queen.

· If Queenie guesses correctly, they throw the ball again

14. Puss in the Corner

· Four players make a square, one at each corner.  The fifth player stands in the centre and aims to get their own corner.

· The players in the corners have to change places.  They can call out or signal to the player they want to change with. 

· As they change the player in the middle tries to run to an empty corner.

· The new player without a corner becomes ‘Puss’ and stands in the middle.

· If Puss is having trouble getting a corner they can call out, “All change!” Then all five players scramble for the four corners.

15. In and Out the Dusty Bluebells

· Players stand in a circle, holding hands with their hands up high to make an arch.

· A player is chosen to begin the dance.

· Players sing, 

“In and out the dusty bluebells.  

In and out the dusty bluebells, 

In and out the dusty bluebells.  

Who shall be my partner?

Tippitty, tappitty on your shoulder

Tippitty, tappitty on your shoulder

Tippitty, tappitty on your shoulder

You shall be my partner.”

· The dancer weaves in and out of the arches.

· On, “You shall be my partner,” the dancer stops and taps whoever is closest on their shoulder.

· This player holds hands with the first dancer and as the song begins again both continue to weave in and out of the arches.

· Each time the song starts the remaining players hold hands with the player next to them.

16. Fishes Swim

· Players stand in a circle, holding hands.  Three players are ‘fishes’ and must stand out of listening range while the group chooses a number.

· When a number is chosen the group raise their hands to form arches around the circle.

· The fishes return and weave in and out of the arches whilst the group count together.

· When the group reaches the number they have chosen, they drop their hands to trap the fishes.

· The fishes within the ‘net’ become part of the net and the others are chosen to join the fishes who are not caught.

17. Cat and Mouse

· Players stand in a circle, holding hands.  

· One player is chosen to be the ‘cat’ and another to be the ‘mouse’.  This game can be played with two ‘cats’.

· The cat stands outside the circle and the mouse inside.

· The cat has to try to catch the mouse by getting into the circle.

· The players in the circle try to keep the cat away from the mouse by blocking the way.

· They can help the mouse by raising their arms to let them in and out of the circle.

18. Oh, The Grand Old Duke of York

· Players stand in a circle and sing (slowly at first)

· "The Grand Old Duke of York
He had ten thousand men, 
He marched them up to the top of the hill, 
Then he marched them down again. 

And when they were up they were up, 
And when they were down they were down, 
And when they were only half way up
They were neither up nor down!"
· When players sing the word, “UP” – stand up straight and hold

· When players sing the word, “DOWN” – crouch right down low and hold
· On “ONLY HALF WAY UP” – half-crouch and hold
· On “NEITHER UP NOR DOWN” – move up and down quite fast.
· Players get faster each time the song is sung.
· Last player standing wins
 

SKIPPING (Short Rope)

1. Basic two-foot jump

·   Take off and land with both feet together.

·    Keep knees soft on landing.

·    Keep jumping height low.

2.  X-its

·    Jump with feet shoulder width apart.

·    Bring feet together and cross them.

·    Alternate the foot that crosses in front.

3.  Twister

·    Twist hips to one side.

·    Twist hips to other side.

·     Keep upper body facing forwards.

4.  Heel Toe Tap

·    Tap one heel out in front.

·    Tap toe of same foot out in front

·     Repeat with the other foot.

5.  Can-Can

·    Lift one knee up high.

·    Jump with both feet together.

·    Kick the same leg out in front.
·    Repeat with the other foot.
SKIPPING (Long Rope)

1.  Getting In

·    Stand beside the turner.

·    When the rope is turning away, run in when it clips the floor.

·    When the rope is turning towards, run in when it is at the highest point.
2.  Getting Out

·    Run towards the turner.

·    Go as soon as the rope has been jumped.

·    Keep upper body facing forwards.
3.  Inside Out

·    Stand in the long rope with a short rope.

·    Face away from the turners.

·    Skip in the short rope inside the long rope.
·    Watch the turner’s hand to get the rhythm.
4.  Mates

·    Skippers enter the rope in turn.

·    All face the same direction.

·     Stunts can be tried together
·    How many skippers can skip together?
5. Under the Moon

·    Turn the rope towards the players waiting to skip

·    Stand beside one of the turner.

·     As the rope passes in front and clips the floor run ‘under the moon’.
·    Continue running around the turners in a figure of eight to run ‘under the  moon’ again

·   Remember to enter and exit the rope on a diagonal.  Enter from beside one turner and exit close to the other turner.

6. Skipping Rhymes



a) ABC
ABC – This game is a fortune telling game.  Two turners turn the rope as the player jumps.

Skippers can continue to spell HELP as they jump and when they miss a letter     again they do whatever is required for that letter, OR

Strawberry, shortcake, treacle tart

Tell me the name of my sweetheart

A B C D E………….

The letter the player fails to jump the rope on is meant to be the initial of their sweetheart.

b) Teddy Bear, Teddy Bear

The two turners turn the rope and the skipper jumps the rope and chants the following rhyme,

Teddy Bear, Teddy Bear touch the ground (touch the ground while skipping)

Teddy Bear, Teddy Bear turn around (turn around)

Teddy Bear, Teddy Bear climb the stairs (pretend to walk up the stairs while skipping)

Teddy Bear, Teddy Bear say your prayers (join hands to say prayers while skipping)

Teddy Bear, Teddy Bear turn off the lights (reach up to turn off the light while skipping)

Teddy Bear, Teddy Bear say goodnight (wave and say, “Goodnight” while skipping out of the rope)

The next skipper comes in to start the rhyme again.

c)  I’m a Little Bumper Car

I’m a little bumper car

Number thirty eight

I went round the cor-ner

And put on my brakes

The word ‘corner’ is pronounced slowing to allow the skipper to run out of the rope, round one of the turners and back again.  Then the skipper then catches the rope between their feet.

d) Vinegar in the Bottle

Vinegar in the bottle, vinegar in the bottle,

Pour it out, pour it out, vinegar in the bottle.

Biscuits in the tin, biscuits in the tin,

Eat them up, eat them up, biscuits in the tin.

Fly on the wall, fly on the wall,

Knock it off, knock it off, fly on the wall.

Jelly on a plate, jelly on a plate,

Wibble, wobble, wibble, wobble, jelly on a plate.

e) All in Together

All in together, this fine weather,

January, February, March, etc.

(Players run in on their Birthday month).

All in together, this fine weather,

January, February, March, etc.

(Players run out on their Birthday month).

f) Donald Duck and Mickey Mouse

Donald Duck and Mickey Mouse,

Built a house underneath the sea.

Said Donald Duck to Mickey Mouse,

What number shall it be?


     (1, 2, 3, 4, etc. getting faster)


   g) Not Last Night but the Night Before



Not last night but the night before, 



Twenty four robbers came knocking on my door.



They called me out and they called me in,



And this is what they said to me:



Spanish dancer turn around (turn around),



Spanish dancer touch the ground (touch the ground),

Spanish dancer do the kicks (Can-Can kick),

Spanish dancer do the splits (as rope clips the floor, jump with legs shoulder width apart.  The rope should end up between the skipper’s legs).

7.  Elastic Skipping
·    Take one elastic skipping rope – 2cm wide, 3m long to make a loop.

·    Two players stand inside the loop with the elastic taut around their ankles.

·     A third player performs a series of hops and jumps, chanting appropriate                       rhymes. 
·     Suggested sequence and rhyme: 

“Chocolate cake, when you bake,

How many minutes will you take?

One, two, three, four.”

On ONE: jump up and land with left foot outside the elastic loop and right foot inside.

On TWO: jump up and land with both feet together inside the elastic loop.

On THREE: jump up and land with both feet outside the elastic loop.

On FOUR: jump up and land sideways to the elastic with left foot on top of the back elastic and right foot in front of the front elastic.

When finished, the height of the elastic is raised to the knees, then thighs, then waist.

If the player does not make the correct jumps, it is the next players turn.
8.   Skipping Game - HELP
·    Take two skipping ropes for double dutch.

·    H-E-L-P (one jump for each letter.  The ropes spin faster and faster until the jumper misses on a letter.  The jumper must do whatever is required at that letter:

H – Highwaters (rope does not touch the ground).

E – Eyes closed or Easy over (rope twirls slower than usual).

L – Leapfrog (jump like a frog).

P – Peppers (rope twirls quickly).

·  Skippers can continue to spell HELP as they jump and when they miss a letter     again they do whatever is required for that letter, OR

·  The next jumper can do what is required of the letter the previous skipper missed on, OR

· They can simply jump until they miss at which point the next jumper will start at the beginning, OR

H – Hot pepper (the rope twirls fast).

E – Elevator (the rope goes up).

L – Limbo (the rope goes down when the jumper comes down.

P – Popcorn (the rope is ‘wiggled’ and the jumper has to go under it).

9. Hopscotch





· Throw a small stone onto square ‘1’.

·  If it lands on the correct square, hop on the single squares and jump on the double squares (landing on one foot in each square) avoiding the square with the stone in it until square ‘10’ is reached.
· Turn around and return in the same way, collecting the stone on the return journey.
· Do not step on any square in which there are stones.
· Continue from squares 2-10.
· A ‘misthrow’ is when you aim for the stone to land on a certain square but it misses. If this happens place the stone back on the previous numbered square.  The next player then takes a turn.
10.  Parachute Games

a) Parachute Popcorn

·  Stand evenly around the outside of the parachute facing in towards the centre and holding the parachute taut.

·  Place one ball in the middle of the parachute and make it bounce around by moving arms up and down causing the parachute to ‘ripple’.
· Add more and more balls shaking them with different levels of energy to make them ‘pop like popcorn’ up into the air.
b) Parachute Basketball
· Place two old bike tyres on the parachute along with two different coloured balls.

· Divide into two teams.  Each team should position its members around opposite sides of the parachute.
· Decide which colour ball and tyre belongs to each team.
· The aim of the game is for each team to be the first to score a basket by getting their ball to land in their tyre.
· Each time the game begins by both balls being thrown up into the air above the parachute.
c) Parachute Mushroom

· Stand evenly around the outside of the parachute, kneel on the ground and hold the parachute taut.

· When you hear the leader’s signal, stand up together and lift the parachute high above the head.  A giant mushroom shape should be formed.
· Walk towards the middle, the parachute will rise up even higher.
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