
Four Square! 

Group Size:  4 or more 
Equipment:  Bouncy Balls 

 

Before You Start:  
• One player is in each square and the other players wait in line. 
• The player in square A or 1 is the server. That player begins the play of the game. 

 

Set Up:  
A standard 4-square area is one large square, 10’ x 10’ divided into four smaller squares (5’ x 5’), and 
each box is labeled A, B, C, D or 1, 2, 3, 4. The box labeled A or 1 contains a smaller service box (1.5’ x 
1.5’) located in the far outside corner of the square. 

 

How To Play:  
• Play begins when the server drops the ball once into her/his square then hits it into a different square 

(serves the ball). The server must keep both feet in the service box until the serve is completed. 
• The ball can only bounce once in any square. 
• Each player needs to hit the ball with any part of his/her hand into an opposing player's square after it 

has bounced only once in their his/her square. 
• If the ball lands on a line, or goes out of bounds before it bounces, the player who hit the ball needs to 

return to the waiting/cheering line for another try. If a player hits the ball and it bounces again in 
her/his square, s/he also needs to return to the waiting line. 

• If a player catches or holds the ball, that player needs to return to the waiting line. 
• If the ball bounces more than one time before it is hit into another square, the player who let the ball 

bounce needs to return to the waiting line for another try. 
• If the ball is returned before it is allowed to bounce, the player who returned the ball early needs to 

return to the waiting line. 
• Anytime a player moves out of the game into the waiting line, a square is left open. The person in 

front of the line advances to square D or 4, and the remaining players advance to close the gaps 
between A or 1 and D or 4. 

 

Variations:  
• Allow less skilled players to catch and release the ball. 
• Two players can cover one square, working as a team. 
• Use two 4-square courts next to each other for a game of 8-square. 
• To focus more on jump rope and hula hoops skills as well as learn the rotation order on the court, put 

either one jump rope or one hula hoop in each of the 4 squares. Have one student step into each 
square. Have the student in A or 1 say ‘go’ and see how long each student can jump rope or hula hoop. 
  

https://www.playworks.org/playbook/games/4-square


Cops and Robbers (variation) 
 
START UP:  Players should define a field of play with two end lines and choose two 
even teams of cops and robbers.  The cops all line up on the end line of the field 
and close their eyes.  The robbers begin at the opposite end line on the field. 
 
OBJECT: The cops try to capture all the robbers. 
 
PLAY:  Play begins when the cops turn around and close their eyes and the robbers 
begin to move toward the cops.  The robbers try to get as close to the cops as 
possible without being heard.  The cops, keeping their eyes closed, try to hear the 
robbers get closer.  At any time, a cop can call out, “robbers!” When that is called 
out, all the cops can open their eyes.  The cops then try to tag the robbers.  The 
robbers must then run back to their end line on the field before being tagged.  If a 
robber is tagged, he or she is out of the game.  If, however, a robber makes it all 
the way across the field to the cops’ end line before “Robber!” is called, he or she 
cannot be tagged in that round.  The rounds continue until one robber is left.  That 
robber is the winner.  The cops and robbers then switch teams and a new round is 
played. 
  



GHOST IN THE GRAVEYARD 
 
START-UP:  Players define boundaries, “the graveyard,” choose a base (such as a 
fence of lamppost), and select a “ghost.” 
 
OBJECT:  For the ghost to catch players before they reach base. 
 
PLAY:   The game begins when everyone but the ghost closes their eyes to 
count while the ghost runs to hide.  The group can count to 50, but tranditionally 
the group counts together as follows: 
 

“One o’clock, two o’clock, three o’clock o’rock. 
Four o’clock, five o’clock, six o’clock o’rock. 
Seven o’clock, eight o’clock, nine o’clock, o’rock. 
Ten o’clock, eleven o’clock, twelve o’clock, o’rock midnight!” 
 

 Then the players spread out and search for the “ghost in the graveyard.”  If a 
player spots the ghost or if the ghost jumps out, the player who sees him or her 
first instantly yells, “Ghost in the graveyard!”  Once this is called, everyone tries to 
reach base before being tagged by the ghost.  If a player touches the base, he or 
she is safe from being tagged.  The first player the ghost tags is the ghost for the 
next round.  If everyone makes it to base safely, the same ghost hides again.  Play 
continues as long as players want to play. 
 
  



KICK THE CAN 
 
EQUIPMENT: 1 can.  Tin cans are best because they will not blow over with the 
wind, but a soda can, empty bucket, etc. can be substited. 
 
START-UP:  Players should set boundaries, choose two teams, and set the can in a 
safe place in the center of the boundaries.  One team is designated as the kickers 
(offense) and the other as the chasers (defense). Players can alter how many 
kickers and chasers there are to vary the difficulty of being on offense or defense. 
 
OBJECT:  The chasers try to tag all the kickers and the kickers try to kick the can. 
 
PLAY:  The chasers huddle around the can, close their eyes, and count to a number 
(usually 50) to give the kickers a chance to disperse and hide.  The chasers then try 
to do two things: to find and tag the kickers and to protect the can.  If a chaser 
manages to tag a kicker, that kicker is out for the round and must wait on the side 
until the round ends.  The chasers win if all the kickers are successfully caught 
before the can is kicked.  If a kicker manages to reach the can and kick it without 
being tagged, the game is over.  The kickers win.  After a winner is found, everyone 
is called to return to the middle.  Switch teams and begin a new round.  One round 
at a time can be played, or the teams can play a series, in which a point is earned 
for every time the can is successfully kicked. 
 
  



SARDINES 
 
START-UP:  Players should define boundaries and choose someone to be it. 
 
OBJECT:  To find the It as soon as possible and to hide with him or her. 
 
PLAY:  Play begins as the It runs and hides.  Everyone else counts to sixty with their 
eyes closed.  Once sixty is reached, the players scatter to search for the It.  If 
someone finds the It, instead of calling out, that player hides with It.  Play 
continues until everyone has found the original It and has packed into the hiding 
place like sardines.  Then the last player who found the original It is It for the next 
round.  A time limit should be set of about 10-15 minutes in case someone cannot 
find the It’s hiding spot.  If more than one player is left after the time limit, each 
remaining player is It for the next round and will hide together.  Players can play as 
many rounds as desired. 
 
  



BASE RUSH 
 
EQUIPMENT:  bases, 1 less than the number of children playing 
 
START-UP:  Players define a starting line and an ending line.  The bases are then set 
up along the ending line.  There should be one less base set up than there are 
players. 
 
OBJECT:  To be the last player remaining. 
 
PLAY:  Everyone lines up at the starting line.  One player says, “Ready, set, go!” and 
everyone races for the end line.  A player becomes safe by getting to and standing 
on one of the bases.  No fighting for the bases is allowed; the first player there 
gets to stay on the base.  Only one player can safely land on each base, so that one 
player will not find a base and is eliminated.  One base is then removed and 
another round begins.  This continues until there is only one player left, who is the 
winner. 
 
  



BRITISH BULLDOG 
 
START-UP:  Players choose two lines for boundaries, about 30 or 40 feet apart, and 
designate sidelines that cannot be crossed.  Players also choose one player to be 
the bulldog.  All players then line up on one side of the play area.  The bulldog 
begins in the middle of the two lines. 
 
OBJECT:  To be the last person captured. 
 
PLAY:  The game begins when the bulldog yells, “British bulldog!”  Everyone then 
attempts to cross the field to the other line without going out of bounds.  While 
players cross, the bulldog tries to capture people and make them bulldogs also.  
The bulldog accomplishes this by touching the runners.  Everyone who was safe 
lines up again.  When everyone is ready, the bulldogs yell, “British bulldog!”  and 
the process repeats.  This continues until only one person is left uncaptured.  This 
player is then the winner and the initial bulldog for the next round. 
 
  



CATS IN THE CORNER 
 
EQUIPMENT:  1 playground ball for every four players 
 
START-UP:  Players should define a large square field with four distinct corners.  
One out of every four people is chosen to be in the middle of the field. Each of 
these players starts with a ball and must stand in the center of the square.  
Everyone else is a cat, and all players go to the same corner to begin. 
 
OBJECT:  To be the last cat in the game (for cats), and to hit the most cats (for 
players in the middle). 
 
PLAY:  One Of the players in the middle announces loudly, “Cats get a corner.”  The 
cats must then all run to the next corner in the counterclockwise direction.  They 
can run fast or slow, individually or in a big group, but they all must run in the 
counterclockwise direction to the next corner.  While the cats are between 
corners, the player in the middle try to hit them with the balls, but they must stay 
in the center of the square while throwing.  While the cats are still in a corner, they 
cannot be hit.  If a cat is hit with a ball, he or she is out and must go sit by the 
person who hit him or her.  Once a ball is thrown, that ball cannot be thrown again 
until the next turn.  Once all the cats have run and all the balls have been thrown, 
the balls are then retrieved by the throwers and they return to the middle.  Once 
all the cats have safely arrived at the next corner or have been hit and seated, a 
player in the middle again announces, “Cats get a corner.”  The cats run to the 
next corner and the process repeats.  This continues until only one cat is left.  The 
last cat is the winner of the cats.  The person in the middle who knocked out the 
most cats is the winner in the middle.  Choose new players for the middle and 
begin again.  If there are only enough players for one person to be in the middle, 
the last cat is the winner and begins the next round in the middle. 
  



CLUB BALL 
 
EQUIPMENT:  1 playground ball and 1 cone called “the club” (or bowling pin, large 
can, tennis ball can, etc)  
 
START-UP:  Players should form a circular or square boundary and place the club in 
the middle.  Players choose one person to be the first protector.  The protector 
enters the playing boundaries with the ball.  Everyone else gathers outside the 
boundary. 
 
OBJECT:  To knock over the club and be the protector. 
 
PLAY:  The protector starts the game by rolling the ball out of the playing area.  
Without entering the boundary, each player tries to obtain the ball.  Then, by 
rolling the ball or kicking it softly, players try to knock over the club.  The protector 
can do anything necessary within the boundaries to block the ball and keep it from 
knocking down the club.  The protector cannot touch the club itself.  If the ball is 
blocked or misses the club, another player grabs it and tries to knock over the club.  
Players are not allowed to enter the designated boundaries at any time.  If the 
protector grabs the ball or if it stops inside the boundaries, the protector must toss 
it out to an outside player.  If a player causes the club to fall, by hitting it with the 
ball or causing the protector to knock it over, then that player becomes the 
protector and a new round begins.  If a player does this from inside the circle, it 
does not count; the club is set back up and play resumes. 
  



NO TOUCH GROUND 
 
START-UP:  One player chooses a starting point and a destination. 
 
OBJECT:  To reach the chosen destination without touching the ground. 
 
PLAY:  There are not too many rules in this game except for not touching the 
ground.  Players attempt to go from the starting point to the destination without 
touching the ground at all.  Players should attempt to stay on top of obstacles or 
the playground equipment as they make their way to the destination.  The player 
that chose the destination usually starts off, and the others follow or make their 
own path.  When everyone reaches the destination, have a new player choose 
another destination and proceed as before. 
 
If competition is desired, a rule can be applied where any player who does touch 
the ground accidentally is eliminated.  Whoever gets closes to the destination 
without touching ground is the winner and chooses the next destination.  If 
multiple players complete the course, they are all winners. 
 
An optional rule is for players to take turns being the leader instead of having an 
end destination.  The leader should then move around the playground or area 
without touching the ground and the other players must do what the leader does.  
If players touch the ground or fail to follow the leader, they are eliminated.  If the 
leader touches the ground, a new leader is chosen and the game continues. 
 
  



SPINNING GROUND 
 
EQUIPMENT:  1 long jump rope 
 
START-UP:  Players choose someone to be It and he or she starts in the idle of the 
others, holding one end of the rope.  The other players line up around the It, 
staying within the length of the rope. 
 
OBJECT:  Not to get hit by the rope. 
 
PLAY:  The It grabs one end of the rope and begins spinning so that the rope also 
spins along the ground (not in the air) in a big circle.  The other players must jump 
the rope without it touching them.  The It may slow down, speed up, move the 
rope up and down a little, and so on, to try to get the jumpers hit by the rope.  
When a player is hit by the rope, he or she becomes the new It and play continues.  
The game ends whenever the players agree to stop. 
 
  



STRIDE CLUB BOWL 
 
EQUIPMENT:  1 or more playground balls (depending on # of players) and 1 cone, 
“the club” for each player.  (can use bowling pin, tennis ball can, large tin can, etc.) 
 
START-UP:  Everyone stands in a circle with their feet spread wide apart.  The circle 
should be formed with everyone’s feet touching toe-to-toe with the person next to 
him or her.  Each player places his or her club directly between his or her feet. 
 
OBJECT:  to be the last remaining player 
 
PLAY:  The ball or balls are given to a player at random.  One player says, “Ready, 
set, go!” and the game begins.  Pushing and shoving are not allowed.  Moving 
one’s foot and throwing the ball are also not allowed.  Otherwise, players can do 
whatever they can to knock over their opponents’ club with a ball.  Players should 
also be sure to protect their own club.  The ball must be rolled or pushed through 
the hands of a player to knock down the club.  If a player’s club is knocked over or 
a player moves his or her feet, that player is eliminated.  Only one player can be 
eliminated at a time.  If two pins are knocked down close together, only the player 
whose pin was knocked over first is out.  As soon as one player is eliminated, the 
game is paused and a smaller circle is formed in the same fashion.  The player who 
caused the elimination begins with the ball and says, “Ready, set, go!”  The whole 
process repeats and continues until only one player is left.  That player is the 
winner and begins with the ball the next round. 
 
VARIATIONS: 
STANDING NUTMEG  (similar to Bridge Ball) 
If no cones are available, try this version.  The rules are the same except players 
must roll or shove the ball all the way through another player’s legs to eliminate 
them instead of knocking over the opponent’s club. 
 
BROOKLYN BRIDGE 
This fame is similar to Standing Nutmeg except players form two teams.  The 
teams get into two lines facing each other and play team Standing Nutmeg.  As 
players are eliminated, their team’s line slides together to close the gap.  The team 
with the last player is the winner.  



BOMBARDMENT 
 
EQUIPMENT:  2-4 playground balls, 4-10 pins per team 
 
START-UP:  Players should define boundaries that consist of a roughly square or 
rectangular area with a center line.  Teams are then chosen.  The balls are divided 
evenly between the two teams.  An equal number of pins is set up along the back 
line of each side.  Each team chooses and enters one side. 
 
OBJECT:  To knock down all of the opponents’ pins 
 
PLAY:  A designated player signals the start of the game.  From that point on, the 
playground balls are thrown toward the opposing team.  Players, however, are 
never allowed to cross the middle line.  If a player is struck by a ball thrown by an 
opponent, the player that was hit is temporarily out of the game.  That player must 
walk off to the side of the playing field.  Players can run anywhere on their side 
within boundaries to dodge opponents’ throws.  A player is safe if the ball misses 
or strikes the ground before contact.  A player may also catch a ball thrown by the 
other team.  If a catch is made successfully, the thrower is out and the players who 
have been knocked out on the catcher’s team reenter the game.  If at any time a 
team is down to one player, that player cannot be eliminated by being hit but can 
still catch the ball.  This rule allows for there to be at least one player on each team 
to guard pins at all times. 
 
  



CAPTURE THE FLAG 
 
EQUIPMENT:  2 flags 
 
START-UP:  Players are split into two teams.  Mark a middle line dividing the 
playing field in half.  Mark boundaries.   
 
OBJECT:  To gain points by stealing the other team’s flag 
 
PLAY:  Before the game starts, a jail should be marked in one corner of each 
defense area and the flags planted anywhere in the defense area.  Once the game 
begins, players can be tagged by opponents when they enter the nonsafe areas.  
Tagging is done literally when a defender tags an attacker.  A tagged attacker must 
then throw up his or her hands to signal capture and go to the other team’s jail.  If 
more than one player is in jail, they form a line with the first player who was 
caught at the front of the line.  A player in jail can be released if another attacker 
manages to get to the jail and tag him or her.  Only the first player in line in the jail 
can be freed, so only one player can be freed at a time.  If a player is freed, that 
player must again throw up his or her hands while returning to their defensive 
area.  Only then can the freed player once again attack. 
 
Points are scored when an attacker manages to get a hold of the other team’s flag 
and attempts to return the flag to the other side without being tagged.  One point 
is scored for obtaining the flag, even if the attacker gets tagged.  Three points are 
scored for successfully returning to with the flag to one’s own defensive side 
without getting tagged. 
 
VARIATION: 
JAIL BREAK:  This is basically the same game, but all prisoners can be freed at the 
same time.  The trick here is that the attacker must put two feet in the jail and yell, 
“1,2,3, jailbreak!” before being caught.  This frees all of the players in the jail.  In 
this case, there are no free walks back to one’s own side.  Once a player dashes 
free from jail, that player can be captured again while still on that side of the field.  
He can also try to capture the flag. 
 
  



KINGS AND QUEENS 
 
EQUIPMENT:  1 soft ball 
 
START-UP:  Players should define boundaries and choose someone to be It. 
 
PLAY:  The It begins with the ball.  Everyone spreads out within the boundaries.  
The It counts out loud to a certain number and the game begins.  The It attempts 
to hit other players with the ball.  Players in the game must keep closed fists and 
are allowed to touch or block the ball only with their fists.  If a player is hit on any 
part of their body except the fist, he or she also becomes an It.  This player does 
not switch places with the It, but they become a team.  The Its can all pick up the 
ball with their bare hands, run with it, and toss it to one another to hit other 
players and make more player Its.  If given the chance, players who aren’t Its can 
also hit or carry the ball with their fists, but the ball may never touch any other 
part of the body, and the players must keep their hands in fists.  This way they can 
try to keep the ball out of the hands of the Its.  The game continues until all 
players but one have become Its.  The last player remaining is the king or queen 
and is the first It in the next round. 
 
  



MINI-TENNIS 
 
EQUIPMENT:  1 tennis ball and 1 racquet for each player; chalk to draw the court 
 
START-UP:  Players get on opposing sides of the net, each standing in one opposing 
service box.  The service boxes are the boundaries for this game.  Choose one 
player or team to serve first. 
 
OBJECT:  To score 15 points first. 
 
PLAY:  Each point begins with a serve.  Serves are simple bumps over the “net” into 
the opponent’s box.  After the ball lands, the returner then bumps it back to the 
server.  A point is then played similar to tennis (the ball must land in bounds and 
can bounce a maximum of one time).  The ball can never be hit hard;  instead, 
placement and finesse must be used.  Players may run anywhere on their side of 
the net and hit the ball while it is still in the air or after one bounce.  A player wins 
the point when his or her opponent misses the ball and it bounces twice or when 
the opponent hits the ball into the net or out of bounds.  Each point won is worth 
one point.  Each player takes turns serving three times.  The winner is the first 
player to score 15 points.  Players will rotate forward one spot on the court after 
their serving turn.  New players will rotate in as old players rotate out, as in four 
square. 
 
If no tennis court is available, people can play with two boxes on a driveway or a 
court drawn on a paved area.  Players can also have a gap between the boxes or 
have them touching.  A makeshift net can be made if desired.  Hands can also be 
used instead of racquets.  



SMALL HOCKEY 

 

EQUIPMENT:  1 hockey stick for each child, at least 1 rubber street hockey ball, 2 

goals (makeshift or bought) 

 

START-UP:  A field of play is chosen by the players, goals are set at each end, and 

teams are decided.  The ball is set in the middle. 

 

OBJECT:  to outscore the other team 

 

PLAY:  One player from each team faces off to begin the game.  This is done by 

having one player from each team slap their sticks together three times above the 

ball, then try to take possession of it.  This game’s rules are similar to regular 

hockey without the checking and rough play.  Passing and dribbling the ball with 

the stick are legal.  Using hands is not legal, except for the goalie.  One player 

usually plays goalie, and the rest of the kids are split up into the offenders and 

defenders.  Everyone then attempts to score.  If a goal is made, the scoring team 

gets one point and another face-off ensues.  If the ball goes out of bounds, the 

team that did not knock it out gains possession.  Teams can play timed periods or 

until a certain score is reached. 

 

VARIATION 

BROOM HOCKEY:  The rules are all the same except brooms are used instead of 

sticks, and a larger ball must be used (such as a playground ball).  Also, play is 

usually on grass for this variation. 

 

  



ULTIMATE 

 

EQUIPMENT:  1 frisbee or football 

 

START-UP:  Players should define a large field with designated sidelines, goal lines, 

and end zones.  Teams are then decided. 

 

OBJECT:  To score the most points by making touchdowns 

 

PLAY:  Teams begin on opposite sides of the field.  One team begins by “throwing 

off” to the other team.  This is done when one team throws the Frisbee down the 

field toward the other team.  The receiving team catches or picks up the frisbee 

and the game begins.  The team with the frisbee is now on offense.  They must 

advance the frisbee up the field by throwing it to one another.  Once a player has 

possession of the Frisbee, that player is not allowed to move with it.  He or she can 

only throw the frisbee to another player.  To score, teams must advance the 

frisbee all the way across the goal line and into the end zone.  The defensive team 

is always trying to take possession of the frisbee.  Intentional contact is not 

allowed but anything else goes. The defenders may guard the other players and try 

to intercept the frisbee in the air.  If the defenders gain possession of it, they 

become the offense and attempt to advance in the opposite direction.  If the 

frisbee should hit the ground at any time, the defending team takes possession.  If 

any team member catches the frisbee in the end zone successfully, he or she 

scores a touchdown and gets one point for the team.  As in football, the teams 

return to their sides and the team that scored throws off the frisbee and the game 

continues.  The game can be played by quarters or halves, and whoever scores the 

most touchdowns wins. 

  



PRISONER OF WAR 

Children are divided into teams. Each team selects one child from their team to be 
the prisoner of the other team; the two prisoners are placed in jail. 
This can be a designated area or a chalk box if playing outside. 
The teams each line up and the object of the game is to free the prisoner from the 
other team. 

The teams must get to the prison by going to the other team’s side to free the 
prisoner. 
If tagged, that child then becomes a prisoner too and must go to jail. 
If a child makes it to jail, he or she is safe as long as he is inside the prison. 
The rescuer can only rescue one person at a time and can choose the right time to 
“break for it.” 

 

  



NUKE ‘EM 

EQUIPMENT:  ball, volleyball net 

INSTRUCTIONS: 

1. Create 2 teams. 
2. Begin the game by throwing the ball over the net.  
3. The goal of the game is to not let the ball touch the ground on your side of 
the net.  
4. You may catch the ball and throw it back over the net. 
5. You can't hold it for more than 3 seconds. 
6. You may also pass to 1 teammate per "volley". 
7. A player is out if they fail to catch the ball, throw the ball out of bounds or 
can't throw it over the net. 
8. A player can reenter the game if a teammate catches the ball with one 
hand or a teammate throws an ace (when no one touches the ball and it hits 
the ground. 
9. Variations of rules, gameplay, score and time can be made. 

  



BRIDGE BALL 

SETUP:  Have everyone stand in a circle, foot to foot. Their legs should be slightly 
more than shoulder width apart, forming a “bridge.” Have everyone get into ready 
position with their hands on their knees 

PLAY:  The object of the game is for players to try to hit the ball between other 
players’ bridges (formed by their legs) and block balls from coming through their 
own bridges. Players get a letter in the word “bridge” each time the ball goes 
through their legs. Once a player has spelled bridge, the game restarts. 

• Players may only hit the ball with an open palm. No throwing. 

• They may catch the ball if it is head height. Then they must place the ball on the 
ground and hit it back into play. 

• If a ball goes outside the circle, the player closest to it when it went out may go 
and get it. 

• If the ball goes between a player’s legs, s/he gets a letter toward the word bridge. 
That player may go get the ball and hit it back in play. 

VARIATIONS: 

• Instead of spelling bridge, players can turn around and play backwards once the 
ball has gone through their legs 1x, 2x, or however many times you decide. 

• Add a ball or two once players know how to play. 

• Put a player in the middle of the circle to keep the game moving faster. 

  



CHINESE JUMP ROPE 

EQUIPMENT:  Chinese jump ropes 

SETUP:  2 players will be rope holders.  They should stand facing each other with 

the rope pulled taut around their ankles.  Other players line up, ready to jump. 

Assign the pattern to be followed:  beginner’s, monarch, or dragonfly 

PLAY:  Each player takes turns jumping the sequence.  If they are successful, they 

get back line.  If not, they are out.  For the second round of jumpers, the holders 

move the rope to mid-calf.  For the third round, they move the rope to the knees. 

 

 



SAVE THY BALLOON 

 
SUMMARY: You need to blow balloons, as many as the players. Give each player a 
balloon with a string attached to it. Now, the players have to tie the string to their 
ankle. Once the music is played, every player has to burst the balloon of other 
players and try to save their own. The one who saves his balloon till the end is the 
winner. 
 
 



SHOOTING STARS 

EQUIPMENT:  at least 20 bean bags 

 

SETUP:  

• Create a rectangular playing area using cones, tape, etc.  The playing area should be almost 

as large as the gym itself. 

• Line up the bean bags along the two outside lines of the rectangle. 

• Have one student stand out the outside of one line behind the bean bags, and have another 

student on the outside of the other line of bean bags. 

• Have all other students line up on the end line beside one another. 

 

PLAY 

• When the teacher shouts, “GO,” all students have approximately 10 seconds to cross from one 

end of the gym to the other without being hit BELOW THE KNEE by a shooting star (bean 

bag). 

• As soon as the game starts, the two students standing behind the bean bags are allowed to 

kick or throw the shooting stars to try to hit the players running past.  Again, BELOW THE 

KNEE. 

• Any player who is hit must help gather all the shooting stars and line them back up on the side 

of the field.  They will help kick/throw the shooting stars for the next round. 

• Keep playing until one player is left unhit. 

 

 

 

 

Shooting Stars – Full Length 
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