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These are some suggestions to follow.  Motor skills will improve best if 30 minutes a day is 

spent playing these games.   

 

You might be surprised how few children can play these games well.  They work best in groups 

of ten or less.  Children who know the games can manage to play without adult supervision. 

 

Children who learn to play these games well will be better able to manage themselves during 

recess times. 

 

AUGUST & SEPTEMBER - PLAYGROUND GAMES 

Week 1 

Playground Equipment 

 1.  Review the safety rules with children. 

 2.  Can they climb to the top of the equipment? 

 3.  Is anyone too scared to go on equipment 

 4.  Can they do hand over hand across bars? 

 5.  Make a note of children who need supervision on equipment. 

 

Week 2 

Taking Turns 

 1.  Youngest/oldest/tallest/shortest etc. goes first. 

 2.  One potato/two potato… and other rhymes to eliminate players. 

 3.  Play “Leap Frog,” “Duck, Duck, Goose,” and “Simon Says” to  practice taking turns. 

 

Week 3 

Running Games 

Tag 

1.  Establish a base and/or time-out rules before beginning. 

2.  “It” has to touch another player before they get to the base. 

3.  In Freeze Tag runners must stop when tagged.  Sometimes another  player can free them 

by tagging them. 

4.  You can play Teacher’ Cheat rules to make sure fast kids sometimes get to be “it.” 

 

Week 4 

Running & Listening Games 

Red Light/Green Light 

 1.  Establish a distance that children must cross. 

 2.  “It” yells “Green Light” and hides their eyes. 

 3.  The other children run until they hear “Red Light”, then they must stop and freeze.  If 

they move they must go back to the beginning. 

 4.  The first one across gets to be “It.”   
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Week 5 

Manners and Skilled Movement Games 

Mother May I? 

1.  Children must cross a distance by doing various stunts, such as 10 Giant Steps.   

2.  They can only proceed if they ask “Mother May I?” and the child responds, “Yes, you 

may.”  Children who forget to ask must go back to the beginning.    

3.  Some stunts are:  Giant Steps, Baby Steps, Frog Hops, Bunny Hops, Wheelbarrow Walks 

(takes two players), somersaults, etc.  Make up new ones and so will the kids. 

4.  Children who get across get to be “Mother”.  You could change this to “Teacher” and it 

would work the same way. 

 

OCTOBER - JUMP ROPE 

Week 1 

Jumping Skills & Taking Turns 

1.  Two kids hold the rope and the others jump over or crawl under. 

2.  The rope is slowly raised and kids keep jumping until one touches the rope on the way 

over.  That person becomes a rope holder. 

3.  The rope is raised overhead and slowly lowered until someone touches the rope going 

underneath. 

4.  The rope is wiggled wider and wider so kids have to make broader and broader jumps.  

The first person to touch the rope becomes a rope wiggler. 

 

Week 2 & 3 

Turning and Jumping 

 1.  Each child needs to have their own rope.   

 2.  Ropes should be long enough to be held at chest level and still go under the feet.   

Longer ropes should be shortened. 

 3.  Start with the rope behind the feet.   

 4.  Bring the rope over head.   

 5.  Step or jump over the rope.   

 6.  Repeat steps 3,4,5.  

 7.  Count how many jumps (or step overs) can be made in a minute. 

 8.  Find jump-rope rhymes in the library. 

 

Week 4 

Getting Fancy 

 1.  If children can do 60 jumps/minute try going backwards. 

 2.  If children can do 60 jumps/minute try crossing the rope in front of the body. 

 3.  Try having two children turn a rope while the others run through 

 4.  Try having children jump a rope turned by other children. 

 5.  Once kids can do 3 & 4 have them run it and start jumping. 
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NOVEMBER - HOPSCOTCH 

Paint some hopscotch grids on the playground or get a Hopscotch Rug from Bed, Bath and 

Beyond ($20). 

 

Week 1 

Sequencing 

1.  Children who can’t hop should jump with feet close together into the hop squares.  

2.  The Sequence is:  hop, hop, hop, jump, hop, jump, hop, jump into the free space 

3.  Have kids jump in the air and turn around to face the other direction.  Jumping and 

turning in the air is much better for developing balance. 

4.  Go back through the grid. 

5.  Your turn is over when you touch a line or lose the sequence.  See how far children can 

go without making a mistake. 

 

Week 2 

Changing the Sequence 

 1.  Place a rock or other marker into square 1. 

 2.  Skip this square on the way up. 

 3.  Stop at the square or squares before the marker on the way back. 

 4.  Bend over and pick up the marker. 

 5.  Now it is safe to step in the marker square. 

 6.  Repeat 1-5 with all the blocks in the     hopscotch grid. 

 7.  Stepping on a line or going out of sequence signals the end of the turn. 

  

Week 3 

Tossing the Marker 

1.  The marker must be tossed from in front of block 1. 

2.  If the marker rolls out of the block or goes into another block the turn is over. 

3.  Children who miss the same block 3 times with their marker can place it rather than 

throw it 

4.  Alternate plan:  players must skip whatever block has the marker. 

 

Week 4 

Drawing Hopscotch Grids 

 1.  Make these with chalk.  Sidewalk chalk works best. 

 2.  Have children help each other with size and alignment. 

 3.  Try playing on the grids that were drawn. 

 

DECEMBER - CHILDREN’S CHOICE 

Choose from the previous month of games.  

Have the children introduce new ones or variations on the old one   Ås. 
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JANUARY - BALL SKILLS 

Get different sizes and types of balls.  If you can get used tennis balls, everyone in the class can 

have their own ball. 

Week 1 

Ball Bounce 

 1.  Individuals bounce the ball and catch it. 

 2.  See how many times you can bounce it without missing. 

 

Week 2 

Overhead Catch 

 1. Individuals toss the ball over their head and catch it. 

 2.  See how many times you can catch the ball without missing it. 

 

Week 3 

Wall Bounce 

 1.  Individuals bounce the ball against a wall and catch it. 

 2.  See how many times you can catch the ball without missing it.  

 

Week 4 

Cooperative Toss and Catch 

 1.  Have kids stand 5 to 10 feet apart to start. 

 2.  If they toss the ball so their partner can catch it they will have more fun. 

 3.  Count how many times both partners catch the ball before some one drops it.  Each 

pair of catches counts as one point. 

 4.  Move players farther apart as they get better at this. 

 

FEBRUARY - JUGGLING 

Get Juggling for the Complete Klutz by Klutz Press.  Get some bean bags or make some.  

Scarves will also work.  They are slower and easier to follow.  This is a harder skill so let the 

kids play other games after they’ve tried it for 15 minutes. 

 

Week 1 

Single Bags 

 1.  Toss the bean bags from one hand to the other. 

 2.  Try to get the bag to follow the same arc. 

 3.  Try to get the bag to go at eye level when it is in the air. 

  

Week 2, 3 & 4 

Two Bags 

 1.  Toss a bag with one hand and then the other. 

 2.  Try to get the timing right so they don’t crash in the middle. 

Three Bags 

 If anyone gets two bags mastered add a third.  Check the book for directions. 
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MARCH - YO-YO’S 

Try to get kids to bring these in from home.  They are only a couple of dollars, but expensive if 

you have to buy one for every child in the class.  Loan, sell or gi    ve yo-yo’s to kids who 

can’t get one from home.  Duncan makes the best.  Buy a yo-yo tricks book and extra strings 

from them via mail order.  Address is on the yo-yo package. 

 

Week 1 

Basic Yo-Yo 

1.  Yo-yo strings should be sized to each child.  If they hold out their hand at shoulder level 

the yo-yo should just touch the ground. 

2.  Make a large loop at the end of the yo-yo string.  This does not go over the finger.  Use it 

to make a loop that goes over the finger. 

3.  The loop goes over the middle finger. 

4.  Let the yo-yo go down and raise the wrist or arm when it gets to the bottom to bring it 

back up. 

5.  When winding the yo-yo back up, start it loosely. 

 

Week 2 

The Wrist Snap 

 See the tricks book from Duncan Yo-Yo. 

 

Weeks 3, 4 & 5 

Yo-Yo Tricks 

 See the Duncan book.  Teach any tricks you can learn or bring in a Yo-Yo expert from 

5th or 6th grade. 

 

APRIL - JACKS 

Get jacks sets from toy stores, drug stores or grocery stores.  They have soft plastic jacks which 

are the only ones I recommend.  You can also use 1/2 inch pebbles which don’t roll.  Use super-

bounce balls or used golf balls. 

Week 1 

Mastering the Ball 

 1.  Throw the ball up a couple of feet and catch it after it bounces. 

 2.  See how many times you can do this.   

 3.  If you can do it 10 times in a row start with the jacks. 

 

Week 2 

Onesies 

 1.  Throw the jacks down. 

 2.  Throw the ball up. 

 3.  Pick up a jack. 

 4.  Catch the ball after the first bounce. 
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Weeks 3 & 4 

Twosies and Beyond 

 1.  Throw the jacks down. 

 2.  Throw the ball up. 

 3.  Pick up two, three, four… etc. jacks. 

 4.  Catch the ball after the first bounce. 

 

MAY - CHILDREN’S CHOICE 

Choose from the previous year of games.  

Have the children introduce new ones or variations on the old ones. 

 


