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CoPYRiI9Ht NotiCe

IT IS ILLEGAL TO POST THIS DOCUMENT ONLINE

The material enclosed is copyrighted. You do not have resell rights or giveaway rights to the material provided herein. Only
customers that have purchased this material are authorized to view it. If you think you may have an illegally distributed copy of this
material, please contact us immediately. Please email support@knowledgespotinc.com to report any illegal distribution.
Copyright © AmericanCoachingAcademy.com and Knowledge Spot Inc. All rights reserved.

No part of this publication may be reproduced or tfransmitted in any form or by any means, electronic or mechanical, including
photocopying or by information storage and retrieval systems. It is illegal to copy this material and publish it on another web site,
news group, forum, etc. even if you include the copyright notice.

Legal Notices

While all attempts have been made to verify information provided in this publication, neither the author nor the publisher assumes
any responsibility for errors, omissions or contrary interpretation of the subject matter herein. The publisher wants to stress that the
information contained herein may be subject to varying state and/or local laws or regulations. All users are advised to retain
competent counsel to determine what state and/or local laws or regulations may apply to the user’s particular operation. The
purchaser or reader of this publication assumes responsibility for the use of these materials and information. Adherence to all
applicable laws and regulations, federal, state and local, governing professional licensing, operation practices, and all other
aspects of operation in the US or any other jurisdiction is the sole responsibility of the purchaser or reader. The publisher and author
assume no responsibility or liability whatsoever on the behalf of any purchaser or reader of these materials. Any perceived slights
of specific people or organizations is unintentional. The author and publisher of this document and their employers make no
warranty of any kind in regard to the content of this document, including, but not limited to, any implied warranties of
merchantability, or fitness for any particular purpose. The author and publisher of this document and their employers are not liable
or responsible to any person or entity for any errors contained in this document, or for any special, incidental, or consequential
damage caused or alleged to be caused directly or indirectly by the information contained in this document.

Consult Your Physician

The techniques, ideas, and suggestions in this document are not intended as a substitute for proper medical advice!l Consult your
physician or health care professional before performing any exercise or exercise technique. Any application of the techniques,
ideas, and suggestions in this document is at the reader’s sole discretion and risk.
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Welcome to Powerhouse PE - Large Group Games!

In this resource, we've provided 24 fun games designed for groups of 12 or more. You can use
these games for PE class, recess, field days, summer camps, or after school sports programs. Many
of them can also be used with smaller groups with some minor modifications.

Each game is explained with step by step instructions and rules for running the game. Along with
a detailed diagram and equipment list showing you exactly how to set up the space. The
activities are appropriate for Kindergarten through 8th grade students, and can be done indoors
or outdoors.

Let’s get started!



ROB HHe NeSt

X1 Qx 4 . beanbags

Split group into 4 Teams. Place beanbags in the middle circle. On tThe teachers whistle students
race one at a time To collect ONE beanbag and bring it back to their groups ‘nest”’ and tag The
next student in line. After all beanbags have been taken from the middle, students may start
‘stealing’ from other teams ‘nests’. The team with The most beanbags after a designated time

are the winners. | |
© AmericanCoachingAcademy.com



DRiBBLe kNoCkout

In this game students students each have a basketball. The dim is To Try and
protect your basketball and knock others ball out bounds. No body contact allowed.
Start with the whole basketball court, Then reduce the playing area.

© AmericanCoachingAcademy.com



HooP TSLANAS

e'l'u O Assorted Hula Hoops
Spread Hula Hoops in playing area. On teacher command student run around
playing area. Teacher calls out a number and students must try and get into
a hula hoops with that many students (each place one foot inside hoop). The
first group To do so scores a point:

© AmericanCoachingAcademy.com



RoCk, PAPeR, SCGSSoRS SNAke

e+u | 8 x Agility Poles

All students being at the start line. They play anyone in a game of rock, pdper, scissors. If they
win, They move To The next pole, if they lose they turn and face someone and play another
game. The dim is To get To The last pole and The race back to the start. Count how many laps

you can get in. If a person is at a pole by Themselves at the back with nobody to play, They do
5 star jumps and run to the next pole.

© AmericanCoachingAcademy.com



TeAM TiC TAC Toe

000

QG‘I‘UD ' ' Shirts or Cones to designate each team 888 9 x Hula Hoops

Setup as shown with groups of 3-4 students. The game begins with the First person in line racing out and placing
their shirt/Cone inside a hula hoop, They Then race back and tag the next person in line who does the same. The
game continues until one Team gets 3 in a row. Variations. Change locomotor, add more hula hoops and make it a
connect 4 Type game, add a skill component students have To perform before they put a shirt in such as make
basketball shot, Throw a badll info a bucket etc

© AmericanCoachingAcademy.com



Ped RelLAY

=—-—__  Pegs @» Cones

Setup on tennis courts or with portable tennis nets. Students partner up and line up along the baseline on either
side. On teachers command the first student races out and places their Teams peg on the bottom section of the
net, They Then run back and tag their partner. The partner runs out and moves the peg up one section of the net.
This continues until their peg has reached the Top section of The net. The feam that does this first are the
winners.

© AmericanCoachingAcademy.com



Seiup Hula Hoops

Scatter hula hoops across the playing area. When music start or on teachers command students begin
travelling around the area without going inside The hula hoops. When the music stops/teachers whistle the
teacher calls out a number eg “3”. Students must Try and group with 3 students with one foot inside a hula
hoop. Students cannot hover together or hang near hoops. The team that does it first score a point each.
The winners are the students with the highesT points after a designated Time period. Variations: Change
locomoTtor, have different colored hoops so you call a number plus a color, © AmericanCoachingAcaderny.com



ReLAY MAdNeSS

In this game split- class info teams of approx 3-4. Students simply race around the agility Cone and back
and tag their tfeam mates. The winning tfeam is The feam that has everyone go twice. Variations: Mix up the
locomotor, have students perform a skil or fithess exercise when they get o the agility pole eg 10
starnjumps or throw a ball to a target like a frisbee catcher efc.

1 Agility Poles

© AmericanCoachingAcademy.com



4 Points

3 Points

Setup ® Tennis balls, beanbags or similar Q Cones

Split the class into feams of approximately 4 students. The aim of this game is To successfully catch a pass from
your team mate. Students can choose which zone they want To receive from. If They catch a pass in that zone
they add That many points to their teams total If a dropped catch or bad throw, no points are scored. The

team with the highest total are the winners. Variations: increase or decrease distance, add more zones, change

size of ball, add a ‘interceptor for each teq, who tries o intercept other teams throws, change Type of catch eg
one handed or G"OW one bounce- ©® AmericanCoachingAcademy.com




RAPd TiRe

§e+uD Q Tees/Cones @ Balls _ Wickets — Bats

. Mark out playing area as shown.

2. Split class in To 2 Tfeams, batters and fielders

3. Have 3 batters from the batting Tfeam hit a ball out in To the field at The same time. The rest of the batting Tfeam
is lined up at each end of the wickets. Once The batters have hit the balls, They Try and make as many runs back
and forth between the wickets before the fielders place the balls back on the Tee. Runners must tag their team
mates before they can run

4. Switch over once everyone has had a bat:

5. Progression: Fielding Team can score points for their feam by catching a ball on the full. Use baseball bats and tees.



oPNeP QOCCGP‘

'|'U Bench x 4 ‘", Soccer Ball

1. Mark out playing area as shown.

2. Split class in to 4 even teams, each student get a number from |-5 efc. When a players number is called they play
the game against players from opposing Teams with The same numbers. . Teacher can call multiple numbers.

3. No bumping or body contact is dllowed, goalkeeping is permitted (Feet only)

4. The dim of the game is To score a goal against any of the Four opposing goals (benches). If a player scores a goal
they receive a point for their Tfeam and all players return to their feam behind the goals.

5. Progression: Call more humbers, add goalkeepers.



BeNCH BALL

ge+uP Bench x 2 ?f Basketball (or similar)

Mark out playing area as shown.

Split class in to Z even teams or 4 feams or more if you want less players per game

The aim is to get dll of your Tfeam members standing on the bench before the other team

Have on person per team stand on each bench, this is their ‘goal’. Teams have o Ty and get the ball To Their ‘catcher’ on the bench who
successfully catches it. If a successful catch is made, the passer joins the ‘catcher’ on the bench to make it two people. The ‘catcher fries to
then pass back in To the field of play to a feam mate who again tries to get it back to anyone on the bench.

5. No dribbling, 3 passes must be made before throwing to a person on the bench (except if a pass is coming from a ‘catcher eg you can
immediately pass back and join the bench.

Players can infercept but not steal from opponents hands. Ball on ground = possession change.

7. No defenders dllowed to guard the goals, mark off an area if needed.
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ge'l'up 2 x Mats Dodgeball/s

This game is best played indoors with walls, setup as shown

2.  The dim of the game is to make as may runs as possible. Players score a run by running to the ‘end base’ and making it back to ‘home base’.

3. Play begins with the pitcher rolling The ball To the kicker. The kicker attempts o kick the ball out info The field of play and run the the ‘end
base'’. Fielders collect the ball and try to throw it at the kicker who is running to the ‘end base’. If hit or tagged with the ball below the waist
the Kicker is out. They are also out if the ball is caught. If the kicker makes it safely to the ¢ end base’ They can either stay there or attempt
to run To The ‘home base’ . Each Time a player gets o ‘home base’ they score a run. Play either 3 out and side away or everyone gets a Kick
before rotating.

4 Progressions: Catches off the wadll are out, maximum of 3 players at the ‘end base’ if There is 3 on they all must run. Have 2-3 students kick

and run at the same time.




o

NS Ul LE

RAZY BASeBALL

This is a modified version of baseball/teeball/softball. Split your class info two feams. One team is the Fielding feam (who are each standing on a
red polyspot above). The other is the striking tfeam who use the pink polyspots.

The aim of the batting feam is to hit the ball out into the Field of play and run around (touching each pink base with their foot) as many bases
as possible. The fielding team aim to stop the ball and throw it to the closest “stop’ base (indicated by an “S”). When a student at a stop base
catches the ball The fielders vell ‘stop’. The runner must stop and head back to the last base they touched before the fielders yelled stop.
The next batter takes their Turn and all batting team students that are on a base run if a successful hit has occurred. Once the fielders get
the ball To a ‘stop’ base and yell freeze all runners must stop and go back to the last base they Touched. Overtaking is not allowed.

Fielders rotate clockwise To a different polyspot / Cone after every hit.

Any catches = out and a point for the fielding team .

Batters cannot hit a ball behind The ‘Foul line’.

Every students getfs a bat before rotating teams.
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Crossing Line

ge'l.uD ,1_L Teeball sfahd and ball Q Cnes
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This is a modified version of baseball/teeball/sof thall. Split your class into two teams. One feam is The fielding Tfeam. The other is the striking
team.

The aim of the batting feam is to hit The ball in to the Field of play and successfully reach their ‘end base’ (marked of f with Cones or a mat)
without being tagged by the fielding team.

The fielding feam dim to Tag the runners either by Tagging Them with the ball in hand, or by using an underarm throw and hitting the runner
below the knees (use a soft badll if incorporating this rule). IF the runner reaches the crossing line of the ‘end base’ area they are safe.

To score a run the batters must make it back To their striking area without being tagged. Only | batter can be in the ‘end base’ area at a time
Fielders can tag runners on their way back.

If caught the batter is out and anyone on the ‘end base’ must go back. and wait for the next batter .

Play either 3 out and side away, or let the whole Team bat through regardless of outs.
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Blue Base

White Base

Orange Base A ; ,, O Q Q
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4 different colored sets of beanbags / flags (6 for each color) L, Cones

Set out playing area as shown and group students into 4 teams. The larger area, the more students can be used per team.

2. The ohject of the game is To collect dll 6 of your feams color beanbags / flags From the opposing teams ‘bases’ which are ‘safe
zones’ You cannot be tagged in these bases / safe zones, even if it is hot your teams ‘base’. The first team that can successfully
collect all 6 are the winners.

3. Rules: Players can only take one beanbag at a time, players that are tagged in an opposing teams square sit down where they are

tagged and can only be picked up and taken back to their teams side (cannot be tagged while heading back with two people) by a

team mate (link arms). If the rescue person is tagged, they dlso sit down. A player that reaches the safe zone / opposing base can

wait as long as possible to head back. If they get Tagged when they head back, they return the beanbag and sit down where tagged.

Teams cannot Tag other players in squares other their Their own. Teams cannot enter their own ‘base’.



CRAZY KiCKBALL
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This game can be played outside or inside with walls.

Split The class in to Two teams - kickers and fielders

Two Kickers at a time kick The ball out intfo the field of play and aim to make it To the end base without being tagged by a
ball. If They reach the end base they are safe. There can only be a maximum of 4 kicking team players in the base at one
time. If there is more the first people That were there must head back for home on the next Kick.

Kickers are ouft if their ball is caught

Fielders can throw the ball at the Kickers as they run but they cannot run with the ball. Passing between fielders is allowed.
Any Kickers that are hit below the neck with the ball are out:

6. Rotate after everyone has had a kick
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scooters
Y boards

Large mats

ropes

| Split group into approximately groups of 6-8. Make sure every group has the same humber of people if
possible.

2. Each group receives 2 large gym mats, 2 scooter boards, 2 poly spots and a large tug of war rope.

3. The ohject of the game is for groups to use communication, strategy and getting along to get all of the
people in The group (and each piece of equipment) over to the other side of the ‘river

4. The first team 1o do so are winners.

5. Allow students to talk strategy at the start and emphasis Tfeamwork and good communication.



COLOR BALL

4 different colored hula hoops O Different colored balls/ beanbags that

SRR T

match color of hoops

Split group into Two Teams and setup as shown. One Team are The throwers and one team are the fielders
Give a ball To each student, doesn't matter what color they get:

On go, the throwers all Throw out into the field of play. Once They have done that, The first person in line
attempt to run around the bases (hoops) and ten tag the next person in line who does the same.

The fielders aim 1o return all the balls back to their corresponding colored hula hoops. Filders can throw
them back to a person near the hoop who can place it in or run it back. Fielders yell freeze when all bdlls are
returned. have 5 throws each or rotate.



I'LiP tHe CoNe

@ @ Hula Hoop énd es

| Divide each group info teams. Each group chooses 3-4 taggers who stay on their side of the playing area and
attempt to tag opposition. On teachers signal teams attempt to cross over to the other teams area and ‘Flip’ a disc
/ Cone.

2. Once a player has one foot inside a hula hoop, they cannhot be Tagged. They Flip the Cone and get a free pass back fo
the start of the area

3. Taggers must stay out of hula hoops. If tagged on the way over, players must immediately go back to the start of
their playing area

4. The team that flips Them all over first are The winners




ge'I'UP Hula Hoops and Cones Pinnie, Sash, Scarf or Similar ltem

———

Split group into Two even feams. Each player wears a ‘sash’/pinnie and Tucks it info the back of their pants with
approx 2/3rds showing.

The aim of this game is to invade The other teams country and steal ‘treasure’ (Cones) from their hula hoop. IF you
successfully stedl a treasure then you can head back to your side with ‘immunity’ eg canhot be tagged

If you are tagged (sash taken from back of pants and thrown on the ground), Then you pick up your sash and head
to jail' on the opposing side.

You can be released from jail by one of your feam mates ‘rescuing you'. If you are rescued you and your partner
link arms and can head back o your side (country) with immunity

Winning Team is the team that has the most ‘treasure’ at the end of a specified Time limit



Q 1 x Tall Cone each '.f.‘ 1 x soccer ball for every 3 people in the game

Setup area as show. Student each have a Cone ‘Castle’ they need to protect. The object is To knock
other students Cones over with a soccer pass. Students can protect Their Cone with The feet or

body only, ho hands. The last standing 3 castles are the winhers. To keep students involved, once they
are out they find a partner and perform soccer passing skills at a different station. Progressions: To
make it harder have less badlls, lengthen the area or allow hands. To make it easier shorten the areq,

add kore badlls or dllow rolling. © AmericanCoachingAcademy.com



BABY DRACGONS

ge'l'uP I\ Cones & Hula Hoops Disc Cones [J Beanbags
 Setup playing area with targets (nest) and Cones spread out as shown
Randomly place beanbags (dragon eggs) underneath Cones. The more Cones the better so students have o search
When a student finds a beanbag (dragon egg), they pick it up and try To throw through the nearest target (hests)
IF a students is successful they place that beanbag in Their feams nest (bucket)

If unsuccessful, Try from a closer distance.
Play for a specified time period or until all being shave been successfully returned.

© AmericanCoachingAcademy.com



Cetup ® O odgeballs

Setup area as shown. This game is best played indoors. This game is a variation on dodgeball. Normal dodgeball rules apply. Players
aim o throw the ball at the opposition, if they are hit They below the waist They are out and do hot come back in until a
teammate catches the ball or The teachers says ‘everyone back in'. if hit in the head students are not out unless they duck info
an otherwise good throw. Students may dlso Ty and knock the balls of the oppositions ‘pins’ at the end of their zone. A ball that
is knocked off cannot be placed back on. The winning team is the team that knocks down all balls of the oppositions pins.
Students may protect the pins but if they are hit, and don't catch the bdll, they are out. Progression: Choose one ‘pinkeeper who

is The only one allowed to block the pins (if they are hit they are not out), mark off this area and nobody else is allowed info The
Zone. © AmericanCoachingAcademy.com
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Setup playing area as shown

Throwers lined up outside if the large circle (marked by cones)

The throwing teams object is To throws balls at the targets in the middle (fall Cones and pins)

Choose two students in the middle who try and block or catch throws

Any blocked Throws can be picked up, and Taken to the outside of the large circle. If a broker catches the ball, They
simply roll it back out

Switch over when dll pins have been hit or knocked over © AmericanCoachingAcademy.com



