No.1 Section Games Program – Term 1&2 - 2003

We’ll start off with this schedule of games and modify as needed.  I’d like to include some games from the International Team Games as well.

Played
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Planned

(
Game

Terms 1 & 2
Week 1
Week 2
Week 3
Week 4
Week 5
Week 6
Week 7
Week 8
Week 9
Week 10
Week 11

Week 1
Week 2
Week 3
Week 4
Week 5
Week 6
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Building Blocks
(



















Shoe Collecting
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Indoor Cricket
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Elastic Poisonball
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Circle Run with Skittle
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Circle Run with Numbered Balls
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Sardines
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Chair Basketball
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Crab Soccer
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Bomb fuse
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Sock Wrestling
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Crows and Cranes
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Hand Ball
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Obstacle Course










(









Poisonball – circle
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Knock over hop
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Running Man
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Zombie
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Duster Hockey
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Poison Ball ABAB
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No.1 Section Games Program – Term 3 – 2003

Game

Term 3
Week 1
Week 2
Week 3
Week 4
Week 5
Week 6
Week 7
Week 8
Week 9



Elimination Soccer
(









Mr Middleton

Toe fencing 
(









Mr Wiseman

Poison Ball Tennis Ball
(









Mr Campling

Gotcha / Dog and the Bone

(








Mr Campling

Knock

(








Mr Wiseman

Newpaper Hockey

(








Mr Middleton

Bounce & Catch Relay


(







Mr Campling

Balloon Tug-o-War


(







Mr Campling

Jig-Saw Game


(







Mr Wiseman

Individual Jig-Saws



(






Mr Wiseman

Moving Target



(






Mr Middleton

Handball



(






Mr Campling

Runners & Throwers




(





Mr Wiseman

Arch Ball Rounders




(





Mr Middleton

Crocodile Dodge Ball





(




Mr Wiseman

Indian Cricket





(




Mr Middleton

Fire Ball





(




Mr Campling

Blind Man – Keys






(



Mr Middleton

Circular Rounders






(



Mr Wiseman

Commandos







(


All

Poison Ball Square







(


Mr Campling

Circle Snatch








(

Mr Wiseman

Assault Course








(

All














Charlies Games












Tug-O-War












Three Rope (2m)












Dog & Bone – throw to witches hat












Dog & Bone – circle












Warp Speed












Circular dodge ball












Court dodge ball












Chain Reaction Rock, p9












Circle the Circle, p7












Ring Tag, p7












Butter Fingers, p8












Chain Gang, p9












Five Pass, p9












Gotcha Relay, p10












Three Ball, p11












Kick Off, p12

























Paper Planes












Ten Pin Bowling – offsite












Game
Description
Equipment

Acid River Crossing
Cross the room as a team in the shortest time with only 2 A4 sheets of paper. Only the paper is allowed to touch the floor – no part of your body or clothing may touch it. The exercise is over when you all reach the other side. If one person touches the floor in between – the whole team has to start again.

You have 2 minutes to discuss as a team how to approach it. 8 minutes to try it out. And then we’ll have a race between the two teams together.
2 A4 sheets of paper

Arch Ball Rounders
Apparatus: Four bases and a soft ball.

Formation: Boys divide into two groups, the batting group lining up behind the home base, the other group taking up positions in the field.

  The batsman, after hitting the ball with his hand, tries to complete a rounder and cross the base line.  Meanwhile, the fielding side, after the ball ishit and fielded, fall in quickly behind the player securing the ball and pass it over the head down the line to the last player, as in arch ball.  The batting group scores a point if the runner can cross the base line before the ball reaches the hands of the last player of the fielding group.
Four bases

Soft ball

Assault Course
Introduce – one team will do the physical challenge assault, while the other team will do the intellectual challenge assault. 7pm start. Each will have 20 minutes to do each assault. Need to work with your team. The physical challenge will start when the first person leaves, and the last person arrives back.

7:00 start. 7:20 stop. Brief rest. 7:25 resume. 7:45 stop & add scores up.

Physical - Set up obstacle course in hall. Stopwatch required. Tables to crawl under. Chairs to go under. Any gym equipment? Include as part of the course, a run around the outside of the church or carpark. Plus 3 minutes endurance test – stand in the squatting position against the wall – count how many last the full three minutes. It’s a team event.

Intellectual – How many uses for a brick (5mins). General Knowledge questions (5 mins). Word drawings page (5 mins). Cool slogans for the group (5 mins).


Balloon Tug-o-War

Tptg p30
Formation: Two groups in a line, but in turn being reduced to one Boy facing one Boy, at base.  The hall is marked as though for Tug-of-War.

  Balloon is placed on centre line and the ones proceed to blow it over opponents’ base.  When point is scored they go to back of group, then twos are in opposition, and so through files.
A balloon

Bomb fuse
Need a broom and a plastic garbage bin. Place the broom across the upturned garbage bin. Everyone forms a circle around it and holds hands. The idea is to not be the person to knock the broom over or to let go of the person’s hand next to you. If you knock it off – you go out. If you or the person beside you lets go, you both go out. Jumping over the broom is allowed.
Broom

Plastic garbage bin

Bounce & Catch Relay

Tptg p15
Groups in files behind the starting line.

No.1 takes the ball, runs to the opposite end of the hall, and bounces and catches the ball three or more times in a chalked circle opposite his own line.  He runs back, hands the ball to No.2, who repeats the same thing, and so on until all have completed the course.
A ball for each group

Chalk

Building Blocks
Team building game.  Build a tower as high as possible.  Played as a team.  Teams then rotate through a number of games.
Blocks

Captain on Deck
Salute; Scrub the deck; Climb the rigging, Port/Starboard/stern/rear; man the lifeboats. Last person there is out.  Could play as a story and have the corners as objects (eg. cars, trains, planes, boats, home, hospital, …) \

HIT THE DECK

Leader stands in front facing the boys.

When the leader calls "port", boys all run to the left, "starboard" run to the right, "bow" and "stern", to the front and back of the `boat'.  Call "Captain's coming", boys salute, "Captain's Daughter" boys say "whoo-whoo", "scrub the deck" get down on all fours and pretend to scrub the deck and so on. Use imagination to come up with more nautical terms to use.  But remember, if you decide to have boys get out, Anchor boys should only be out for one turn...not the whole rest of the game.


Chair basketball
2 teams. Nominate goalies. Stand on chair at end holding onto a wastebasket. Need to get ball into basket to score.


Circle Run with Numbered Balls
As above but the balls are numbered.  The number on the ball is placed to the ground.  Boys collect a ball and take it to a scorer.
Tennis balls

Circle Run with Skittle
Boys arranged in teams sitting in a circle.  Boys from each team are numbered.  Number of tennis balls equalling the number of boys in each team placed in the centre.  Skittle placed in the centre.  A number is called.  Boys matching that number run clockwise around the circle then collect a tennis ball, return to their place, then attempt to knock down the skittle.
Tennis balls

Skittle

Circle Snatch
Formation:  Boys sitting in a circle and numbered (at least two boys must share each number, so this game is best for larger groups).

Play:  When a number is called, all boys with that number run around the outside of the circle, returning through their own gap to touch officer standing in centre, or to lift bean bag lying there.  NOTE:  If there is a sweet in the centre, be sure that every boy ends up with one by the end of the game.


beanbag (or sweet or similar reward)



Circular Rounders
Formation: The most convenient number if five Boys for each side, but more can be used if necessary.  Four bases are placed in a square.  The first base is placed 5 meters to the right of the batter.  The last base is placed 5 meters to the left of the batter.  The bowler starts in the centre of the field.  Fielding side place one boy on each base.

  The batsman hits the ball and tries to score a rounder in the usual manner.  Meanwhile, the ball is fielded and thrown fo 1st, 2nd, 3rd, and 4th base and back to the bowler.  The batsman scores a rounder if he races the fielding side.
Four bases

Ball

Commandos
Apparatus: Blindfolds for half of Section.  Various obstacles for battle course, e.g., number of strings to which bells are attached.

Formation: The players are divided into two groups – the attackers and the defenders.  The former line up at one end of the hall, the latter are blindfolded and placed at the other end facing their opponents.

  At the order to go, the attackers commence to crawl over a previously prepared battle course consisting of various improvised obstacles towards the defenders.  A number of strings, to which bells are attached, will add to the run.  The blindfolded defenders listen for the slightest sound made by the attackers.  Immediately a defender hears a noise he calls “Stop” and points in the direction from which the sound appeared to come.  On hearing the call, all players stand absolutely still.  An Officer goes behind the defender who stopped the game and looks along the line in which the Boy is pointing.  If he is pointing straight toward one of those crawling toward him the attacker is “dead” and retires from the game.  To avoid indiscriminate calling from the defending team, each defender is given three “lives”.  Each time he calls “stop” and fails to point to an attacker he loses a life.  When he has lost all three he retires from the game.  The attacking side must crawl over the obstacles and right through the defenders in order to touch the further wall and so complete the course.  Each attacker getting right through scores a oint for his side.  The attackers and defenders then change places.
Blindfolds

Obstacles

Continuous Cricket
Need cricket bat and tennis ball.
Cricket bat

Tennis Ball

Cornerball
one ball. Two teams. One team starts with possession of the ball and the aim is to tag a member of the other team with the ball (throwing it at them does not count). The person with the ball cannot move, except to pivot and try and tag a member of the other team or pass to another of their team members. Once the ball is dropped, the other team gets possession.
1 ball

Crab soccer



Crocodile Dodge Ball
Formation: All but one of four groups form a circle; the players of the remaining group stand in the centre of the circle, one behind the other, with waist grip to form the “Crocodile.”

  Boys try to throw a ball to hit the last player in the Crocodile. Immediately the player has been hit he moves to the front of the Crocodile and the one at its end becomes the target for the outside players.  Only the leader of the Crocodile may use his hands to fend off the ball, and if the Crocodile breaks, it counts as a hit and the back player moves to the front.  The Officer counts the number of hits scored by the circle players in a given time, say one minute.  The Crocodile group then changes places with one of the circle groups.  The group having the least hits scored against it is the winner.
Ball

Crows and Cranes
Tagged member joins other team.


Defender
Need 2 soft balls and at least 8 bottles (2or3ltr filled with sand or water) or blocks of wood for bases. First 8 people have to defend their base from being knocked over. Can only kick balls. Start with only one ball in play. As soon as someone base is knocked over – some one else on the sidelines can take over the base.

With a smaller number of boys, start with one or two boys and bottles.  For an extra challenge, try 2 bottles per boy.


2 Soft Balls

8 Bottles (2 or 3 ltr) or blocks of wood

Dice
One large dice per team.  Place markers 1 to 50.  Team throws dice over head and finds the number on the floor.  Team throws dice again and adds that to the number, then finds the new number.  Winner is the team to get to 50.  Leader goes with each team to verify.
2 Large dice

50 place markers

Dog & Bone – circle
Mark out a circle 4 metres in diameter.  Place bone in the middle of the circle.  Boys start in two lines.  Top player in the line runs on the whistle.  Can run out of the circle anywhere.


Dog & Bone – throw to witches hat
The winner gets an additional throw at witches hat for an extra point.


Duster Hockey
Two teams lined up on each side.  Number boys from right.  Place hockey sticks (rolled up newspaper) on chairs at each end of the hall.  Place puck (bean bag or knotted tea-towel) in center of the hall.  Call a number.  Boys must collect a hockey stick then get the puck in goal (beween the legs of the chairs).
Two newspaper rolls

Bean Bag

Elastic Poison Ball
Ball is on elastic suspended from roof.
Ball

Elastic

Suspension point on roof

Elimination Soccer
As per soccer.  The goals are anything from 6 to 10 chairs at each end of the field. When a chair is hit, it is removed.  Winner is team that remove all chairs of the other team.
Ball

Chairs

Fire Ball

Tptg p90
Apparatus: Two waste paper baskets or buckets; as many small balls as possible. (If bean bags are used, backets are not necessary.)  Two large balls.

Formation: Two teams.  One of the teams split into two lines about 3 metres apart.  The other team starts down one end of the hall.

  Boys on the second team in turn take a paddlepop stick from an officer and run it up the other end, and give to a second officer.  The first team has a couple of balls and must try and hit the runners below the knees.  If a runner gets to the other end without being hit, his paddlepop stick goes into a bucket.  If he is hit, the officer keeps the paddlepop stick.  Boys return to the start to collect more paddlepop sticks.  Have at least three times as many paddlepop sticks as runners.
Ball

Paddlepop Sticks

Gotcha / Dog and the Bone
One soft ball or item that is easy grabbed. Two teams. Number each team off so have corresponding numbers. Start with ball in the middle of hall. And the two teams lined up facing each other behind a defined line. When a number is called, they need to grab the ball and get back to the other side with it. Once the ball is grabbed, the opponent tries to tag the person with the item – if successful, no one scores. If the person gets back to their team’s line without being tagged – the team scores.
Soft ball

Hand Ball – grid
Draw a grid on the floor with cells 1.5m x 1.5m.  Label squares as per a suit of cards – King, Queen, Jack, Ten, …  Remaining boys stand in a line ready to play.  King serves by bouncing ball first in his own square, then into another square.  Balls in place must bounce in own square then another boys square.  You must play if a ball bounces in your square.  You are out if you don’t play, or don’t make a correct return.  Boys out return to the end.

Variation: When boys are out, the square remains empty and cannot be used.  When all boys are out, game starts again with boys taking squares in the reverse order they were out.
Tennis ball

Chalk

Hand Ball

Tptg p89
Apparatus: Chairs for goals and a ball.

Formation: Goals are set at each end of the playing area and two groups line up after the fashion of soccer sides.

  The referee starts the game by dropping the ball between the opposing forwards.  The ball is propelled forward by striking the ball with one hand; a player who is found holding the ball with both hands should be penalised.  A goal is scored by driving the ball through the goalposts.  This game should be limited to ten minutes at the most, and sides should “change over” after five minutes play.  Kicking the ball involves a penalty, and Boys should be warned to keep on their feet.
Chairs

Ball

Humpo bumpo
Everyone crouches and grabs their knees. Only way to move is jump. If anyone falls over or stops being in the correct position – they are out. The idea is to be the last person still up.


Individual Jig-Saws

Tptg p77
Apparatus: An envelope containing a jig-saw puzzle for each Boy.

Formation: Boys sit on the floor in groups with an Officer in charge of each group.  Each Boy has an envelope in which is a picture post-card cut into six pieces.  (The envelope and pieces are numbered alike.)

  On signal, the Boy completes his own pizzle and, when it is correct, he is told to return it to its envelope and pass it on to the next Boy.  This process is repeated until each Boy has completed every puzzle in his group.  The first group to finish is the winner.
Picture cut into jig-saw

Indoor Cricket
Two teams.  Experiment with different bats and balls.  Boys can’t get out first ball.  If the batter hits the ball he must run.  Bowlers change when the batter is out.  Batters may be bowled out, caught, or run out.  Try and keep the game moving quickly.
1 bat (PVC pipe)

1 ball (large & bouncy)

Jig-Saw Game

Tptg p77
Apparatus: A number of post cards with one piece cut out of each card.  The shape of the cur-out pieces should be varied.

Formation: Free

  Each player receives a card and is required to find a piece which exactly fits the hole.  When found, he returns the card to the Officer and receives another.  The pieces are scattered about the room on chairs, shelves or any convenient place.
Post cards or pictures of some sort that can be cut out into jigsaw pieces.

Knock
Try to hit others with the ball. Cannot run with ball. Only pivot like in netball when you have the ball. Cannot grab the ball from someone else. If you go out remember who got you out, because you can come back in when they go out. As soon as the ball bounces any one can grab it. As soon as the ball leaves your hands you can move both your feet.


One soft ball

Moving Target

Tptg p82
Apparatus: A tennis ball for each Bot and one ball.

Formation: A circlt of twenty to feet diameter is drawn and divided into halves.  On the centre line the football is placed.  Each group stands outside its own half circle.

  The object is to cause the football to roll over opponents’ semi-circle by hitting it with tennis balls.
Tennis Balls

Ball

Newspaper  hockey
(or try it with a ping pong ball and fly swats instead). Two teams, number them off.   Can use either a bean bag or a knotted tea towel.


Bean Bag or Knotted Tea Towel

Poison Ball

Ball

Poison Ball ABAB
Two teams.
Ball

Poison Ball Square
4 sides.  Chairs mark the corners.
Ball

Chairs or chalk.

Poison Ball Tennis Ball
Use a wide area and tennis balls.  Balls are thrown underarm.
Tennis Balls

Chalk

Runners & Throwers

Tptg p84
Formation: Divide the players into two sides, one side to run and the remainder to stand in a circle with one player  in centre.  Each throw to count as one, but a dropped throw not to count.

  At the whistle the player in the centre of the circle commences to throw to the other players in the circle in turn and, at the same time, the first runner starts round the outside of the circle.  When he returns the next runner starts.  When the side has finished running, the whistle goes again and the circle stops throwing.  The runners take their places in the circle and the other side become runners.  If the number in a side is short, one or more players may run twice to make up.

  The object is to see which side can get round with the least number of throws scored against them.
Ball

Running Man
Need Four markers (witch’s hats) to define area and one whistle. Two teams. The teams line up behind their marker (at diagonals to each other). The first runners begin running when the whistle blows around all four markers in a clockwise direction and then tag their next team member who begins running at that point. The aim is to tag the other runner from the other team. The whistle may be blown at any stage to reverse the direction of running.


Four markers (chairs)

Whistle

Sardines
A version of hide and seek.  Boys line up at the end of the hall facing the wall.  One is selected to go and hide.  Others, after a count of 30, go and seek, and then hide in the same spot.  The game is finished when the last boy finds the rest of the group hiding.  The first boy to find the boy hiding is the next one to hide.  Game is played with minimal lights.


Shoe Collecting
Draw four circles about 4-5 metres apart at corners of the room.  Draw another circle in the center of the room and place the 8 objects.  Divide boys into 4 teams.  The object of the game is to get 3 objects into your teams circle.  One player from each team plays in each round.  Each player initially takes an object from the center circle, places it in his teams circle, then goes back for more.  Objects may be taken from the center circle or stolen from another teams circle.  Only one objects may ba taken at a time.  Objects must be placed in your teams circle, not thrown.
Chalk

8 objects (eg. Shoes)

Sock Wrestling



Ten Pin Bowling
Played in the hall.  10 bowling pins.  2-3 balls.

Played as a team competition.  Select a number of games and rotate boys teams through.  Announce individual scored after all games are completed.
10 bowling pins

2-3 balls (medium size)

Toe Fencing
Grab a partner about the same height. Hands on their shoulders facing each other. When I (the leader) says go, the aim is to step on the other person’s toe, while avoiding getting your’s stepped on.


Warball
Need two- three soft balls. Two teams. The middle of the hall defined with a no man’s land gap where they cannot enter. The aim is to hit the other team members on the full. If it bounces the ball is dead and can be picked up by the other team.
2 or 3 soft balls

Zombie
Need balloons for each person minus one and string to tie the balloon to their back. Some one starts off as the zombie (without a balloon) – goes and tries to burst the others balloons. Once some one’s balloon is burst they also become a zombie and can go get others. Have time limit of 10-15 minutes. Survivors win!
Balloons

References

· Children’s Ministry Manual (cmm)

· No.1 Section Program – BBCD/Y1T1

· 13th Brisbane (bb13)

· The Boys’ Brigade – Junior Games (bbjg)

· The Boys’ Brigade – To Play the Game – For Junior sections (tptg)

· The Big Book of Boys Brigade Games (bbg)
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