






 

Find the spoon 
What you need: A teaspoon 
People: 2 or more 
 
How to play:  
• One person hides the spoon.  
• The other person has to find it. 
• Time each other and see who can find 

the spoon in the quickest time. 
• Make this easier by saying ‘hot’ if the 

person looking for the spoon is close 
to it and ‘cold’ if they are moving away 
from it. 
 

 Play with more people by seeing 
who can find the spoon first. 

Print this and give one to your pupils to take home 
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Find three things  
that are… 

People: 2 or more 
How to play:  
• One person says ‘find three things that 

are…. blue.’ etc. 
• The other person then has to collect 

three things that are blue and bring 
them back to that person.  

• Make this harder by timing the person to 
see how long it takes them.  

• Other things that could be collected 
include ‘find three things that are…. 
spotty, start with the letter ‘C’, round, 
soft to touch.’ 
 
 

 

Play with more people by seeing who 
can collect the three items first. 
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Get dancing! 
 
 
 
Put your favourite music on 
and dance around to it for 

the whole song. 
OR 

Make up a dance and 
perform it to friends and 

family! Use counts of 8 for a 
really slick  

performance. 
 

 

Print this and give one to your pupils to take home 
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Grandmother’s 
footsteps! 

 People: 3 or more 
How to play:  
• One person begins facing away from the others 

at the other end of the room or space. 
• All other people start behind a marker which 

shows the start line. 
• Grandmother says ‘go’ and everyone else tries 

to creep up to the Grandmother without being 
heard. 

• If the Grandmother turns around, everyone else 
must freeze. If the Grandmother sees anyone 
move, they get sent back to the start. 

• When the Grandmother turns away, everyone is 
allowed to creep again.  

• The first person to get to the Grandmother wins 
the game and starts as the Grandmother in the 
next round. 
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Print this and give one to your pupils to take home 







 

Hide and seek 

People: 2 or more 
How to play:  
• One person counts to 60, they are the 

seeker. 
• All other players hide.  
• The seeker attempts to find all other 

players. 
• The first person found becomes the 

seeker on the next round. 
• The last person found  

is the winner. 
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Home base 1, 2, 3 

People: 2 or more 
 
How to play:  

• One person starts at a home base and counts to 
60. 

• All other players hide.  
• Once the counter has finished counting they 

attempt to find the players who are hiding. 
• All players who are hiding attempt to get back to 

the home base without being tagged by the 
counter. 

• If they make it back to the home base, they shout 
‘home base 1, 2, 3.’  

• The first player caught by the counter becomes 
the counter on the next round. If all players 
successfully make it home without being caught, 
the same counter counts again. 
 
 

 

Print this and give one to your pupils to take home 
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I spy… 

Head to the park and play eye spy 
with a twist along the way. ‘I spy 

something beginning with T’, 
players race to be the first to touch 
something beginning with the letter 

T. 
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Kerby 
What you need: 1 ball and two kerbs that are approx. 4m 
apart or more 
People: 2 or more 
How to play:  

• Players stand opposite each other on the pavement. 
The aim of the game is to reach the opposite kerb to 
score a point. 

• One person starts with the ball and attempts to throw 
the ball so that it hits the opposite kerb and bounces 
back. If it doesn’t, the other person gets a turn. 

• If it does hit the kerb and bounce back, the person 
who threw it gets to take one jump towards the 
opposite kerb. They attempt to throw the ball to hit 
the kerb again, if they do hit the kerb, they get to take 
another jump and so on until either they miss and 
their turn is over or they reach the opposite kerb and 
score one point.  

• When throwing the ball, if it bounces back and hits 
your own kerb or if the ball bounces back and you can 
catch it, you are able to take two jumps at once 
towards the opposite kerb. 

 Play with more people by playing in pairs or teams. 
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Print this and give one to your pupils to take home 






