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o hurn over @3 manmy cones as possible for your fem -

ver as may canes for your feam as pesshie

o, hen them upright

recm cares, Sam Sham upsde down

eck othars frem gettng fo « cene

 whiatle efter (2-3 minutes), everyore must stop and pt

see which team has the mest TFID ther wey v

 up the teams. )

sko the DO EEDY
7 players fo be the (5

e up on the side a3 the (&8

5 o avoid gotting fagyed n the 2ene -

whiske, the Isf chasers in the Ine bas 10 seconds fo feg
veryore has %o stay withi the zenelsquere

rrnsated and must oun the back of e chasers lme

v I bacomes & rew dodger

@ nw chasar coming in whan the naxt whistie i blown

n 3) chasers come on of
foam naoche 1o 153 (mest be balow the weist)

fime b fog
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Stending off the mat i the *QAUID) on e mat o the 'GEY [\
| Everyene sterts on the erd side
2 The Seacher cals out diéfarent inatruzhions for everyane o follow
«%Sad* = pump o e 500 side Gvat) Q\‘
~Land" = Jump % the land side (gpound) L)
A = pamp siraight up in the ar
*Besdge® - make « besdge with your bedy (e in a pushup position) frem land
o the ses
« *Tomade® = Jamp 40 spin around on the spot
3 The feacher continwes to cal cut different calls, and you must o them quickly
4 Orce everyone is famiber, sha 3 up the call, do then elminshion
Lho pioyers whe o 0 wong thing ofte
Ihe bast

o

ral ¥ thar, 8
M o the other end of the areq mark o finuh ne
Have 4 sprivder shart of each of the starbing kees (chasers end escapers), end sthers
Ined up bahind, ready o go efter
You can then set tha up frem ®e other comer on the sther ude

So beth got ready o spen, and when the whistie is blown, the escaper has o try end
pass the fiish re befare gettng lagged by the chaser

= Tha s s fo chase e escapa bo fhe fiish bra -

1 Both rumnars gt ready fo sprint, and when the whisth Is blown, the ewcaper has fo
try and pass the fiish hra before getting Sagged by the chaser
Thase 2 ployers join the back of the cther Ina, and the raxt 2 recers bre up
and gt resdy 45 ren
2 Phay round by reurd, making sure everysns gets o chance of chating and escaping.

hral (o um heeugh) with sidabr
her Ine Gat helf-way)
(taggers). who start acroas the halfwey
sse U2 o foem rocdle)
EE)) e up ot ore end of the henel

1 ek 1 safely fe fhe other end -

e shasst RN, avaryona as %6 run 4o the other
 meve ssdeneays. crcas the mddin I, 1o iry and tag the
oth thew feem noode

hit with @ roodie, they collect o roodie from the side, and

errpt fo run from end o erd untl there is a sunvee

ichators. in the middi - if you tag semecna, you suitch

¢ 3 Ines for gadhstors %o move acrcas, instesd of just

@ANEARLY

- Tho @ is fo run around fhe cene and get back o your beem for « point -
Everyone & ready fo run
1 The teacher calls out @ rumber, and the player with that number frem sach Seam,
st quickly rmeddie core, and back through thew feams' cores

The thvough their getes gots a pont for o
2 Play mult o (aa) 10 points wins

Mark cut a large Unshape with e cones
< Diwide the qreup inte 2 feams - have each feam brs up of each end of the markers

(GAMERTAY

« The aim is fo reach win reck-scissors-papar fo reach fha other end -
10n "0, the frst pleyer from sech sde rns srourd e cutsids of the cenes fewards
o other end
2 Wharever theso 2 pleyers meaticlash, thay step and do
3 The mincer then gets fo kasp running fo meke ther way fowards the ofher feams end
The memant fhe kuar loses, S rext ployer from their side runs out o mest
the wirer freem the previess reund
4 The game keeps geirg unhl eventudly cre feam resches the other Seams end.

VARIATIONS

+Use hocps matesd of cones, and players must hep from hoop to hecp.
5 o

. 2

“Mark o large playing sres wih ccnes
Got everyora inte pars
~Tn wach par, | parsen is the Yurear, the ether is the GEEBER)

QSEY

« The eien i for the runnee be shey as far away as pessible from fhe shadow -
1 On GO, rurners fry fo run and shay awsy from e shadows by dodging end charging
rection (wth the playing arse)
2 When the teacher blows the whistle, everyene must freeze
the shadow 1s ithin arms reach of the runver, the shadew is fhe winner
- I the rurner cannat be resched, they we the wrver
3 The loser does & quek chalionge, for example
<10 shar pumps.
-5 push ups
0 s ups ﬁ
4 Play multiple reunds, switching roles sach trme )
Then change partnars after a fow mirutes 4

o middle

e

(  wekdam )

.>...«..‘ i D g

[SeTue)

Mark sut a sharting hne and end bne at aither end of the playing eres
= Mark out sidabras os wal
iryore Ines up of cre end, of the shert bre
Bt cheosn | parsen fo ba the CLTRBER conreler, who heids o red and
groen core

[GAMERTAT]

= The aim i 42 reach the séhar end e quickly os possible -
L Everyora is ready 1o run (washe fer the ecntrelier)
= When the controlier helds up the green cone, you can GO'
- When the centreler helds up tha red cens, yeu heve fo STOP
2 If you qet caught movng affer the red Ight, you have to feke 3 steps back
3 The Ist player fo sprnt fo the cher end s the wirner, end then gets fo becoma She
new frafiic dght controlier at the otber erd

VARIATIONS ®
P

- Backwards - Iratesd of gong ferwards, you have fo mave backwerds
(end # you get ceught, hove %o dcke 3 sheps formardyl) ‘“1\

Y,

Lod il dod ol d e d nd o d o A o b

- Rocapieame the dffesent res of the sperts court

1 Everysra gots ready to rn - Tha teschar cals 0wt « b of the court, for sasmple
baseline / halfway / 3 paint | bey | sdehne.

2 You must run o3 quekly as possible fo stand on the Ine calied

3 Play mutpla reunds for prachice, then play slmination

- The bast playee to reach the hee 251 i 1

Mark sut @ arge playing srea o 4 zores Geach sene s @ Yo zore
Choase Y playars o be teggers - | shanding in sach 2ene
Evaryona else (dodgers) finds o space in any of the zares

@Y

= The aim s #o fry end eveid getting fagged in fhe zones -

1 On 160, everysna runs aveurd, tryirg fo averd qettieg Yagged by any of the Y teggers
The 4 foggers must shay mitin the zace
Everyone eise (dedgees) can move sround % acress anylal of the zenes

2 1 you get fagged, you swebch fo bacarma the beger for thet 2ene nstead

3 When Fha feacher blows the whistie to shop (83 after | mirte), whosver eve the

Hagqers must o a fitrass chalengs, for eample
0 pushrops
10 star jumgs
10 frog pamps

4 Play muitgle

NSRS < The @ 15 te grab the ball as quichly s pessble -
1 The Seacher calls out dfferent mstruchons, o9
- *hands on your sheukders / bips | knees®
~*Do 3 sher Jumgs®
'St on e gourd

I .

(SETuR)

Mark ovt an erea in the middie with cones, fo be the el
Chase 35 players 1o be the GG
 The rest of the class ere the GECEES

= The aim i S0 avord gething caught and geing in jell -
LAl the robbers must run sround the playing areq, frying 1o eveid getiing caught by the
ceps (toggers)
21F you are cought (ogg
-To ot rourd), og

10n the w
them ot

2 Py the

you sarv

3 Shart

You must 4

e ot

You must stey

= Tho am is fo stoal oher poople’s fals witheut losing your own -

10n %00, you werk on your own fs try and TR semecne elua’s tob
2 1F you shoal somecre’s fed held cnko 1t and keep 1 <5 < spare
317 your fel gets fekem, you are shl in the game, and fry fo get anather bal b

= IF you have o spare tol, you can reploce 1t if your tal gebs fekan

= You e not alhowed 4 hold ento your own fad a5 you e movng areun
% When the teacher call step or blews the whiste (afler 34 misutes), soe wh
the mont 1 poirk far every tal, play malhiple rounds

A

.
» Toam bals - Syl into 2 feams (wth 2 colecred Bibs) - play feam vs foam

#
» St 8 stodd = IF your tal gots fakam, you are out of the geme, end must s
where you are — BUT, fromn siting, you can fry fe steal ether pesgie’
pent you, 4o get back in the game

T) SHUT{TLE{RUNS]
g .

H

st car

o .J:M‘ oo bl

[SeTuey

Diwide the cless indo 35 teams, and haw each feam Ine up behind @ cone
end of the wes
- With @ Serris ball scch
Out dhesd, each fecm needs @ kne of § cones, spaced equely cbout 2m epart

@G

= The airn 5 fo get the ball b the end and back es quickly a5 possibie
1O %607, the I player (From sach feam) picks up the bl sprnts et 4o put
on top of e Ist cons, than runs bock

2 Th 20 parson then runs ut, pcks up the bl fo put A en the next cons, o
comes back.

3 Agan, the naxt porsen deos the sarms with the rext cens, and then the rext
the last cone

S Whan your team gets the ball on the lest cona, the next persen picks i vp @
Lengs 1 fo one cone chaser, Shan fhe naxt sprinter oguin bengs 1 ene closer, «
ore closer

S The first feem fo get the ball ol the wey up and back fo the start that is th

3 O ~.-.\...‘

ot & karge playing ares, wifh scfe spece creund the cutuide of  (fo rur
34 players to be toggers, with @ hoop each en the greund
s fieds thee cwn spoce

v
= Tho am is o eveid gotting togged mith the heops -
S fegers CBE3 e hocps cn the grourd fo fry and bt eve
s, you reust run oll the way areund the autside of the m
o then you can coma back inko the mudde to ot
$ime 5 up, whaover sutlrunning eround the eutuide,
ush wps, 51t ups, burpees )
’Q'»..,W-».,.M.,,..‘.ﬂww.

28TUP

#4 cut cn the side for the reurd - bast purvive

e diferont aqupmentiskils such a5 soft

5 mth fenres bells ?9




You'll get 21 exciting, unique and engaging whole class games to
kick-start your PE lessons off - no need fo waste time
sedrching and planning for ideas. All you need is minimal
equipment - a few markers/cones, and simple balls at most..
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What's Included: t P L
\/ 24 printable warm-up game/activity cards g
Minimal equipment required
Easy-fo-read instructions
\/ Suitable for indoors or outdoors
\/ Designed for individual, partner, and group settings

Why you'll love it:

- Saves time planning PE warm-ups
- Keeps students active and engaged
- Builds teamwork, coordination, and fitness
- Great for substitute tedchers, coaches, or classroom brain breaks
- Whether you're d seasoned PE feacher or new to teaching
movement, this pack makes warm-ups stress-free and exciting|




