
Games: 
 
Duck, Duck, Goose  
 
A group of players sit in a circle, facing inward, while another player, the "picker" (a.k.a. the "fox"), 
(some young children call the "picker" the "ducker") walks around tapping or pointing to each 
player in turn, calling each a "duck”  until finally picking one to be a "goose" The "goose" then rises 
and chases and tries to tag the "picker", while the "picker" tries to return to and sit where the 
"goose" had been sitting. If the picker succeeds, the "goose" is now the new picker and the process 
begins again. If the "goose" succeeds in tagging the picker, the "goose" may return to sit in the 
previous spot and the "picker" resumes the process. With older players, the "goose" may attempt 
to tackle the "picker". 
 
Red Rover, Red Rover 

The game is played between two lines of players, usually around 30 feet apart. The game starts when the 

first team (usually called the "East" or "West" team, although this does not relate to the actual relative 

location of the teams) calls out, "Red rover, red rover, send [name of player on opposite team] right 

over." or "Red Rover, Red Rover, let [name of player of opposing team] come over." or "Red rover, red 

rover, we call [name of player on opposite team] over." 

The immediate goal for the person called is to run to the other line and break the "East" team's chain 

(formed by the linking of hands). If the person called fails to break the chain, this player joins the "East" 

team. However, if the player successfully breaks the chain, this player may select either of the two 

"links" broken by the successful run, and take them to join the "West" team. The "West" team then calls 

out "Red rover" for a player on the "East" team, and play continues. 

When only one player is left on a team, they also must try and break through a link. If they do not 

succeed, the opposing team wins. Otherwise, they are able to get a player back for their team. 

Simon Says 

A command starting with "Simon says" means the players must obey that command. A command 

without the beginning "Simon says" means do not do this action. Anyone who breaks one of these two 

rules is eliminated from the remainder of the game. Often, anyone who speaks is also eliminated. 

There can be very complex and difficult command chains, such as "Simon says: Arms up. Simon says: 

Arms down. Arms up." Anyone ending with their arms up is eliminated, because you cannot obey a 

command that doesn't begin with "Simon says". 

Seven Up 

Choose 7 students to be 'It'. Those students go to the front of the room. The other students put their heads on their 

desks so they can't see, resting elbows on desks with arms up and thumbs pointing upwards. The seven 'Its' tiptoe 

around the room. Each taps one of the seated students on one thumb and once tapped the child has to put his 

thumbs down so he cannot be tapped twice).  

 

The 'Its' return to the front when they have tapped one thumb. When all seven Its return to the front of the room, 

they say in unison, "Heads up, stand up" (ie if you were tapped .) Each student who was tapped has an opportunity 



to guess which student tapped him or her. If a student guesses correctly, he or she replaces the person who did the 

tapping; if not, that IT stays in for another round. The game begins again when all have had a chance to guess. 

CHAIN  
 
You can easily adapt this game to many areas of the curriculum. The teacher writes a category on 
the chalkboard -- foods, for example, or animals 
 
Each student writes the letters A to Z on a sheet of paper. The students have five minutes to create 
an alphabetical list of as many foods as they can think of. Then the game begins.  
 
The first student must tell the name of a food. The second person must give the name of a food that 
begins with the last letter of the food given by the first person. The third person must name a food 
that begins with the last letter of the second person's food and so on. One at a time, students are 
eliminated. 
 
HANGMAN 
 
I SPY with MY LITTLE EYE 
…something that begins with “A…” 
…something “blue…” 


