
[image: image1.emf]What Students and Staff Need to Know     To have a fun  and safe     Active and Structured Recess          Where to check out /in  equipment        Where ALL activity zones are on the playground        What activity is done in that zone and only that activity  is done in that zone        Le arn and follow the basic rules when participating in  that activity (read and learn following pages)        Use equipment properly, know where to check out  equipment and return equipment in proper place  (report to staff any lost or damaged equipment)        Try to stay  ACTIVE the entire recess time           



[image: image2.emf]Four Square   -  How t o Play        Each player stands in one of the four squares, A,   B,   C,   or D.        To start the game, the  player in square A serves  the ball by bouncing it in  their square once and then hitting it towards one of the other squares.  The  receiving play er  then  hits the ball  to any other player in one of the  other squares.        The ball  must bounce  in another  player's  square, and they must hit it to  another player before it  bounces a second time.        A player may hit the ball  before it bounces , if they choose to do so.           If a player hits the ball so that it  misses another player's square , or fails to  hit the ball  before the second bounce  after it has landed in their square,  th ey are "out" .        When a player is out, the other players move up to take their place, and  that player moves to the last square, or to the end of the line, if there are  more than four players.           The  object of the  game  is to move up to and  hold the server's position   (A).              



[image: image3.emf]How to Play 3 - on - 3 Basketball   3 - on - 3 follows basically the same rules as traditional basketball, but is played on only  half the court. A 3 - on - 3 basketball tourna ment can be great for camps or a pick - up  game with limited people. To learn how to play 3 - on - 3 basketball, follow these steps.        Pick your teams. Teams must have 3 players, but can have as many as 6 for  substitutions.        Flip a coin to see which team gets the  ball first. The team with the ball first will  throw in the ball from behind the 3 - point line. This is called the take - back line  and is where the play always resets.        Play as you would in a regulation basketball game in terms of trying to make a  basket. Ea ch basket inside the 3 - point arc is worth a point, and each behind the  arc is worth two points. Most games are played to 20; however, this can be  adjusted depending on whether you're playing a pick - up game or tournament.  After each made basket, the ball ch anges possession and is thrown in from  behind the 3 - point line.        Take the ball behind the 3 - point line on an opposing team's missed basket, or a  steal, to reset the play. You are not allowed to re - shoot a missed basket by the  opposing team unless you take  it back and reset the play. You can put back a  shot by a teammate.        Substitute players during resets when players get fatigued. Having players  available for substitution will give you a better chance to win.        Call your own fouls. All fouls must be called w hen they happen. Points do count  if a player is fouled and the ball goes in the hoop. The first eight fouls are a reset  of possession. Every foul after eight is a free throw, worth a point.      



[image: image4.emf]How to Play Basketball Knockout        C hoose a set order for all the people participating. Once the order is  designated, it only changes when someone is knocked out.        Line up single file, in order, with the first person at the free - throw line.        Give basketballs  to the first two players in line.        Allow the first person to shoot. If the shot is made, the player tosses  the ball to the third player in line. If the shot is missed, the player  must immediately try to rebound and score before the following player  shoots  a free throw or the player is knocked out of the game.        Understand that if the second player also misses, that player must try  to rebound and score before the first player rebounds, scores and  quickly passes the ball to the third player waiting at the fre e - throw  line, or the second player risks being knocked out.        Note that play stops momentarily when a player is knocked out, and  basketballs are again given to the next two players in line.        Continue playing until one player remains.        



[image: image5.emf]How to Play Horse in Basketball        Establish the rules beforehand and stick to them. Horse has many variations on the base  game. Some give exception shots so that  people can get back in the game when they  lose. Sometimes physical limits are imposed; for example, eliminating the dunk because  not all players can complete that maneuver.        Create an order for the players. This can be done by alphabetical order or by sho oting for  the order of play.        Call the shot. The player shooting must verbally call out what shot they are going to take  before the shot. The exception is if the shooter is not going to use any props or make  any special moves.        Shoot the first shot. The fi rst player takes a shot within the established rules. If the shot  is made, the next player has to make the same shot or they are assigned the letter H.        Shoot the next shot. If the second player makes the same exact shot then it falls to the  next player an d so on until the original shooter is up to shoot. At that point the original  shooter takes another shot.        Reslot the order. If a person shooting first misses then they proceed to the back and the  player next in line becomes the leader and gets to decide o n the shot taken. If that  person misses, then control proceeds down the line until it returns back to the original  shooter.        Assign the letters. As each shooter misses he earns the next letter in the word Horse.  When a player reaches H - O - R - S - E she is out.  As mentioned earlier, some players of the  game allow a bonus shot or two that, if made, allow the shooter to stay in the game and  eliminate a letter. This is continued until there is only one player left. That player is the  winner.    



[image: image6.emf]Kickball  -  How t o Play      Equipment 10” playground ball and court.        To start the game, two team captains are chosen, then they select their teams.  Teams must stand in an orderly fashion in line.        The kicking order must stay the same throughout the game.        All  field players, except for the pitcher, short stop and 1 st  base player must be  outside the diamond until the ball is kicked.           The kicker:      Stands behind home plate and kicks any ball that rolls over the  plate.      A kicker may have as many rolls as needed to k ick the ball, after  the 3 rd  time trying they can have assistance from their team, but  must run the bases as soon as their ball is kicked by a teammate.      If it is a “fair” kicked ball, which is inside the court, the kicker runs  to first base or as many bases  as he/she can reach without being  tagged or put out.      A runner may not steal or leave a base until the ball is pitched.      The runner must touch each base in order.        Teams change sides when there are 3 outs or 10 consecutive runs are scored in  one inning.     o   A  player is out: if a fielder touches the base with any part of their body  while the ball is in their hands before the runner reaches the base.   o   If a runner is tagged by a fielder before reaching the base.   o   If a fly ball is caught  –  runners must return to the  base.   o   If a runner runs more than 3 feet outside the baseline to avoid being  tagged.   o   If you have 4 foul balls.   o   If two runners end up on one base. If a runner passes up another runner.   o   If a runner is touched by the kickball before the opposing team touches  i t.        The catcher must get balls that are not kicked.        A tie goes to the runner. A ball may never be thrown at a runner!      



[image: image7.emf]Rules for HOPSCOTCH kick out  game  for (3 - 6 )     Starting Position:   Players shall stand in an upright hopping pose on one foot, behind  baseline of the court with the hoppy taw in one hand.     The Basic Toss:   Hold the “taw” between your thumb and your finger tips  with your  palm up, rotate your hand in toward your body and then rotate  your hand out towards the court. Release the “taw” to land flat in  that perfect landing spot within the space you are aiming for.     Begin:   Toss hoppy taw into square 1 (it may not touc h any line).     Hop into square 1  with one foot,  any number of hops in square  can take place without touching the lines, kick hoppy taw out of  square without touching any line with hopping foot,  then  hop out  of square on one foot to exit the court. From star ting position toss  hoppy taw into square 2, hop into square 1 then into square 2,   take any number of hops and kick out of square 2 beyond  baseline, hop back into square 1 and off the court. Continue  tossing taw into triangle 3, jump into squares 1 and 2 w ith a foot  in each square at the same time, hop into triangle 3 remaining on  that foot kick out taw completely off the court. If taw lands in a  lower number square (not on a line) you may kick it out once you  get to that space. Continue with the higher num bers following the  above rules.     Lose a turn if:        Hoppy taw does not land in proper place or on a line.       Player leaves the court without picking up the hoppy taw.      Player touches any part of a line on a court.      Player uses more than one hand to pick up the h oppy taw.      Dropping the hoppy taw in the court      Hopping or jumping in the same space as the hoppy taw.      If a player loses balance and put other foot down on court.         



[image: image8.emf]Rules for HOPSCOTCH pick up game  for  (K - 2)     Starting Position:   Players shall stand in an upright hopping pose on one foot, behind  baseline of the court with the hoppy taw in one hand.     The Basic Toss:   Hold the “taw” between your thumb and your finger tips  with your  palm up, rotate your hand in toward your body and then rotate  your hand out towards the court. Release the “taw” to land flat in  that perfect landing spot within the space you are aiming for.     Begin:   Toss hoppy taw into square 1 (it may not touch  any line).     Hop into square 2  with one foot, then into triangle  3  on one foot .  Continue hopping placing at the same time one foot in triangle 4  and the other into triangle 5 . Jump and land on one foot in  triangle 6. Jump and land with both feet at the sam e time in  rectangle 7 (you can move about in this space). Hop and land on  one foot in semi - circle 8 then hop and land on both feet with one  in arc 9 and one in arc 10. Jump into the air while in the air  reverse the position of your feet by turning your bod y (½) turn  180 degrees landing on both feet at the same time. Return down  the court in the same way you came up the court. Before leaving  court, pick up hoppy taw with one hand without touching the  ground. Then hop in that square you picked it up from and  out of  the court. Toss hoppy taw in each square, triangle, rectangle, or  arc as you make your way.     Lose a turn if:        Hoppy taw does not land in proper place or on a line.       Player leaves the court without picking up the hoppy taw.      Player touches any part of  a line on a court.      Player uses more than one hand to pick up the hoppy taw.      Dropping the hoppy taw in the court      Hopping or jumping in the same space as the hoppy taw.      If a player loses balance and put other foot down on court.       



[image: image9.emf]Tetherball   -  How to Play      Newcomer serves.       The judge is the first person in line. Anyone trying to influence the judge  goes to the end of the line.       Winner of previous game chooses the direction of his/her play and side of  court.       The ball can be played wi th an open or closed hand.       The player who winds the rope completely around the pole in his/her  directions is the winner.       If a player does one of these things, he/she is out:    1.   Hitting the ball with any part of the body other than the hand.    2.   Holding or cat ching the ball during play, other than a serve.    3.   Touching the pole with a part of the body.    4.   Hitting or catching the rope.    5.   Stepping onto the opponent’s side of the court.       You cannot win on a serve alone. The receiver must have hit or touched  the ball at  least once.       If the game is lasting a long time, the judge may call a 25 - STRIKE. Both  players must then hit the ball a total of 25 times. After the 25th hit, the  person who has the rope twisted in their direction is the winner.       A player who wins 3 consecu tive games and their current opponent go to  the end of the line. The winner may line up in front of the opponent.         


