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Sports Activity Pack 
Active Schools has created this games pack to provide you with ideas for 
games and specific sports to assist you with school clubs, PE classes or 
playground activities. 
 
We will continue to add more games and ideas to provide more variety to 
your sessions and keep the children on their toes. 
 
We would also like to hear from you and add your games/ideas to our 
pack to share with others, so please use the blank games plan at the 
back of this pack and send it in to Active Schools at: 
 
Active Schools, Ionad Spòrs Leòdhais, Springfield Road, Stornoway, HS1 2PZ. 

Active Schools Contact Details 
 

Iain GG Campbell 
Sports Development Services Manager 

01851 822782 
iain.campbell@cne-siar.gov.uk 

 
Jenna Stewart  

Primary Coordinator - Harris & Westside 
01851 822783  

jenste@cne-siar.gov.uk 
 

Eric Macleod 
Primary Coordinator - Greater Broadbay 

01851 822784 
eric.macleod@cne-siar.gov.uk 

  
Christine MacQuarrie 

Primary Coordinator - Uist 
01870 603591 

c.macquarrie@cne-siar.gov.uk 
      

Katie Denehy 
Primary Coordinator - Barra (P/T) 

01871 810100 
katiedenehy@cne-siar.gov.uk 



 

 

Games, skills & drills 
 

 
Snakes: 

 Split group into 4 groups.   
 Snake moves around the hall, front player scores a try by placing the 
 ball on the ground, second player picks up and leads snake for about 

      5 paces before scoring try. (Encourage placing ball firmly so that it 
 doesn’t roll away. Encourage bending knees to pick up.)  

After scoring try players must join another snake, trying to keep 
snakes equal sizes. 

 
In Pairs: 

Use whole hall 
Pass to each other while moving around the hall 
Player with ball places it on the ground and moves three paces away, 
partner bends to pass ball from the floor. Three times each. 
Chasing - one player with ball has five seconds to tag partner. 
Swap over if caught or time runs out (chased player calls out “one 
banana, two banana…... five banana” to replicate 5 seconds). 
 

Rugby Tag: 
Choose 2 children to be taggers, each with a ball 
Other children are runners and must run from one end of court to the 
other without getting tagged with ball by tagger 
If they are tagged they become a tagger 
Winner is last child who didn’t get tagged. 
 

ADAPTATION 
Aeroplane tag: when children are tagged with rugby ball stand 

  with arms outstretched and wait for children to run under their arms 
  before they are freed 



 

 

Games, skills & drills 
 

 
Catch me if you can: 

Get children into pairs and have them number themselves 1 or 2 
Numbers 1s stand along one line with a ball 
Numbers 2s stand back to back with their partner with a ball 
If leader shouts ‘1’, numbers 1s must run to a set line (10m approx) be-

fore number 2s can turn and tag them with their ball and vice 
versa if leader calls number ‘2’. 

ADAPTATION 
Have players, kneel, sit, lie down before calling out numbers 

 
Rugby Netball: 

Teams suitable for space available; 4 to 5 max in a standard gym. 
“Try” line at either end of hall. 
Players can’t run with ball. 
Defenders must be 1 metre away from passer. 
Not allowed to pass back to player who gave you the ball. 
Turnover if pass is touched or intercepted. 
Score by passing to team mate behind try line (must be a clean 
catch). 
Work hard to find space off the ball. 

 

Keep Ball: 
5-a-side. 2 courts, rotate teams.  
Object is to make 5 passes without the other team touching the ball.  
If ball is touched it goes to the other team and they start from zero.  
Develop by not allowing the player with the ball to pass back to the 
player they received the ball from. 
Increase number of passes required. 

 
 



 

 

Games, skills & drills 
Rugby Rounders: 

Divide children into 2 teams (batters and fielders) 
Set out 4 cones (Cone 1: Start, Cone 2: 1 point, Cone 3: 2 points, Cone 

4: 3 points and Finish) and a hoop between 1st and 4th cone 
Players cannot be caught or run out 
Player batting will throw or kick ball into fielding area and run im-

mediately round cones and receive 1 point when they reach a 
cone. 

The fielding team must try to collect the ball and place it into the 
hoop in between the start and finish cone 

Once the ball is placed in the hoop batters must stop running 
Each child has 3 shots at batting (1 inning), play a set number of in-

nings and rotate teams. 
Winners is team with most points 
 

ADAPTATION: 
Players are out if the ball is placed in the hoop before they get to a 

   cone 
Players are out if the ball is caught before it bounces 

 
Empty Nest: 

4 “nests” evenly spread around the centre of the hall 
4 teams. 8-10 rugby balls (footballs, basketballs, etc…) in each nest. 
Number players in each team. 
Number 1’s take a ball and run to place (not throw) it in another 

teams nest, run back to tag next player who repeats, and so on… 
Time based. Team with least balls in their nest wins. 

 
 
 



 

 

 

Games, skills & drills 

 
 

1-2-3-4: 
Divide children into groups of 4-5, 1 player is the interceptor and the 
others are passers 
Give groups a ball each and a set area to play in. 
Number players 1-3 or 1-4 and on signal players must pass in sequence 
e.g. 1 to 2, 2 to 3, 3 to 4 and then back to 1 
Each time they complete the sequence they get a point and must 
continue until time is up 
Interceptor must try to intercept the ball, if they do so, the passers 
must start passing again from player 1. 

Interceptors cannot tackle; Attackers can run with the ball; Swap In 
terceptor 

 

ADAPTATION: 
In groups of 3 or 4, children must pass to their team members a 

   many times as they can in 90 seconds without defenders gaining 
   the ball 

 

Skittle Rugby: 
Mark out a large square with a skittle in the middle.  
A bench placed at either end of the hall (one for Team 1 and one for 
Team 2).  
2 teams, split so that half the team is diagonally opposite the other.  
Stage 1 – each team has a ball (try different types, e.g.: football, te 
nis, rugby…) and tries to hit the skittle.  
If the skittle is missed the ball will go through to the first player opp 
site.  
Take turns until skittle is hit.  
Stage 2 – When skittle is hit, both teams run to their designated 
bench, 
Half stand on one side of the bench and half on the other. Race to 
zigzag pass across the bench, up and down. 
2 points for hitting skittle and 1 point for winning race; First to 10 
points. 



 

 

Games, skills & drills 
4 on 2 

  Split players into 4 pairs (Yellow pair, red pair, blue pair, green pair) 
 

       
        
        
    

       

 On signal 4 attackers try to pass and score a try by placing ball over 
 defenders try line 
  Ball must be passed backwards 
  Defenders must try to intercept ball or tackle by placing 2 hands on   
  attacker with ball’s waist 
  If try is scored, or ball is dropped or if defender catches ball or ball is  

       run out the side of the court the attacking team must start again at 
 the start line 
  Set a time limit 

 

Line Ball: 
Divide children into teams of 4-6 
Each teams start at opposite ends of marked area, one team starts 
with the ball 
Players have to run and/or pass the ball over the other teams line to 
score 1 point 
The ball can be passed in any direction 
To stop a player running on with ball touch 2 hands to the waist; 
player must stop and pass ball to team-mate 
Play 2 x 5 minute halves 

 
 
 

 

Game 1: red & yellow v blue  
Game 2: yellow & blue v green 
Game 3: blue & green v red  
Game 4: green & red v yellow          
Game 5: green & yellow v blue 
Game 6: red & blue v green 

Game 7: red & yellow v green 
Game 8: yellow & blue v red 
Game 9: blue & green v yellow 
Game 10: green & red v blue 
Game 11: green & yellow v red 
Game 12: red & blue v yellow 



 

 

Games, skills & drills 
Tadpoles: 

  Divide children into 2 teams, Team 1 stands in a circle with one ball
 Team 2 stand one behind each other at other side of court. 
  On signal Team 1 must pass rugby ball round circle and keep count 
 of the number of successful passes.  
  At the same time Team 2 run with the ball in 2 hands round cones 
 one at a time and then pass ball to next player. 
  Once each player in Team 2 has been once they shout ’STOP’; Team 1 
 must then stop passing. 
  Team 1 and 2 swap places and Team 2 have to try to beat Team 1’s 
 passing score.  

 
Line Rugby: 

 Divide the class into two lines of players facing each other. 
 Number each player in each line e.g. 1-10 (possibly match players of 
 similar rugby ability with each other) and allocate a try line for 
 each team. 
 Place two rugby balls in between the lines which are approximately 3 
 metres apart facing each other. 
 Call out a number from 1-15 and those two players with that number 
 must race to the 2 rugby balls in front of the two lines of players (half 
 way into each line). 
 Once a ball is retrieved by the two players (i.e., #7's), they pass 
 the ball to each player in their team down their line towards their  
 try line.  
 One player passes to their teammates one way, the other team 
 passes the other way. 
 Once the players have passed to each team member they run as fast 
 as they can holding the rugby ball with 2 hands and score a try. 
 The first team to score a try wins a point for their team 
 After a try has been scored, both balls are returned to the centre 
 between the two lines facing each other. 
 Play the game up to 10 points or for a certain length of time. 
 

 
 



 

 

Games, skills & drills 
Centre Relay: 

  Divide children into 2 teams 
  Place 4 rugby balls in a hoop in middle of court/pitch 
  Teams sit opposite each other in coned square, with a separate cone 
 behind each team. 
  Number each players in each team. 
  Leader shouts out 1 or 2 numbers and players with that number must 
     run out and collect a ball, holding it with 2 hands and run the cone 
      behind their team and return the ball to middle hoop and then re   
      turn to their team. 
  The first player(s) back to their team receives a point. 

 

ADAPTATION: 
 Instead of running with the ball round own team players must run 
 round the opposing team return the ball and then back to their 
 team. 
 

Team Relays: 
  Divide children into equal teams (have a child running twice if un
 equal teams) 
  Start children lined up one behind each other in their teams, first child 
      runs and then tags next player in team, winning team is first team all 
 sitting down in a line.. 
  Relays can be setup in a variety of ways, below are a few examples: 

 Run with 2 hands on ball in and out of cones, score a try by placing and leav-
ing ball in hoop, run round far cone, collect ball, run round cones. 
 Run towards ball, pick up ball, run with 2 hands on ball and run round far 
cone, score a try and leave ball on same line, tag next player. 
 Run with 2 hands on ball, run round cones, run round far cone return in same 
way, when back to last cone, pass ball to next player in team. Last player 
runs back to team with ball. 

 
 



 

 

Games, skills & drills 
Horse & Jockey: 

  Children get into pairs and number themselves 1 and 2 
  All Player 1’s form a big circle and place the same number of  
 rugby balls n the middle a pairs of children. 
  All Player 2’s stand behind their partner take 3 large steps back 
      to form a larger circle (coloured cones could be used to mark the 
 position of Player 
  Leader shouts either ‘LEFT’ or ‘RIGHT’,  
  Only Player 2’s react to this call and run in a circle either to their 
 right or left depending on the call. 
  Once they return to their original position they run forward,     
      through their partners legs picks up a ball and passes to their 
 partner. 
  All Player 1’s on receiving the ball hold it above their head. 
  The winner is the first pair to hold ball above their head. 
  Swap over 1’s and 2’s 

 

Race the Ball: 
  Children stand in a large circle and are given a number from 1 
 to… 
  Player 1 starts with the ball and passes to Player 2, Player 1 then 
      has to run round circle and make it back to their space before 
 the ball is passed round the circle. 
  Player 1 then passes to Player 2, Player 2 then runs after passing 
 it to Player 3 and so on. 
  If players make it back to their space before the ball they receive 
 a point. 
  Remember to pass with 2 hands and be ready to receive the ball 
      with 2 hands. 

 



 

 

Game Plan 
Please provide details of a game that you have used and has worked well, so 
that we can add it to our activity packs and allow others to try the game out. 

Name of Game: __________________________ Age Group: ___________ 
 

Equipment:  

Aims of the game:  

Instructions: 

Rules: 

Adaptations to Game: 

Evaluation: 



 

 

Game Plan (example) 
Please provide details of a game that you have used and has worked well, so that 
we can add it to our activity packs and allow others to try the game out. 

Name of Game:   Number Football   
Age Group:   P4-P7 
 

Equipment:   2 sets of goals (benches / goals / cones) 
    1 soft ball / indoor football) 
    Bibs 
   
Aims of the game:  to score a goal when your number is called out  
 
 
Instructions:   Set out 2 goals at either end and 2 seating areas at either  
    side 
    Divide children into 2 teams 
    Each child is given a number e.g. 1 to 5 
    Call out a number and children with that number run out  
    and try to score in their goal 
    Once goal is scored children return to their area and   
    another number(s) is called out. 
 
Rules:   Children can only score in their goal    
    Children can only run out when their number is called 
    Children cannot handle the ball 
     
Adaptations to Game: If there are odd numbers of children give one child 2   
    numbers (Note: remember those 2 numbers to avoid a 2  
    child v 1 child game) 
    This game can be used for other sports e.g. basketball or  
    unihoc 
 
Evaluation:   Involves all children; children of similar ability can be   
    matched up; games can be varied e.g. 1 v 1, 2 v 2, etc. 


