
Handkerchief game 

 

Materials: 

- A cloth handkerchief; 

 - Field divided into two parts; 

 

Description: 

This game requires two teams and a referee (who is in 

charge of running the game); 

The objective of this game is to score the maximum 

number of points so that one of the teams is the winner; 

Each player on the team must have a different number, with the numbers 

corresponding to the number of players on the team; 

Each team stands at the opposite end of the field. 

The referee stands in the middle of the field, handkerchief in hand, and calls out a 

number. 

The corresponding player from each team runs toward the handkerchief and tries to 

catch it. In this case there are the following possibilities: 

- If he runs away with the handkerchief to his team's field, without being touched by 

the opponent, he scores a point. 

- If you run away to the opposing team's court, without being touched, you score two 

points. 

-If the handkerchief is touched by the opposing player, he/she scores a point(s). 

 

 

 

 

 

 

 

 

 



 

"Ball catcher" game 

 

Materials: 

- A ball;  

 

Description: 

One player is chosen to be the ball catcher, while the remaining players stand in a 

circle (the ball catcher stands in the center of the circle); 

The players in the circle throw the ball to each other, using their hands (passing the 

ball to the player next to them is not allowed); 

The ball catcher tries to intercept the ball in the air. If they manage to catch the ball, 

they switch places with the last player who touched the ball; 

The players forming the circle can jump or stretch their arms to catch the ball, but 

cannot leave the circle; 

If you have a large number of players, you can join more than one ball together and 

increase the number of ball catchers in the center of the circle (but it requires a lot 

more attention to know who was the last one to touch the ball!). 

 

 

 

 

 

 

 

 

 

 

 

 

 



The "Killing" game 
 
Materials: 
- A ball; 
- Chalk or cones for marking the playing field games. 
 
 
Description: 
 
Draw on the ground a rectangle, on a flat space and divide it into two equal half-fields. 

Each team, with at least five children, goes to its half field. One element of each team, 

the louse, is placed in a corridor, near the end line opposite their field. 

After we draw lots to choose which team starts the game, the louse throws a ball 

(small, tennis or gym ball) to his half of the field. If any child catches it, he returns it to 

his louse. The goal is to make three passes in a row without dropping the ball. 

Meanwhile, the opponents try to catch the ball. If they manage to make the three 

passes in a row without dropping the ball, that team becomes entitled to "kill" its 

opponents by hitting them with the ball. You can hit them from your louse or from 

your midfield. If  the ball drops on the ground, after you have made three passes in a 

row, all you have to do is to pass between your louse and your team, to have the right 

to "kill" again. 

Meanwhile, the opponents try to catch the ball in order to have the right to kill by 

making three passes in a row between the louse and his teammates. 

Each time a child is hit, he goes to the corridor opposite his midfield, keeping his louse 

company. The team that first loses is the team that first runs out of children in its half 

field. 

 

If, upon being hit, the child catches the ball without dropping it to the ground and 

passes to his team the opponent's score. If this team has already made the three 

passes, it has the right to "kill" automatically. 

 

 


