Tag Games 



Sure, they're sort of dangerous, but still a great time.
 Blob Tag
Equipment: None
Time 15-20 minutes
· Designate an area of play.  Have the group line up on one boundary line.  Object of a game is for group is to get from one side to the other without getting tagged.  If you are tagged, you have to link on to the blob and help tag people.  As the blob grows It must stay connected.  

· To speed things up, you could also have the blob break into groups of at least 3 or 4.

 

Clam Free
Equipment: None
Time: 10-20 min.
· Designate an area of play.  Select a clam digger (or 2, depending on size of group).  Everyone else is a clam.  If a clam is tagged, they must stand still and yell for help.  In order to reenter the game, two other clams must free the stuck clam by holding arms around the stuck clam and yell, “Clam Free!”

· If five clams can tag the clam digger at the same time, the clam digger is stuck.

 
Clothespin Tag
Equipment: Bag of Clothespins
Time: 5-10 min
· Everyone has a handful of clothespins.  The object is to stick as many clothespins to other people while avoiding having them stuck to you.

· To vary the activity, limit the area of play, or just have one clothespin for the person who is it. 

 

Dizzy Izzies
Equipment: None
Time: 5-10 min
Like normal tag, but when you get tagged, you have to spin around 3 times quickly.  Prevents tag-backs and offers free vertigo buzz.
 
Dragon’s Tail
Equipment: Bandana or rag for each player
Time: 10-15 min.
· Everyone gets a tail (bandana), and tucks it in the back of their pants.  The object is to grab other tails without having your own tail take.  If your tail is taken, you’re out.  If you grab a tail, just drop it.

· Vary the game by having the tailless dragons stay in play, but having to stay in one place

· Or, have them keep the tails they grab.  If their tail is then grabbed, they may stuff a captured one in their pants and keep going, until they have no tails left.

 

 Elbow Tag (a.k.a. Groundhog Tag)
Equipment: None
Time: 15-25 min.
· Participants get into pairs and link elbows.  Pick one person to be it and another to be chased.  The person being chased can link elbows with the end of any pair in the group.  When that happens, the person on the other end of the pair has to break off and they are now chased.  The people that are “it” chase any person not attached to another by the elbow.  If you are tagged, you are now “it.” 

· Vary the game by having more than one it, or more than one person being chased.

 

Everybody’s It!
Equipment: None
Time: 5 min.
· Everybody is it!  If you get tagged, sit down.  When everyone is sitting, play again.

 

Flip Me the Bird
Equipment: Rubber chicken or any soft object
Time: 5-10 minutes
· Just like normal tag, except the person with the bird is immune.  The bird cannot be thrown to the same person twice in succession.

· To vary, try multiple birds.  But one person can’t have both birds at one time.

 

Go Tag (a.k.a. Line Tag)
Equipment: None
Time: 10-15 minutes
· Have the group line up in a straight line, every other person facing opposite directions.  Choose an “it” and a person to be chased.  The “it” chase the chased around the line of people in either direction.  The “it” can trade off with person in line by touching them on the back and saying, “chase.”  The chased person can also switch at any time by touching someone on the back and saying “go.” 

· Speed things up by having everybody have to run in 2 minutes. 

 

Heads and Tails
Equipment: Coin
Time 5-10 min.
· Group chooses individually to be ahead or a tail.  They show this by placing their hands on their head or tail.  Flip the coin, yell out the result, and that group is it. 

 

Hospital Tag
Equipment: None
Time: 10-15 min
· Everyone is it.  If you get tagged one time, cover up one arm.  Twice, cover both.  Three times, hop on one foot.  And forth, you’re out and must sit down.  You can still tag after three tags, but not if you are sitting.

 

 Hug Tag
Equipment: None
Time: 5-10 min.
· One person is it.  You are safe as long as you are being hugged.  You cannot hug the same person twice in a row.

 

 Mosquito Tag (a.k.a. Swat Tag)
Equipment (foam “water weenie” or “bopper”)
Time: 10-20 minutes
· The mosquito is it.  This person must tag people with the foam thing.  If you get stung you have to freeze.  Three other players may unfreeze you by holding arms around you and saying “big mosquitoes don’t exist” three times.

 

Partner Tag
Equipment: None
Time 5-10 minutes
· In a small area, everyone gets a partner.  You will only tag you partner and your partner can only tag you.  Choose one of you to be it first.  If you get tagged, jump and spin before you chase your partner.  Keep your head up because there are lots of other pairs trying to get at each other, too. 

 

Park Ranger 
Equipment: None
Time: 15-30 minutes
· Have group line up on one side of boundary.  Object is to get from one side to another.  Two park rangers run around and tag animals.  Group should choose an animal individually but not say it out loud.  The park rangers will yell out a characteristic of any animal, and if that characteristic pertains to your animal, then you have to run from your side to the other. If you get tagged, you become tree. Trees are stationary but can tag others with their “branches.”

 

 Sardines
Equipment: large space with lots of hiding places
Time: 20-40 minutes
· The person that is it hides and the rest of the group covers their eyes and counts to 100.  They then seek out the “it”.  Once someone finds the “it”, they must sneakily join it, and try to remain hidden.

 

Stand-Still Tag
Equipment: Sense of humor
Time: 2 minutes
· Everyone gathers in close.  Throughout the game everyone must stand still.  Tag someone and the game begins.  Quickly see how stupid it is. 

 

 Triangle Tag
Equipment: None
· Gather in groups of 4.  Choose one person in every group to be it for that group.  The other three individuals link arms to form a triangle.  The its from each group gather away from the triangles.  The triangles choose one person to be the person being chased.  When the it returns to the group, the triangle spins protect the person being chased.  The triangle may not detach.  If the person is tagged, then they are now it and a new person is picked to be the chased.

Turtle Tag
Equipment: None
Time 15-20 min.
· The “it”chased the turtles.  If a turtle is tagged, it rolls on to its back and sticks all four appendages up in the air.  To return to the game, four of the other turtles must touch one appendage each, reviving the turtle.  

