
 

 

 
If you search for games online you find lots of computer games appearing first in the search result. 
Here are some examples of active and fun playground games – these are becoming popular again 
as an antidote to the games on screens. The examples here are from the website of Woodlands 
Junior school in Kent  
http://resources.woodlands-junior.kent.sch.uk/studentssite/playgroundgames.htm  
 

 

The game of ‘it’: 

Lots of children play IT in the playground and they mostly play it in the winter  
because it keeps them warm and fit!!! 

Some one is called IT and they have to chase every one else and try and catch them. When they 
touch someone, they say "IT" and then that person becomes IT. 

 

 

French skipping. 

We play this game with a really long piece of elastic, about 2cm wide and 3 metres in length. We tie 
the ends of the elastic together to make a loop.(Buy from haberdashers or online). 

Two children stand inside the loop so they are stretching it relatively taut around their ankles. A third 
person performs a series of hops and jumps, chanting appropriate rhymes. When finished, the 
height of the elastic is raised to knees, then thighs, then waist. 

Start with left foot inside the elastic loop and right foot just outside. Jump over to the other side so 
right foot is inside the loop and left foot is outside. 

Here is one of the rhymes that can be sung or said: 

'Chocolate cake, when you bake, 
How many minutes will you take? 
One, two, three, four.' 

On ONE: jump up and land with left foot outside the elastic loop and your right foot inside. 
On TWO: jump up and land with both feet together inside the elastic loop. 
On THREE: jump up and land with both feet outside the elastic loop. 
On FOUR: jump up and land sideways to the elastic, with your left foot on top of the back elastic and 
your right foot ahead (in front) of the front elastic. 

If the current player fails to execute the correct jump their turn is over and play passes to one of the 
people inside the circle of elastic, who then tries to do the steps. Some other rhymes are: 

'England, Ireland, Scotland, Wales  
Inside, outside, inside, on!' 

 

 

'Old Mrs Mason broke her basin 
On the way to London Station. 
How much did it cost? One, two, three, four.' 

 

http://resources.woodlands-junior.kent.sch.uk/studentssite/playgroundgames.htm


 

 

The crocodile game for 4 or 5 friends.  

One person is 'Mr or Mrs Crocodile' standing several steps in front of everybody and the other 
people say:  

"Please Mr/Mrs Crocodile 
can we cross your Golden River?”  

 

'Mr/Mrs Crocodile' replies with something like  

"Only if you are wearing something blue" – this can be different each time. 

If you are wearing that colour you can move on one step. When you get passed the „crocodile‟  you 
are then the next 'Mr/Mrs Crocodile'. 
 

The Queenie or Kingie game: 

A person is picked to be the "queenie/kingie," and that person turns their back to everyone else. The 
"queenie/kingie" then throws the ball over their shoulder and one of the other players needs to catch 
it or pick it up. Everyone, except the "queenie/kingie", puts their hands behind their backs so that the 
"queenie/kingie" doesn't know who has the ball. The "queenie/kingie" then turns around and 
everyone shouts: 

"Queenie, Queenie(Kingie) who's got the ball?  
See I haven‟t got it,  
It isn‟t in my pocket, 
Queenie, Queenie(Kingie) who's got the ball?” 

To make it more difficult for Queenie/Kingie  to guess who has the ball, the children all keep their left 
hand behind their back and show the right hand, then put the right hand behind and show the left 
hand as they as they say the chant. They keep on swapping hands.  

The person with the ball has to keep swapping the ball behind their back from left to right hands and 
has to make sure they don‟t drop it! 

 

An alphabet game: 

A person is picked to be the leader. The leader stands with their back to the rest of the players who 
stand 10 metres away. The leader calls a letter of the alphabet (for example “a”). If a player‟s name 
contains that letter the player can move a step forward. The number of steps forward depends on 
how many of that letter is in their name. The leader continues calling out letters until someone 
reaches the leader. 
 

 

A longer version:  
" Please Mr/Mrs crocodile, 
May I cross the water 
To see my baby daughter 
Who lives in a cup and saucer?" )  

 


