



RELAY RACE IDEAS

http://www.worknotes.com/IL/Chicago/Fit4FunKidsFitness/hf4.aspx

The Great Clothing Race
 
Materials:  two sets of winter clothing
 
Have students take turns putting a hat, coat, gloves, mittens, and a scarf on themselves.  After each student has had a chance to get dressed, they should run back to the starting line and tag the next person in line to start to get dressed.  The team that finishes first is the winner.  For a change of pace ,have other students dress the student themselves.  This relay reinforces hand and eye coordination and speed.
 

Trash Collection Day
 
Materials: hula-hoop and beanbags
Put a hula-hoop in each corner of your play area.  Have equal numbers of beanbags in each hula-hoop.  Divide the kids into teams.  Each team stands by 'their' hula-hoop.  This is their yard!  Instruct them to begin to throw their trash in the other members’ yard.  Each group has to empty their hula-hoop by carrying the beanbags; one per trip to another team's yard (hula-hoop).  The beanbags have to be put into the other team's yard.  Tossing is acceptable if the beanbag lands in the hoop, if not they have to retrieve it from the fallen area and put it in the hula-hoop.  Make sure team members watch where they are going, to avoid accidents running into the other team.  Count the number of beanbags in each hoop at the end of the game.  The team with the fewest beanbags (the least garbage) wins.  This is a great game to do during Earth Day.  After the game discuss with the students the importance of how the earth looks after everyone has picked up their trash.  This game reinforces teaching direction and cooperation with other team members
Pop Till They Drop
Materials: chairs and balloons
Put two chairs at one end of the hall and have two lines of students at other end of hall.  The first student runs up to a chair and put their balloon on it.  They are to sit on the balloon on the chair, jump up and down on the balloon with their gluteus maximus, until it is broken.  Then the student runs back to tag the next person.  They repeat the process of breaking the balloon.  The relay continues until the whole group has finished.  The group who has broken the most balloons at the end of the relay is declared the winner.  If a student takes a long, time to break the balloon, have him go back and give it to another member on his team.  This relay teaches speed.  If you want to take away the competition aspect of the game, have extra balloons for the team that finishes early breaking.  Half of the fun is just breaking the balloons and making noise.
Waddle Wonderland or an Eggspectacular Event
Materials: Plastic Egg, Box, or Basket
Provide each team member with a plastic egg.  When the relay begins, the first person on each team puts the plastic egg between his knees and waddles to a box that has been set up at a fixed distance away.  The student must get close enough to the box so that when he releases his knees the plastic egg falls into the box (nest).  The student runs back to the team and tags the next person in line, who picks up the next egg ,and waddles off to deposit it in the nest.  The first team to finish first, or put the most eggs in the nest, is the declared the winner.  This relay also reinforces speed, direction, coordination, and agility.
Mummified Madness
 
Materials: toilet paper
 
Wrap a person with toilet paper.  One person on the team may wrap the lucky participant, or the whole team can join in for the effort.  (For a variation, make a snowman using winter clothing and electric tape for eyes and mouth.  Add a carrot in the mouth for a nose!)  This relay teaches cooperation and problem solving with other team members.  The team that fully covers the mummy first with toilet paper wins!
 
Sliders
 
Materials: Two shoe boxes for each team to put their feet into
 
Provide each team with two shoeboxes.  At the start of the race, the first member of each team puts one foot into each shoebox, slides his or her way to a cone that is set up at a destination point, and then slides back to the team.  When that student returns to the team, he or she jumps out of the shoeboxes and the second student "puts them on.”  The relay continues until the last member returns to his or her team.  The first team to finish is the winner.  If you do this relay outside, have extra boxes available since they break and wear easily on asphalt.  Direction and speed are emphasized in this relay.

Blind Buddy Relay

Materials: Two blindfolds, obstacles of your choice, and floor tape to mark alleys

Divide the class into two equal teams with each team forming two lines. Teammates pair up — one player blindfolded and the other being the guide. They are led through the obstacle course and the object of the game is not to let any of the objects fall down.  If they are knocked down, the players must pick up the objects before continuing. When all of the teammates have had a turn being both the guide and the blind person, the game ends.

Stranded Relay

Materials: tape a small area or have a carpet sample

Divide the groups equally. See which group can get everyone on the small area. Both feet must be placed on the small area. The first group to cooperatively stay in the area for thirty seconds — wins.

Toss-Catch Basketball Relay

Materials: one ball and basket for each team

Each team lines up behind the start line. One tosser from each team stands behind another line about twenty feet away from the start line. The first person in each line holds the bucket and steps up to the line to catch. The tosser lobs the ball to the catcher, who attempts to catch the ball in the bucket without stepping over the line. If it is a miss, the catcher throws the ball back to the tosser, and they go again. After three unsuccessful attempts, the next two people in line go. When the ball is caught, the catcher takes the ball out of the bucket and runs to become the next tosser on the opposite line. The first tosser runs to the end of the team’s line. The new tosser lobs the ball to the next person in line. The first team to have everyone catch and throw a ball is the winner.

Custodian Relay

Materials: a towel for each team

Each team lines up behind the start line with a towel. On the signal to start, the first player in line pushes the towel to the turning line and back to the start line as quickly as possible. Players may hold the towel anyway they like. The team that finishes first is the winner.

Exercise Relay

At the signal to start, the first person runs to the demonstration area and does an exercise ten times. The rest of the group must perform the same exercise with the demonstrator.  When the demonstrator has done the ten exercises, he goes to the back of the line. The next person comes up to the demonstration area and the rest of the group does 10 exercises with the demonstrator. Exercises must vary. The team that finishes the series of exercises first with each of the demonstrators wins the game.

Junk Relay

Materials: assorted materials from around the room and hoops

Divide teams equally. Teams line up, take an object, and drop it in the hoop. The next player goes and takes the item out of the hoop. When all of the players have participated, the game ends.

Blow Hard Relay

Materials:  Light ball for each team

Equal groups are formed. At the teacher’s signal, the first person in each team blows a lightweight ball to the line, then runs back with the ball, and hands it to the next player.  The first group that finishes first — wins. This works best indoors on a carpet.

Heads-Up Relay

Material: Softball or beanbag

Have students form equal teams. Teams pair off and each group walks sideways with the object to the one end of the room and back to their team. The first team to finish is the winner. For a variation of the game, have the students walk with the object between their chest, toes, knees, ankles, etc. If the object falls, they must stop where they are and pick the item up where it fell. The first team to finish is the winner.

Animal Walk Relay

Each player on the team acts like an animal. The first person does the puppy dog walk on their hands and feet with their trunk facing forward. The second person does the crab walk on their hands and feet with their trunk facing upward and feet leading. The third person does the frog walk by leaping forward with their hands together and then feet together. The fourth player does the seal walk by using only his hands and dragging his feet. The fifth player does the bear walk by moving forward with the right hand and foot and then the left side. The group that finishes the relay first is the winner.  

Traveling Tasks Relay

Materials: Three hula-hoops, one beanbag, one jump rope, and one basketball for each team

On the starting signal, the first player on the team runs to the first hoop and picks up the beanbag, placing it on their head. They walk to the next hoop without letting it fall off their head. At the second hoop, they pick up the jump rope; at the third hoop, they pick up the ball. Then, the player goes to the midline and turns around. As the player goes back to the start, they carefully put each of the objects inside the hoop. The first team to do each of the tasks and leave their area neat wins. 
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     ”RELAY” FIELD DAY
Source: http://www.educationworld.com/a_lesson/03/lp315-02.shtml
Following are the materials required to run all 15 relay races that are part of this lesson. 

· tennis balls and cardboard boxes 

· balloons and chairs 

· Hula Hoops 

· jump ropes 

· oversized pants, shirts, boxer shorts, and shoes; clothesline and clothespins 

· toilet paper 

· beanbags 

· tricycle and cones 

· shoeboxes 

· sponges and buckets
· beach chair, beach bag, towel, sunglasses, and magazine 
The emphasis in these activities is more on fun than on skill.

The activities listed below can all be completed by small student teams.

A Day at the Beach. Give each group a beach chair and a beach bag containing a towel, sunglasses, and a magazine. (If you have only one beach chair and beach bag, then each team runs the relay as the other teams watch.) When the relay starts, the first player on each team picks up the beach chair and beach bag, carries it to the finish line, sets up the beach chair, lays out the towel, sits in the chair, puts on the sunglasses, and opens the magazine. After the student is "lying on the beach," he or she jumps up, packs up the towel, sunglasses and magazine, folds up the beach chair, and carries it all back to the team. The first beach bum hands off the beach chair and beach bag to the second team member, and the relay continues… The team with the fastest time is the winning team. (See additional activities at Water Field Day from Mesa County (Colorado) Valley School District.)
Chicken Relay. Provide each team member with a tennis ball. When the relay begins, the first person on each team puts the tennis ball (think chicken egg) between his or her knees and waddles to a box that has been set up a fixed distance away. The student must get close enough to the box so when he or she releases their knees, the ball falls into the box (think nest). The student runs back to the team and tags the next person in line, who picks up the next egg and waddles off to deposit it in the nest… The relay ends when the last person returns to the team. The first team to finish is the winning team. Notes: You could get away with using one ball per team instead of one ball per person; after students lay their "eggs," they pick up the egg from the box and carry it back to the next teammate in line. Larger balls might be appropriate for younger students. (See additional activities at Relays on the Minor Games Resource Page.)

Drop and Pop. Provide each team with balloons -- one balloon per team member. Inflate the balloons, so each is roughly the same size. Set up a chair for each team at a destination point. When the relay gets underway, the first member of the team carries a balloon to the chair, drops the balloon on the chair, and then sits on the balloon until it pops. When the balloon pops, the student runs back to his or her team and tags the next person in line. The relay continues until the last student in each team has made it back to the line. The first team to finish wins.

Hooping It Up. In this activity, teams of students join hands in a circle. One person has a hoop over his or her right arm. When the relay starts, the student with the hoop over an arm steps into and through the hoop so it rests on his or her left arm. Then the hoop is slid onto the right arm of the student to the left. That student repeats the process. The first team to pass the hoop around the circle without dropping hands wins. (See additional activities at Five Things To Do With a Hoop from Ayden Elementary School in Pitt County, North Carolina.)

If doing this activity with older students, you might have them complete the activity, then reverse direction and send the hoop back to the right arm of the student who began the activity .

Jumping Rope Relay. Hand a jump rope to the first member of each team. When the relay begins, that student has 60 seconds to jump rope as many times as possible. Teammates holler the number of each jump. Each student jumps for 60 seconds or until he or she trips. If the student misses a jump, the team stops counting and waits out the balance of the 60 seconds. At the end of 60 seconds, call out "Time's up, go!" Then the first student in line hands off the jump rope to the second student -- and the activity continues. When all team members have jumped, add up the total number of jumps the team made. The winning team is the team with the most total jumps. This game benefits from speed as long as the speed is paired with accuracy. Speed does not pay off if it results in a mistake. 
Laundry Day Relay. Provide each relay team with a laundry basket full of clothes and some clothespins. (Every team's basket includes one laundry item -- any combination of pants, shirts, T-shirts, or socks -- and two clothespins per team member.) Extend a clothesline between two poles or trees. When the relay begins, the first member of each team grabs an item from the basket, runs to the clothesline, uses two clothespins to hang up the item, runs back to the team, tags the next person in line, and gets on the end of the line. When the next player is tagged, that student picks another item of clothing from the basket and heads for the clothesline. The relay continues until the last student hangs the last piece of clothing and returns to the end of the line. (See additional activities at Field of Fun Day from PE Central.) 

If you have older students, after all items are hung, the team might repeat the activity, this time taking one item at a time off the clothesline and returning it to the basket.

Mummy Relay. Provide each relay team with a roll of toilet paper (of the same size). The instructions below are written for 5-member relay teams, but they easily can be adapted for larger or smaller teams. One member of each team serves as the "mummy." When the relay begins, that student stands with arms stretched out and legs spread apart. The second student grabs the toilet paper and wraps one leg of the "mummy" in toilet paper. When the wrapping is complete, the student passes the toilet paper to the next student in line, who wraps the other leg. The third student wraps an arm and the fourth student wraps the other arm. Then the fourth member of the team wraps the mummy's body and head. The winning team is the first team to use up its roll of toilet paper. Because the fastest job also might be the messiest mummy, students might vote to award a prize to the team that created the best-looking mummy; that will award a team that took care to do the job well. (See additional activities at Unusual Relay Races from funandgames.org.)
Obstacle Course. Create an obstacle course comprised of resources you have available. The course might involve running around cones; crawling through tunnels or large cardboard boxes; running through a series of hoops (or making one step in each hoop stretched out on the ground); or jumping or climbing over sawhorses or jump ropes.

Over, Under, Over, Under. Provide the first student on each team with a beanbag. When the relay starts, the first student in line passes the beanbag over his or her head to the second student. Then that student passes the beanbag under (between) his or her legs to the third student. The third student passes over, the fourth student under, and so on. When the beanbag reaches the last student in line, that student runs to the front of the line and starts the over-under-over-under process again. The game is over when the student who started the relay returns to the head of the line. The first team to finish wins.

Quick-Change Relay. Provide each team with a suitcase of old clothes, containing a pair of oversized pants, an oversized shirt, and large shoes. (For more fun, you might include colorful boxer shorts, a hat, or even a belt.) When the relay begins, the first member of each team runs to the chosen spot with suitcase in hand, opens the suitcase, and puts on each of the clothing items over his or her own clothing. When that student is fully dressed, he or she undresses, packs up their suitcase, and runs back to the team. He or she then hands off the suitcase to the next student and the relay continues… The relay ends when the last student returns to the team with the packed-up suitcase. The team that finishes fastest wins.

Real Three-Wheel Deal. This relay requires a tricycle. Set up a cone at a point about 50 feet from the students. (The distance might vary depending on grade level.) This relay is completed one team at a time. When you call "Go!" to start the relay, start recording time too. At that time, the first student on the team hops onto the tricycle, rides to the cone and around it, and then rides back to his or her team. Then the second member of the team hops on the trike and does the same thing. Stop timing the relay when the last member of the team has returned to his or her teammates. Announce the team's time and turn the tricycle over to the next team. When all teams have completed the relay, the team with the fastest time is declared the winner. Students must stay on the tricycle through the entire relay. If a student falls off, he or she must get back on; picking up the tricycle and running with it is not allowed. (See additional activities at Field of Fun Day from PE Central.) 

Shoebox Slide. Provide each team with two shoeboxes. At the start of the race, the first member of each team puts one foot into each shoebox, slides his or her way to a cone set up at a destination point, and then slides back to the team. When that student returns to the team, he or she jumps out of the shoeboxes and the second student "puts them on." The relay continues until the last member returns to his or her team. The first team to finish is the winner. (See additional activities at Field Day Activities from TeachNet.com.) 

Shoe-er Fun. At the start of this relay, every student takes off one shoe. Put all the students' shoes in one big pile. Line up the relay teams. When the relay begins, the first student on each team runs to the shoe pile, finds his or her shoe, and returns to the line. (You might include tying the shoe if all students have tie sneakers; if some students have Velcro sneakers, their teams would have an unfair advantage.) The relay continues until the last student on each team has returned to the line. The first team to finish is the winning team. Note: You will want to be sure at the start of the relay that there are no identical shoes in the pile. If there are, you might want to distinguish the duplicate shoes by placing a piece of masking tape with the owner's name on them. 

Spoon Zoom. This simple relay requires each member of a relay team to carry a spoon to a set destination, and then carry it back to the team. The catch is that students must carry in the spoon some object -- such as a nickel, a cotton ball, or an egg -- without dropping it! If the contents drop out of the spoon, the student must stop, pick it up, put it back in the spoon immediately (before taking another step), and then continue. The first team to finish is the winning team.

Wet and Wild. Provide each team with a sponge and two buckets; one bucket full of water, the other empty. Place the full bucket at the head of the line and place the empty bucket at the end of the line. Give the sponge to the first student in line. That student dunks the sponge in the bucket of water and passes it over his or her head to the next student in line. The second student does the same thing, and so on. When the sponge reaches the last student, that student squeezes the water left in the sponge into the empty bucket and runs to the head of the line. Everyone else on the team takes a step back as the student who was at the end, and is now at the front, soaks the sponge and passes it back to the next student... As you can see, the benefit of really soaking the sponge is that more water might make its way into the empty bucket; the disadvantage is that the students in line are probably going to get wetter as the sponge is passed. Set a time limit (for example, 5 minutes). The team with the most water in the once empty bucket is the winning team.
