
Pre Kick-Off
FIELD DAY



[image: ]
This week is solely designed to get kids excited for the upcoming semester.  This will be a time of fun competition and also give ministry leaders a chance to play alongside students and build relationships with them.
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Things to Do:
· Identify where you will play each game in your space.  Put any tape markers you can on the floor ahead of time!
· Draw colored lines in different orders on index cards.  Use these 6 colors (red, green, blue, orange, black, brown).  Put a different color on top; mix up the order you go in.  Make enough so that each team of 4-5 students in your club would have a card.







Materials to Have:
· Candy prize for Stand Up/Sit Down
· Kickballs
· Bases (4 cones or bases)
· Long rope for Tug O’ War games
· Flag to tie on the rope
· Painters tape to make markers for Tug O’ War, Four Square, and dodgeball
· Index cards
· Dodgeballs
· Card board boxes
· Cones or red plastic cups (used to hide crayons)
· Red, green, blue, orange, black and brown crayons (several of each color)
· Snacks for the winners (everyone!)
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Have all your ministry leaders dress up in old school gym teacher uniforms.  Whistles and sweatbands are a must!!
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Clips from Diary of a Wimpy Kid:

https://www.youtube.com/watch?v=u2O9J4x79Wg
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Welcome to Campus Life!  Hopefully some of you are here for the first time and hopefully there are some of you here who have been coming to Campus Life for a long time.  We are so excited that all of you are here! 

Today we are taking our cue from a pretty great story….Diary of a Wimpy Kid.  Have you read that book or seen that movie?  If you have, you’ll remember this…

https://www.youtube.com/watch?v=u2O9J4x79Wg

Well, field day can be someone’s worst nightmare….but, not the way we’re doing it tonight/today!  We’re rewriting all the rules of some classic field day games!  But, first, we’re going to learn a little bit our teammates and opponents!
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STAND UP/SIT DOWN
Everyone starts standing up.  You will read a series of statements.  If what you read is true of someone, they will do the opposite of what they are currently doing (if they are standing, they sit down; if they are sitting, they stand up).  At the very end, declare that anyone standing gets a prize.

Sample statements to use:
· I travelled more than 5 hours away for summer break
· I got sunburned over break
· Gym class is my favorite class in school
· If I could skip gym, at any cost, I would do it
· I would rather play sports than watch sports
· I would rather go to a movie than play a sport
· I am a pretty good artist (musical/drawing/etc.)
· I know who won the last Super Bowl
· I’ve seen Diary of a Wimpy Kid
· Math is my best subject in school
· History is my best subject in school
· Campus Life is my favorite place to be on ___________________ (your meeting day)

PROTECT YOUR TOWER DODGEBALL
Divide students into two teams to play dodgeball and line up dodgeballs along the center line. Each team is given a stack of cardboard boxes that they will get 30 seconds to stack up (one on top of the other). Each team assigns 1 person to be the Protector. This person can stand as close to the box tower as they would like and they can get hit without getting out. Create a tape line about 2 feet around the tower. No one else on the team can get within the tape line, only the Protector. On go, teams race to the center to get dodgeballs and a normal game of dodgeball begins. The goal is to knock down the other teams boxes first. It is best to do this in 3 minutes rounds to keep the game moving. The team with the most boxes still standing at the end of each round wins. (You can mix up the rounds and have some with no Protectors, 2 Protectors, move the towers closer to the center line, etc.). 

LINE UP KICKBALL
Divide group into 2 teams (if you have a huge group you may want to do groups of 12-15). This game is played like normal kickball, but here’s the twist:  after the person “at bat” kicks the ball they start running the bases.  The person who fields the ball must stop right where they field the ball.  The only way to get the runner out is for the entire fielding team to get in a single file line behind the person who fields the ball, and then pass the ball over/under from the front to the back of the line.  If the ball gets to the back of the line before the runner touches home base, they runner is out.  If the runner gets home first, a point is scored.  If the fielding team catches the ball in the air, that team’s at bat ends (regardless of how many outs there already are)!; otherwise the at bat ends when the fielding team gets three runners out by lining up and passing the ball over/under.  

Adjust the number of innings to the amount of time you have available for club.  If you have more than 2 teams, have them in a rotation to play:  Team 1 in the field, Team 2 at bat.  When Team 2 is done (3 outs or a fly ball), then Team 2 goes to the field, Team 3 at bat, Team 1 sits out.

LADDER TUG O’ WAR 
Divide students into 2 teams.  Everyone must be able to get their hands on the rope.  Make sure you have identified how you will determine when a team has pulled the rope far enough to be the winner (tie a flag in the middle that has to go past a certain point).  Two things must happen for a team to win:

1) They must pull the rope past the mark that indicates a win.
2) The entire team must take a turn at the front.  As soon as you say go, both teams start pulling.  At the same time, the person at the front of each team lets go of the rope and runs to the back.  When they get to the back, they yell “Go!,” and the new front person lets go of the rope and runs to the back.  Everyone on the rope must be shifting forward as this happens to make room at the back.  When the original front person is back at the front, the team is eligible for victory.

Both 1 & 2 must be satisfied in order for a team to win.  If a team pulls the rope past the marker, but gets pulled back the other direction while they are trying to go all the way through their line, they must pull the rope back past the marker once they have gone through their line in order to win.  If they pull the rope past the marker and stay there while going through their line, as soon as the first person gets back to the front they can be declared the winner.

CIRCLE TUG O’ WAR
Another spin on Tug O’ War.  This time create 4 teams.  Tie your rope in a circle and put each team on one of the “corners” of the circle.  Just like normal Tug O’ War, a team must pull the rope past a marker (tape on the floor) to be declared the winner.  Having the rope pulled in 4 directions makes this extra fun!

FOUR X FOUR SQUARE
Divide students in to teams of 4.  Put 6-7 teams of 4 on each Four Square court.  The twist in this game is that every team of 4 acts as one person.  As soon as 1 of the people on that team of 4 touches the ball, they must jump out, and another person on their team jumps in.  So, you’re trying to move up to higher square, but you have to keep rotating your team member while you play!  For official Four Square rules and how to set up courts check out this website: http://www.squarefour.org/rules, or feel free to play by the “playground rules” in your community .

RAINBOW RELAY
This is not your normal relay race!!

Divide students in to groups of 4-5.  Each team begins the game with one blank index card. 

Before the game begins, hide different color crayons under cones, which are spread out throughout the play area. You may have more cones than crayons; you may also hide other colored crayons that may not be needed. 

Each ministry leader holds an index card with the color lines already drawn (a ministry leader may have to hold 2-3 depending on how many you have). Using these cards as a guide, on “Go!,” a ministry leader will tell a team which color they are looking for, using the index card in their hand as a guide.  The matching colored crayons are hidden under the cones or cups. The idea is for the teams to find all the colors in the correct order. The teams must stick together. They must all link arms with another person on their team while moving. If a team is looking for red, when they find the red crayon, they draw a red line near the top of their card, and then go back to the same ministry leader they started out with. The leader will tell them the next color on the card. Remember, you are only telling them one color at a time. Therefore, they will have to report to you after each find. Also remember to tell them to leave the crayon under the cone so that the other teams will be able to use it. The first team with all the colored lines drawn on their card in the correct order (to match the card the ministry leader has) is the winning team. 
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None planned this week. If you have time you could discuss summer break as a large group: 
· How did it go? 
· What were the highlights?
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We are so glad you were all here tonight/today for our crazy Field Day competition.  Hopefully you enjoyed our crazy versions of these games!  And, we hope that you will come back for more Campus Life this semester. Since you were all on different teams for every game tonight, there is no way to declare a winner, other than to say…EVERYBODY WINS!!!!  Your prize is the awesome snacks we have and time to hang out!
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· Announce your normal meeting time/day/location (especially if you did this at a unique time or location) for any kids showing up for the first time. Make sure you promote Kick-Off and challenge students to bring their friends. 
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[bookmark: _GoBack]Spend some time this week praying with your team. Pray for the ministry year and for what God will do in kids’ hearts. 
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