PAT, CLAP, THUMP
R EADY

EQUIPMENT:
NONE

SET-UP:

25 FEET

PLAYERS FORM A CIRCLE
NUMBER OF PLAYERS: 5+
TIME: 10 MINUTES +

E XPLAIN

1 Players form a circle standing 6 feet away from one another.

Everyone will receive a number, and that number will determine
the player’s spot in the circle.

25 FEET

2 The player who is number 1 will begin a pattern that everyone will follow. The pattern is:
Pat, Pat: Pat your legs with your hands twice
Clap, Clap: Clap your hands twice

Thump, Thump: Stomp your right foot on the ground, then your left.

3 After two repeats of the pattern, the player who is number 1 will continue the pattern,
but say his or her number on the first clap, then the number of someone else in the
circle on the second clap.

4 The person who is the second number will then say his or her number on the first clap,
and then the number of another person on the second clap. This pattern will continue
until there is a mistake.

5 If a player makes a mistake, he or she will do jumping jacks equal to the assigned number.

That player will then take on the largest number in the group, and everyone behind him or her
moves up a number.

P For Understanding:

• When do you say the numbers?
• What numbers do you say?

CATEGORY:
BEGINNER

ENVIRONMENT:
AUDITORIUM,
CAFETERIA,

CLASSROOM,
GYMNASIUM,
HALLWAY,
LIBRARY,

PLAYGROUND
GRADES:
3–8

FITNESS FOCUS:

GAME TIP:

• Practice the pattern several times so players can get comfortable.
CONFLICT RESOLUTION TIP:

• Slow the pace of the pattern down if players are consistently making mistakes.

P LAY ➔ REP IT OUT!

BACK-UP GAMES:
ANIMAL FARM
HIDING NEMO
HIGH WIRE

EASY: Add in a new movement to the pattern.
MEDIUM: Speed the pattern up.

HARD: Change the order that players have to say the numbers each round.
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