
Black and White 

Number of players: the whole class in two groups Equipment needed: none 

When played outside, an area of about 15 x 30 metres is marked off (in the gym the walls make the 

borders.) Draw a 2 metre wide lane in the centre with two parallel lines at 3-4 metres away on both 

sides. Once the puplis have crossed these lines, these are the boundaries for their safe "houses". 

The students are divided into two groups of equal numbers. One of them is called Black, the other is 

called White. The groups are placed opposite each other along the lines of the central lane. The 

starting position is determined by the teacher in each round. For example: 

 starting from a standing position 

 standing to attention 

 kneeling down 

 sitting cross-legged 

 lying on backs or stomachs. 
The teacher stands at the end of the borderline looking at both groups. He/she calls out the name of 

one of the groups loudly and clearly: black! This is the chasing group. Upon this signal, the white 

group starts escaping into the house behind them, the blacks try to touch as many escapees as 

possible before the white group manages to cross the line into their safe zone. The ones caught 

should stay where they were caught, because the teacher counts the captives in each round. The 

result is summed up continuously, then every player can join their group again. 

Rules: 

1. The leader of the game always calls for the chasing group. The same group can be the 

chaser in the next round again, but the teacher should take care that during the time of the 

game both groups get equal chances (scores can be gained only by the chasers!). 

The general rules for tag games are all valid here (leaving the borderline, catching one another etc.). 

Evaluation: 
The chasing group gets as many points in each round as the number of escapees they have managed 

to catch. After the same number of chasing and escaping roles, the winning group is the one with the 

most points in the final summing up. 


