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Railroad Pass - The activity format is two equal lines facing each other about 4' apart.  Have the students arrange themselves tallest to shortest starting at the back of the line.  Put the Kin-Ball at one end of the lines and have the participants move the ball overhead from one end of the tracks to the other.  The objective is to get a feel for the ball and how to control it with the fingers and hands.  Even more challenging is to have the participants reverse the direction of the ball when they hear the whistle.  The advanced skill is to move the ball continuously down the track and as it passes the participants, they rotate to the front of the tracks and must be in a position to keep the ball moving  past a designated finish line....or have the ball touch the wall and then reverse and return to the starting line.  If the ball touches the ground, the group must go back to the starting line.  
Train Tracks-Students lay down on ground forming “tracks” that the Kin Ball (train) will travel over. The conductor (normally a teacher) will push the ball over the tracks and once the ball crosses over each player, they quickly get up and run to the end of the line. Conductor can progressively speed up the train to make it more challenging. 
*Safety-Instruct and demonstrate all “track” students getting up and running on the foot side of the train tracks as we don’t want any feet going near the heads of the students other than the conductor’s. 
*Modification-Have students pass the ball along the tracks with their hands! 

Uh-oh: Each pair gets an Omnikin ball and passes (underhand, overhand, soccer pass, etc.) it back and forth while the music plays. When the music stops, teacher yells “UH-OH!” as the person with the ball now chases the partner without the ball. If s/he tags the partner, they get 4 points (change point value as needed). If they throw the ball and hit their partner, they get 2 points. When the music stops, passing resume and if the initial partner escapes a tag/throw, s/he gets 4 points. *Power walking is a safe way to play this indoors. If you choose to run, be sure there is plenty of room!
*If a tag occurs and the music is still off, the other partner is now “it” and has an opportunity to get points! 
*10-15 seconds is a good amount of time for both the  “Uh-Oh!” round (music off/chasing) and the passing part. When I am about ready to end the game, I drastically decrease the time of the pass/chase rounds for some high comedy! 


Protect the Planet-Fun earth day and invasion game activity in which planets (Omnikin Six balls) are held up by a Sportime Sturtee and placed in all 4 corners of the play area. Students get in pairs and will start in one hemisphere and invade the opposite one with a ball. Ultimate rules apply, so the person with the ball can only pivot. Pairs try to advance the ball towards a planet and “take it over” by knocking it off its perch. Defenders of the planet (4 pairs of students that don’t start with a ball) try to keep the invaders away by defending passes and/or throws at the planet. If an invasion is successful and the planet is knocked off, that pair switches with the previous protectors and give them their ball. If a throw is blocked or a pass is incomplete as the ball hits the ground, the invaders must leave and invade the opposite hemisphere.  

Fun Modifications-One defender can leave the planet area and defend passes anywhere as to keep invaders from getting close to their target! If a defender blocks a pass, they return “home” and switch with their partner who gets a chance to more aggressively defend. 
Super Planet-Add a big Omnikin (36”/40”/48”) in the middle of the playing area (or spread throughout if you have enough space) and watch as it becomes the favorite target of all the invaders! Allow pairs to “tag team” with another pair in order to protect the super planet! 


Giant Marble-Groups of 2-4 get one Omnikin Six ball each and 1-2 gator/play balls. Each group starts outside the basketball court with their ball and must alternate throws at the Omnikin Six ball (aka giant marble) in an effort to travel 1-2 laps around the outside of the bball court. The gator/play balls must leave players’ hands when striking the giant marble. If the ball goes into the basketball court, a team member must run and pick it up and place it back in the play area (out-of-bounds area) even with where it exited in essence slowing the team down. *To make the game go faster, each player can have a ball.
*Less play balls, the more teamwork/communication/cooperation as the players must alternate. 

