Best friends Julie and Julian are really looking forward
to Christmas but find it a bit boring to wait 24 days until
Christmas Eve. Therefore, they decide to play a game
every single day until the big day. Do you also think it's a
long time to wait? Join Julie and Julian and find out
which game is hidden behind today's door in the activity
calendar!




CATCH THE FROG

Objective

In Catch the Frog, the children run at a high-intensity pace
when taking deep frog leaps either to avoid being caught or
when they catch frogs.

Equipment
No equipment required.

Instructions

Mark out the play area.

The children are frogs and spread out over the play area.
Depending on how many are playing the game, choose
one or more children to be hunters.

When the game starts, the frogs make frog leaps and
move around to avoid being caught by the hunters (the
hunters must also jump).

When the frogs are caught, they become hunters. How
long does it take for all the frogs to become hunters?

Variation

The game can be varied by playing that the children are
other animals and imitating the animal’s movement
patterns. For instance, penguins, snakes (wiggle around),
cheetahs (run fast), crabs (arms and legs on the ground
with their back down walking sideways) or horses

(galloping).
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Behind today’s door you'll find a game that Julian thinks
is fun, but also a bit scary. Julian is afraid of an animal
that starts with "sssssss". "It's fine Julian, I'll look after
you, and remember, it's just a game," Julie says. Open

the door and join today's game!




SNAKE CHASE

Objective

In this activity, the children must run at a high-intensity
pace to capture a snake. At the same time, the game
challenges eye-hand coordination.

Equipment
Rope

Instructions
Mark out the boundaries of the area where the
children can play.
One or two of the children hold a rope and are the
snake tamers.
The snake tamer(s) wriggle the rope around on the
floor/ground.

The other children try to ‘capture’ the snake (the rope
is guided along the floor not elevated into the air).




It’s getting colder outside, and Julie and Julian are
thinking back to how it felt during the summer. It makes
the best friends want to play a very fun game, where the

sun has a very special role. Join us and open today's
door!




THE SUN SHINES ON...

Objective

In the Sun Shines on..., the children must listen to
instructions and assess how to act. The game requires
concentration and language skills.

Equipment
A chair for each child (or, for example, a seat cushion or
hula hoop)

Instructions
The children sit on their own stool in a circle; one
child stands in the centre without a chair.
The child in the centre, for example, says, “The sun
shines on those wearing black clothes.”
All the children wearing black clothes must now
stand up and find a different chair. The child in the
centre hurries to find a vacant chair.
The child who does no find another chair is now in
the centre and gives different instructions.

Variation

* The child in the centre can give instructions about
anything, or you can decide what instructions they
shall give. For instance, about colours on the clothes
they are wearing or what they like to do or eat.
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Julie and Julian really like copying each other, they find
it fun. Today, the best friends want to play a game that’s
all is about doing just that. Do you like to copy your
friends too? Join today's game!




COPYCAT

Objective

Copycat challenges the children’s creativity in that the
children shall think of and lead other children in various
exercises. At the same time, the exercises will challenge
the children’s motor skills.

Equipment
No equipment required.

Instructions

1. Create groups with four or five children.

2. The children in each group line up in a row. The
child at the front leads their row and decides which
exercises the other children shall copy.

After a short while, the first child runs to the back of
the row and the child who is now at the front leads
the group and decides the new exercises.

Tips
« Itis preferable that the adult starts leading the game
and the children gradually take over.




"Do you know that bears can sleep in a den for six
months?", Julie asks. "Oh, a long time," Julian replies.
Bears are very exciting animals, and today Julie and
Julian want to be like bears in the winter. Do you know
which game they want to play today?




THE BEAR IS SLEEPING

Objective

In The Bear is Sleeping, the children practise cooperation
skills and basic motor skills, and the tactile and
kinaesthetic senses are stimulated.

Equipment
No equipment required.

Instructions

1.

The children and one or two adults stand on all fours
forming a circle. One of the children is the bear and
lies in the centre of circle.

The children and the adults sing “The Bear is
Sleeping” as they crawl around the bear.

When the song has finished, the bear tries to catch

as many children and adults as possible. Those who
are caught are bears in the next round.

Variation

As a variation, the children can move around in
different ways. For instance, the children can run or
jump. The bear could have a more difficult way of
moving than the other children, if desired.




Julian can't find his Santa hat. “Julie, have you seen it?
You always remember where things are," Julian says.
"Yes, it's easy, you put it on your shelfl", Julie replies.
Are you as good at remembering as Julie? Join us and

open today’s door!




NAME GAME

Objective

This game challenges the children’s working memory.
They must remember what movement is connected to the
name of each child.

Equipment
No equipment required.

Instructions

1. All the children stand at arm’s length in a circle.

2. One child starts by saying their name and doing an
optional movement, for example, “My name is Anne
and I (hop).

Afterwards, they all answer: “Your name is Anne and
you” (everyone does the movement, i.e., hops).

This continues the whole round until everyone has
said their name and done a movement.

This round is followed by another round, but without
each child saying their name. The adult points to one
child and everyone says the child’s name and does
the movement the child has chosen. The game
continues this way around the circle.

Variation
* An extra challenge could be to point to the children
randomly.




Julian doesn’t always remember where his hat is, but he

always knows who is in the kindergarten. Behind today’s

door is a game where someone must hide... Come along
and see if you are as attentive as Julian!




WHO’S MISSING?

Objective

In Who’s missing?, the children must remember who is
playing the game and try to find out who is hiding under the
blanket.

Equipment
Blankets
Music

Instructions
The children stand spread around the floor.
When the music starts, the children dance move around
the room.
When the music stops, all the children lie down on the
floor and close their eyes.
The adult covers one of the children with a blanket and

the other children try to find out which child is hiding.

Variation

* A variation of the game is to get the children to stand in a
circle, after which one of children walks out of the room.
Then one of the children in the circle lies down in the
centre of the circle with the blanket covering them. The
child, who went out of the room, comes in again and tries
to find out which child is lying under the blanket.




"Have you heard about the scary monster that lives in
the river?", Julie asks. "No," Julian replies, not knowing
if he wants to hear more about it either! But Julie still
wants to share an exciting game about this
monster...Join, if you dare!




THE NIX IS COMING

Objective

This activity will challenge the children’s jumping skills,
as they must cross the stream to avoid the Nix catching
them.

Equipment
Rope

Instructions
Mark the ‘stream’ on the ground with (parallel) ropes.
The stream must not be wider than what the children
can jump across.
Two or three of the children are ‘Nixies’ in the
stream.
The other children stand on each side of the stream,

which they try to jump across without a Nix catching
them.

Change the Nix as each child is caught or change
after a short period of time.




Julian is still a bit scared of different things, even if those
things are not real (like the Nix). "Maybe you want to play
game that isn't scary, but you have to be very strong,"
Julie asks. "Yes!," Julian replies. Come along and see
which game is hiding behind today’s door!




DIGGING UP POTATOES

Objective

In this activity the children build strength in their arms
by holding each other (the potatoes) or pulling the
potatoes loose (the farmer).

Equipment
No equipment required.

Instructions
The children are potatoes lying on their stomach with
their arms towards the centre holding each other’s
hands.
The farmer tries to loosen the potatoes one-by-one by
pulling the potato’s leg.
When the potato becomes separated from the others,

the potato becomes a farmer and helps to loosen
more potatoes.

Variation
« Can you try to hang on to each other with your legs?




Julie and Julian would both love to become farmers one
day, or at least they would love to visit many farms. One
thing they would like to be good at is collecting eggs, but
that's not very easy if the hens don't want to give them
up! Join us and open today's activity door!




THE FARMER
AND THE HENS

Objective

In the farmer and the hens, the children will play at a high-
intensity level in that the farmer runs after the hens, who must
take care of their eggs.

Equipment
Two balls for each child (or bean bags, pinecones and so forth)

Instructions

. This activity is a version of tag with a farmer(s) and hens.

. Choose one or two children to be a farmer(s); the others are
hens.

. The hens hold an ‘egg’ in each hand symbolised by a small ball,
bean bag, cone and so forth.

. If the farmer touches the hens’ hands or the eggs, the hens
shall give both eggs to the farmer and they switch roles.

Tips

+ A small ‘safe area’ area can be added (e.g., marked with cones or
mats) where the hens can lay eggs and incubate, whilst taking a
small break before having to go in the play area again.

Variation

* By adding more farmers, the intensity of the activity will
increase, as the hens will have fewer breaks.

* You can decide how many hens can be in the safe area at the
same time. If, for example, only two hens can be in the safe
area, the hen that entered the safe area first must leave when a
third hen enters.




"Julie, do you know which letter my name starts with?",
Julian asks. "Yes, it's easy, our names are almost exactly
the same and both start with J, U, L, I," Julie replies. The

two best friends now want to create letters with their
bodies. Join us and make letters or other shapes too!




SHAPE GAME

Objective

Through this game, the children experience how different letters,
numbers or shapes look through their bodies. The game could also
be a cooperation activity whereby several children shape the given
task together. By adding dance or something else between the
tasks, the intensity of the game also increases.

Equipment

Preferably music, but this is not essential

Laminated sheets of paper or other equipment showing what you
want the children to shape

Instructions

1. The game can be played individually or in groups.

2. The children can dance freely whilst the music is playing, but
when the music stops, they receive a task.

3. The task is to form a letter, number or shape with their bodies.
The adult holds up a picture of what the children shall form.
The letter, number or shape can be formed lying down on the
floor or standing.

Variation

+ For progression, the letter can be uttered instead of shown.

* For further progression, a picture can be shown, e.g., of an
animal and the adult together with children discover the first
letter of the animal and form the shape of the letter.
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Julian holds up two fingers with one hand and two
fingers with the other, and asks Julie, "Do you know how
much this is?" “Hmm, yes that’s four! It’s the same as
your age, Julie replies. Are you also good with numbers?
Join us and open today's door in the activity calendar!




NUMBERS FROM 1-10

Objective
Through this activity the children practise the numbers from 1-10
whilst they are physically active.

Equipment

Laminated numbers from 1-10 or cones or anything else with
numbers on

Music

Instructions
. Spread the numbers out on the floor or ground.
. The children run around the hall/in the area whilst music is
playing.
. When the music stops, the children stop.
. The adult shouts a number and the children run to the
number.

Variation

+ To make the game easier, you can show the quantity in addition
to the number on a sheet of paper (for example, to dots for
number two).
You can put out several examples of each number, for example,
three of each number). The children will then run in different
directions and not just follow the other children.
Older children can receive a sum when the music stops. For
instance, 1 + 2 = 3, so they must run to 3.
You can replace running with, for example, jumping, hopping or
moving like an eel.
You can play the same game with letters, shapes and colours.
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It was Santa Lucia’s Day, and Julie and Julian learned
that Santa Lucia came from Sicily, an island off the coast
of Italy. "Maybe we can play a game about an ocean?“
Julie asks. Open today’s door and see which game is
hiding there!




FISH IN THE RED SEA

Objective

In the Fish in the Red Sea activity, the children are
physically active whilst searching for colours on their
own clothes.

Equipment
No equipment required.

Instructions
Create a play area, which is the Red Sea. All the
children line up at one end of the sea.
One child is the fish and stands in the middle of the
sea.
The children shout the following to the fish: “Fish in
the Red Sea, what colour do we need to get across?”
The fish in the Red Sea answers by saying one
colour: e.g., blue.
The children who are wearing something blue that
can be seen, are allowed to cross safely to the other
side. The children who are not wearing anything blue
must try to cross the sea without the fish catching
them.
The children that are caught by the fish become fish
and can help decide colours and catch the other
children in the next round.
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Julie and Julian are happy that there are only ten days
left until Christmas. "Imagine when we can run back and
forth to the Christmas tree and get presents," Julian
said. "Yes, it will be a lot of fun, I'm super fast," Julie
said. Are you as fast as Julie? Join us and open today’s
door!




BUSY BEE

Objective

In this game, the children will have a moderate to
vigorous-intensity activity level, whilst playing busy bees
collecting bean bags.

Equipment
Bean bags
Skipping ropes (or chalk to mark the floor)

Instructions

1. Create a circle with, for example, skipping ropes (or a
circle on the floor) in the centre of the play area.

2. Place all the bean bags in the circle.

3. Two or three children shall now empty the circles by
taking all the bean bags out of the circle (sliding the
bags along the floor).

The other children are busy bees, who collect each
bean bag one after the other, and place them back in
the circle.




If there is one thing Julie and Julian really loves to do, it
is to dance. Behind today’s door hides a game that is
about moving to music, but suddenly the music stops

and then it is important to be fast... Join in!




MOVING TO MUSIC

Objective

By moving to music, the children play at a high-intensity level and
challenge their motor skills whilst dancing. At the same time, the
children practise listening and remembering instructions on when
to ‘freeze’.

Equipment
Music (preferably music that motivates a high level of activity)

Instructions

. Tell the children in what position they shall ‘freeze’ when the
music stops. For instance, on their stomach, back or bottom.

. Put on the music.

. The children dance for as long as they hear the music.

. When the music stops, they must ‘freeze’ in the position they
were told to freeze in.

. They are then informed about the next position.

. When the music starts again, the children shall quickly stand
up and continue dancing.

Variation

* To increase the difficulty level, more elements can be added for
the children to do when the music stops, e.g. “On your back first
and then your stomach.”




"Do you know what I had for breakfast today?“, Julie
asks. "Hmm, maybe a slice of bread?", Julian replies.
"No, I ate something that’s hard on the outside but soft,
white and yellow on the inside," Julie says. Do you know
what Julie ate for breakfast? Behind today’s door hides a
game that is all about this. Join!




EGGS IN THE BASKET

Objective
In this activity, the children get a lot of practise throwing a ball,
thereby challenging eye-hand coordination.

Equipment
Many small balls
Basket

Instructions

1. Spread all available balls around in the play area.

2. Place a basket (bucket or similar) in the centre, and mark an
area around the basket (e.g., with a skipping rope), which the
children are not allowed to step into.

. In this game, the children try to put all the eggs (the balls) in
the basket in the shortest possible time. The children throw the
eggs in the basket without stepping inside the marked area.
They are allowed to step into the area to collect balls outside
the basket.

. Alternatively, the adult can time how long they take to put all
the eggs in the basket and see whether they manage to beat
their own time on the second attempt.

Variation

+ To make the game more difficult, you can increase the children’s
throwing distance. It is also possible to create different distances
to the basket, where the youngest children can be closer than
the eldest.




On the way to the kindergarten, Julie discovered
something exciting. Every time cars came to a red light,
they had to stop. "Yes, they are not allowed to drive until
the light turns green," Julian says. Are you good at
stopping at red light? Join today's activity!




RED LIGHT

Objective

In the red light game, the children must remember rules, in addition to
starting and stopping movements. The game can easily be made more
difficult by adding more colours to the lights with each colour having its
own rules.

Equipment
No equipment required.

Instructions

1. The adult stands near a wall or similar with their back turned to t e
children who are standing at the other end of the play area.

2. The children must try to get to the adult without the adult seeing
them moving around. While the adult stands with their back turned
to the children counting one, two, three, they can move freely towards
the adult.

. The adult shouts “red light” and turns around to the children. The
children must then “freeze’ and stand completely still until the adult
turns around again.

. If the adult sees anyone who is not standing still, they must go back
to the start line.

. The first child to reach the adult leads the game in the next round
(with the adult if necessary).

Tips

* In the beginning, you can count at the same speed, but can gradually
make the game more difficult by varying your counting speed from
slowly/quickly.
If you do not want the child who does not ‘freeze’ to go back to the
start line, one tip is that the child who does not ‘freeze’ changes places
with the person standing near the wall and everyone else goes back to
the start line.




Julie and Julian saw a flash of light and heard a loud
noise. "Wow, there was thunder and lightening!", Julian
said. "Yeah, we have to stay inside now," Julie said. The

two best friends thought it was a bit scary to hear the

loud noises, but it passed quickly and afterwards they
really wanted to play a game that was all about thunder
and lightening. Join in!




LIGTHNING, THUNDER
AND RAIN

Objective

The game challenges the children’s working memory in that they
must remember where to run in response to different weather
forecasts. The children then act as quickly as possible according to
the forecast. By gradually adding more rules, the game can be
made extra challenging.

Equipment
No equipment required.

Instructions

. Which side of the play area is to be lightning, rain and thunder
is agreed in advance.

. The adult or a child is the meteorologist and decides what the
weather will be.

. The meteorologist shouts out the weather types. For instance,
“Today, I forecast rain.”

. The children then run quickly to the area corresponding to the
weather forecast.

Variation

* One variation of the game is ‘Helicopter Trip: Here the location of
the different places is decided in advance. The children fly
around freely on the floor like a helicopter and the adult shouts:
“The helicopter is landing in i.e., London,” and all the
helicopters shall then fly (run) as fast as they can to the agreed
place for London.
The game can also be varied by moving around in other ways,
for example, by jumping, hopping, jumping sideways, etc.
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"Julian, do you have any brothers and sisters?" Julie
asks. "l have an older brother and a younger sister,"
Julian replies. "Okay, so there is a total of three children
in your family“, said Julie. Do you have brothers or
sisters? Today's game is about family and numbers, join
us!




FAMILY GAME

Objective

In this activity, the children play with numbers, quantities and
counting by forming different sized families. This is also a
moderate to vigorous intensity activity in that the children run or
dance when the music plays.

Equipment
Preferably music, but this is not essential
Numbers, e.g., laminated sheets of paper with numbers or dice

Instructions

1. The children run/dance freely whilst the music is playing.

2. When the music stops (or upon a signal if there is no music),
the children form families (groups) corresponding to the
number that is held up or shouted out.

Variation
* As a variation, the children can be given the task of collecting a

certain number of bean bags, cones and so forth (preferably in
pairs).

For progression, the children can be given other tasks, e.g., two
cats and a dog, when the children shall portray what is shouted
out.




Now Christmas Eve is getting closer, and Julie and
Julian are talking about what presents they would like. "I
want a kitty!“, Julie says. "Oh, that could be dangerous,
because I want a mouse!", Julian says. Join us and find
out which game is hidden behind today’s door!




CAT AND MOUSE

Objective

This game is a high-intensity chasing game for those who are the
cat and mouse. The children must remember the rules and react
quickly. The game also builds and senses of community.

Equipment
No equipment required.

Instructions

1. One child is the cat and another child is the mouse. The other
children form a circle and hold hands. The mouse is inside
the circle and the cat is outside the circle.
The cat walks around the circle, pats on the back of one of the
children and asks: “Knock, knock, knock, is the mouse at
home?” The child answers: “No, it’s gone out.”
The cat continues round the circle until someone answer’s
“Yes.” The cat is then let into the circle and it starts chasing
the mouse.
The children forming the circle can now stop the cat from
entering the circle by keeping it tight or they can make
openings for the mouse or cat or both.
The cat and mouse are replaced with two different children
when the cat has caught the mouse (or after a short period of
time if the mouse is not caught).

Variation
*  When the chase starts, the children in the circle can shout:
“Cat and mouse, cat and mouse” until the mouse is caught.
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"Brrr, it is really cold today," Julian says. "Yes, mum
says it's the north wind, and it’s very cold," Julie says.
Behind today’s door is a game where you must watch out
for the cold north wind, join us!




NORTH WIND AND
SOUTH WIND

Objective

North Wind and South Wind is a variant of tag providing moderate
to vigorous-intensity activity in that the child shall avoid being
frozen by the north wind.

Equipment
No equipment required.

Instructions
. Played in groups of at least eight children. Two children are the
north wind and one child the south wind.
. Mark out an area for the game.
. The two children that are the north wind shall “freeze” as many
children as possible by touching them. If one child is caught,

he/she must stand completely still.

. The south wind tries to save the “frozen stiff” by blowing on
them.

. Switch roles after a short period of time.

Variation
* One variation of the game is to make the south wind secret,
which will secretly save those who were frozen stiff.




"What are you going to eat on Christmas Eve?", Julie
asks. "Hmm, I don't know yet, but I want ice cream,"
Julian replies. "Yes, me too, or fruit salad, yum!", Julie
says. Today's game is all about fruit salad, join in and
choose your favorite fruit!




FRUIT SALAD

Objective

In this game, the children move at a moderate to vigorous-intensity
pace between different carpet tiles. Upon a signal, the children
shall find a vacant carpet tile.

Equipment
Carpet tiles or other equipment the children can stand on

Instructions

. Spread the carpet tiles around the floor.

. Divide the children into various fruits (e.g., grapes, bananas or
oranges) and sit on a carpet tile.

. Upon a signal, an adult or a child shouts that all the drapes
have to go out and run, thereafter the bananas or oranges.

. The children run between the carpet tiles and upon a signal,
the adult shouts: “Fruit salad!” - then all the children find a
vacant carpet tile.

Variation

+ If desired, you can remove one, two or more carpet tiles, then
there will be more of a race to find a vacant tile. Start the game
again, preferably without any child being out of the game.
As a variation, you can change the way the children move
around (crawling, jumping, hopping).




"Julie, wait for me!" Julian shouts. Julie and Julian are

getting dressed to play outside, but Julian can't find his

mitten! In today's game you will also try to find mittens,
join us!




FIND THE MITTEN

Objective
In Find the Mitten, the children play at a moderate to vigorous-intensity
level, whilst remembering and recognising patterns.

Equipment
Pictures of mittens (matching pairs).

Instructions

1. Hand out pictures of mittens, so all the children have their own. The
other children do not know which mitten the other children have
been given. This is kept secret.

. The children divide themselves around a marked-out area and run
around to find the child with the matching mitten. When two children
meet, they show the mittens to each other, and if they have matching
mittens, they line up together and wait for the others to find their
matching mitten.

Variation

* A mitten relay race could be played with the cards. Divide the children
into pairs and give two mitten cards to each child. The cards with
matching mittens are placed on the ground at the other side of the
play area with the mitten picture facing the ground. One child from
each team runs to the other side to find a matching mitten. The child
turns one card over. If the mitten does not match, the child runs
empty-handed back to their partner, who now runs to find a matching
mitten. If they find the matching mitten, the child goes back to their
partner with the card, and the partner runs to find the other matching
card. The team that finds all the matching mittens first wins.

* As a variation to the mitten relay race, you can add obstacles, which
the children must pass, when running to the opposite side.




The big day has finally arrived! Julie and Julian had
such a good time this morning, getting their Christmas
stocking and watching Christmas movies. One of the
movies was about two chipmunks called “Chip n’ Dale",
which is also the name of the last game in the activity
calendar. Join us and open the last door!




CHIP ‘N’ DALE

Objective

Chip ‘n’ Dale challenges children’s reaction ability, as they must
quickly absorb a signal (Chip or Dale), interpret it and act
accordingly as soon as possible. This requires the children to
concentrate and remember what each signal means. The game also
challenges their agility, acceleration and speed in that they shall
either capture or avoid being captured by their partner.

Equipment
No equipment required.

Instructions
. Divide the children into pairs.
. Each pair stands back-to-back on each side of a line in the
centre of the play area.
. The adult stand on the line facing the children.
. The adult names the child on the left side of the line “Chip” and
them child on the right side of the line “Dale”.

. The adult then shouts either “Chip” or “Dale”. When the adult
shouts “Chip” all the Chips must run as fast as possible to a
marked line on their side of the play area, whilst all the Dales
try to catch their own chip before they reach the marked line.
When the adult shouts “Dale” the roles are reversed.

6. Everyone then returns to the centre and the game starts again.
7. Remember to vary between shouting “Chip” or “Dale”.

Variation

* You can vary this game by changing the children’s starting
position. Instead of standing back-to-back they can, for
example, sit back-to-back, lie on their stomachs face-to-face or
lie on their backs with their head against each other.




