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Dare Base
AGES:
Elementary – college 

GOAL:
To be competitive (which has its own benefits) without shaming, mocking, or embarrassing.

MATERIALS/SUPPLIES:
Tape, chalk, etc. to mark out goal lines.

METAPHOR/STORY:
Once they learn how, kids can play this old favorite for a long time without tiring of it.  It’s very competitive, yet no one is ever out for long and there is rarely a winner or a loser.

DESCRIPTION:
Two goal lines are established on opposite ends of the playing field.  A “prison” for each team is marked off slightly forward of the left side of each team’s goal line.  





Baseline #1
  Prison






Baseline #2


To begin the game team #1 advances close to the base line of team #2.  One member touches it with his foot, and team #1 runs back to their base with team #2 chasing.  When a member of team #1 touches her own base line, she becomes “safe” and can then pursue members of the other team.  Players continue to chase each other back and forth, with the person who has touched his base line most recently always being the chaser (and when the runner touches her base line, she becomes the chaser and her opponent the runner).  Tagged players go to prison, and may be rescued by being tagged by a teammate and granted safe passage back to their baseline.  End the game after a set time.

PROCESSING CONSIDERATIONS:
Have a discussion about competition.  When is it hurtful?  When is it helpful, useful, and even important?  When is cooperation the best option?

Adapted from:  What to do Instead of Screaming by Myra Nagel.
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