Climbing Wall Games

Points to consider:
· Landing area clear of debris and people
· Height restrictions
· Other users
· Using soft equipment 
· Clothing, jewellery, glasses etc
· Special needs- differentiation/inclusion
· Support
· Educational objective??? 





Add On 

To start the first person picks to start holds and then adds two moves on with each hand. The moves can be marked by chalk, tape or memorized. The next climber will then grab the same start holds complete the 2 previous moves and add on 2 more. Each time a climber completes the sequence he/she adds on another move. The game will continue to go on like that. If someone falls without completing the sequence or adding on their two moves they are then out of the game. 
You can play "hands only" where any foot hold can be used, or specify both handholds and footholds. 



Pointer
This is mostly a traversing (climbing sideways) game since it requires a partner to "point". The person designated as the pointer will use a broom handle or any pole to point out the next hold. The climber begins climbing. The pointer taps the next hold. This should be timed so the next hold is tapped just ahead of the person climbing. A good pointer makes it challenging but not beyond the climber's ability. The game ends when the climber falls. The climber and pointer then switch positions. 

Eliminator
Create a route of about 20 holds. Mark the holds which make up the route with chalk. Each climber climbs the route. After each successful climb/traverse the last climber rubs out a chalk mark of their choice, so that the hold is eliminated from the route. If the next climber cannot traverse (climb) it without falling the turn is passed to the next person. If no one can do it the original climber must prove it can be done. If he cannot do the move the mark is put back on.

Hokey-Cokey
Two or more climbers decide on a sequence and attempt to complete it using one arm. This can be done as an add-on or take-away climbing game. The version of this climbing game using one foot will greatly improve body tension and trunk strength.

Treasure Hunt
Designate 8-10 'banks' and place the same number of treasures on the wall. The team then must decide on a strategy to collect and transfer treasure to the bank.  Each team member can only collect a limited number of treasures (vary depending on size of team) and the game can be presented as a team challenge, competition against another team or against the clock. Other limitations may be put in place

Limpets
On the shout of “limpets”, everyone has to hang on to the climbing wall for as long as possible.  After a set time or when 1 or more people come off the wall, you move on to the second round (with or without eliminating losers). You can then add challenges such as red limpets- so that only red hold are used, one legged limpets, one legged blue limpets with an orange hand, etc.



Blind Climb
Blind fold a climber. Start to climb by feeling with hands and feet all around the wall. See who can get the furthest without falling.   You can add a sited climber who may physically guide them whilst being on the wall themselves.  Or try having someone try to give directions with their back to the wall using a mirror or by non-verbal communication.

Balloon Relay
A challenge against the clock, another team or just for fun (team building, communication, problem solving skills etc).  The teams of two or more have to get a balloon or balloons across the wall without letting go of the balloon.  It could be a balloon each, or that individuals can only work within certain zones on the wall so that the balloon has to pass between individuals.  (this works well with plastic coffee cups of water- but check with the wall managers first!)

Leap Frog
Teams of three or four (or more) have to make their way across the wall by swapping places.  So that number one climbs on to the first set of holds, number two has to get past her to the second set and number three passes both one and two.  Once the last team member is in place then the first climber has to make her way past the final team mate, then number two sets off and so on until the whole wall is traversed.  Variation: try passing under or alternating over and under the climber in front.

Get Dressed!
Hang different items on the wall (hats, gloves, pants, shorts, jackets, shoes, etc.) or even on the ground. The idea is that the climber must pass through the wall and whenever he or she finds something, they must put it on! Try the same thing but now undressing. 

Dodge Ball/ Space Invaders
The group split in to two teams.  Team one tries to traverse the wall.  Points are awarded for each person successfully making a complete traverse of the wall.  The second team is stood behind a line/ bench approx 10 metres from the wall and throws sponge balls at the climbing team. If a climber is struck on an arm or leg with a ball then they lose the use of that part of their body.  If struck on the head or body, or if they touch the ground then they are out and have to sit at the side.  Once all of the first team are out, the second team attempts to beat the first score.  


Twister
Lay out a section of the wall just like a play field for the game "Twister" and use a spinning dial to randomly select the colour of holds to use.


Bungy-Buddy
Partners (or more) are joined together by bungy handcuffs.  They attempt to climb across the wall whilst joined together.  Could try connecting other body parts! Or even a team of climbers.


Hoarse
Works with two or more people and is basically the same as the basketball version. The first person chooses a point to begin and a point to end. They then roll a dice to see how many holds they can use between the starting and ending holds. If the first person completes their route then the rest of the players must complete it, getting letters for failure. If the first person doesn't complete the problem, then it goes to the second person and so on. 
Lapping
This climbing game includes as many players as wanted. The first climber traverses across the walls and makes the most laps as he can. Then the second climber breaks the record of laps the first climber did. If he does, he wins, and if does not, he loses. 


Time's Up
Start with a ten second time limit. First player gets ready, and a time keeper says when to go. The climber gets to as many holds as he/she can before the time keeper yells, "Time". Second climber tries to beat that number, (same path if you want to make it harder or from ground level to make it easier). If the climber does, he wins, that's the new goal. After everyone goes, end of round one, add time so that round two is 15 seconds long, round three 20 seconds and so on. 


Shark Attack
This climbing game can be played with as many climbers as you can fit on the wall. It is very similar to musical chairs. The climbers start in a circle in the middle of the floor facing inwards - when you shout "Shark Attack!" they must get onto the wall as quickly as they can. The last person on the wall is the looser. The looser is either out of the game, or "looses" an arm or leg. 

Fox and Hound
Working in pairs, the first person climbs and after a number of seconds the second person attempts to tag the first before he reaches safety (designated hold or end of wall).


Simone Says
You can play this with a group of people. There is a leader this leader gives the group 15 seconds to get off the ground and stay there. After that time, the leader calls out various commands: "Simon says... move your left foot… touch a blue hold above your head." for example and everyone must move the nominated limb to a new hold unless the command is not prefixed with "Simon says". Players are out if they fall off or do not obey the commands. 


Tapper

There will have to be a person on the floor to keep track of totals. Crossing the wall climbers tap their head and then count out loud every time they use any hand. The goal is to have the climber try to beat their personal best by trying to lessen the number of times they use their hands and to find a balance and relaxed position whilst counting. 


Strictly Tap Dancing
Working in pairs or more, one person chooses a hold for each hand and one foot. With their free foot they then see how many holds they can touch without moving from the original three starting points (hands and other foot stay in place throughout) whilst their partner counts. They then swap places using the same holds, the person that touches the most wins. All about flexibility and realizing where and how far they can reach (kinaesthetic awareness). 

Resources

Pointing sticks- bamboo cane
Coloured Chalk
Treasure
Blindfolds
Baggy clothing
Sponge balls, Balloons
Bungy handcuffs
Dice

