
                       

                         

 

The traverse wall at your school can only be used during break times, or at other times 

when allowed by a teacher.   

There can be up to six climbers on the wall at one time.  

When using the traverse wall, you must always climb from left to right, unless you are 

playing a specific organised game that says you are allowed to climb both ways.  

There is to be no overtaking on the traverse wall 

Once you have had a turn, you should go to the back of the queue. Be patient and wait 

your turn. Remember that the traversing wall is for everyone to use! 

Remember that the top holds are for hands and the bottom holds are for feet.  You 

must not try and put your feet on the hand holds. 

Remember to have fun!!! 

         

  

 

 
 
 

Active Schools have put together a selection of fun games that you can do on your 
new Traverse wall. 

Many are group games, but some can be performed individually 
 
 
 



                      

                                              
 

 

For this game, two climbers of with similar ability play together. Start by agreeing 

on the first three to five moves on the wall. The first climber traverses this se-

quence of moves. When the first climber completes the moves successfully, he/she 

adds one more move. The moves can be marked by chalk, tape or memorized. Each 

time a climber completes the sequence he/she adds on another move.  

Variations: You can play "hands only" where any foot hold can be used and you just 
specify the hand holds, or specify both hand and footholds. Continue this game until 

climbers have had enough. This is a great climbing game, for building endurance and 

memorizing sequences. 

                      

                       
 

 

This climbing game is where 1 person traverses from 1 point to another. Other peo-

ple from a set distance throw a small Beanbag at the climber. If a limb of the 

climber is hit then climber can no longer use that limb. If climber is hit on the back 

3 times, or if the climber falls off they lose. If climber gets to the last point then 

they win. A spotter returns the beanbag to the throwers.  Works strength, balance, 

and endurance.   Again this should only be done under supervision by an adult. 



                      

                   
 

 

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. Improves awareness, and sense 

of touch.  This activity should only be done under supervision by an adult.  

                      

                           
 

 

This game is played with two or more people.   The first person chooses a point to 

begin and a point to end the route.  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 a letter for failure.  C, 

L and so on. If the first person doesn't complete the problem, then it goes to the 

second person and so on.  



                      

                                  
 

 

This is a very simple game. Take two pieces of webbing, cloth, or items that will be 

able to be placed on the wall. Start with two players, get them to tuck the flag 

items into their pockets or waistbands; this is similar to flag football. Start the two 

climbing towards each other any distance apart. The object is to steal the flag of 

the opponent. If a player’s flag is stolen or if he/she falls, a new player is up. This 

activity should only be performed under the supervision of an adult. 

                      

    
 

 

 

One person starts at one end of the traversing wall. Their spotter calls out "I went 

to the wall and used a..." then they call out colour of a hold etc. After the move has 

been completed the climber steps off and the partner repeats the move. The new 

spotter calls out the next move to be used. "I went to the wall and used a blue and a 

red." Repeat the moves for as long as you can manage it.  



                      

                           
 

 

This game can include many players. The first climber traverses across the walls and 

makes the most laps he can. Then the second climber tries to beat the number of 

laps the first climber performed.  

                      

                           
 

 

This game is perfect for all ages. Limbo is the easiest game to play and explain. Stu-

dents must traverse the wall and make their way under the limbo pole. A broomstick 

or even a person with long arms will suffice for the limbo pole. After all the children 

have successfully managed to get under the limbo pole, reposition it to another part 

of the traverse wall. This could either encourage them to climb further along the 

wall than previously, or to be able to climber lower on the wall. 



                      

                           
 

 

The first person points out a sequence of 4 to 10 moves. There are no markings 

placed on the wall. The second person has to climb the route remembering each hold. 

The value of this game is it teaches you to remember the holds on the route. 

                      

        
 

 

Two or more climbers decide on a sequence and attempt to traverse it using one 

arm. This can be done as an add-on or take-away climbing game. This game greatly 

strengthens your arms/legs.  



                      

                           
 

 

This traversing game requires you to have a partner to "point". The person desig-

nated 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 

comes off the wall. The climber and pointer then switch positions. This game is ex-

cellent practice for developing your ability to think and move quickly. 

                      

                   
 

 

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 loser. The loser is either 

out of the game, or "loses" an arm or leg. You can add many variations to this game 

e.g. climbers may only use one arm and two legs, etc. A great game! Training Value: A 

bit of fun and competition!  



                      

                           
 

 

You can play this with a group of people.  There is a leader (Simon), 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." 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 com-

mands.  

                      

                           
 

 

Create a route of about 20 holds. Mark the holds with chalk marks. Each climber 

climbs the route. After each successful traverse the finishing climber rubs out a 

chalk mark. If the next climber cannot climb/traverse 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 they cannot do the move the mark is put back on etc 



                      

                           
 

 

Pick four routes you know you can do on the traversing wall.  Do each one four times, 

making a continuous circuit and see how many times you can do it.  

                      

                           
 

 

This game can be played with as many players as desired. Start with a ten second 

time limit. The first climber gets ready, and another says when to go. The climber 

has to try to get to as many holds as they can before the time is up. The second 

climber tries to beat the number of holds of the first climber. If the climber does, 

then their score becomes the new target to aim for. After everyone goes, you could 

extend the time limit and try again. The game continues until everyone is tired.  


