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For fun, ask them to announce some of the
most interesting items.

Time Bomb Name Game
This is a fun, quick activity for kids to
remember each other’s name. Ask your class
to form a circle and say their name. Then,
throw a tennis ball to one of the kids. They
have two seconds to say someone else’s
name and throw the ball to them before it
“explodes” and they are out of the game.
Continue until only one kid remains.

Blobs & Lines

Get to Know You
Activities
The Interview
Have students break into pairs. Each is
paired with someone they do not already
know well. Allowing five minutes per
interview, the students interview each other.
Then standing behind the person they have
just interviewed, each child tells the group
what they have learned about the other,
introducing them to the group.

This activity is easy, quick, keeps kids
moving and talking, plus helps them
discover what they have in common. The
idea is for kids to listen to the counselor’s
prompts and organize themselves in a line
(for example, in alphabetical order of last
name) or in blobs according to something
they have in common (birth month).
Try these Prompts:
-

Finding Common Ground

-

This works best for small groups or for each
small group sitting together as a team (4-6
participants).

-

Give the group a specific time (perhaps 5
minutes) to write a list of everything they all
have in common.
Tell them to avoid the obvious (“we’re all
here”).

Line up in chronological order of
your birthdays
Line up in order of how many
siblings you have
Find those who are allergic to the
same things as you
Gather with those who have the same
colored clothing as you

This or That
Kids move to a particular side of the room to
represent their opinions on a certain topic.
To make this work, “yes/no”, “true/false”, or
“would you rather X or Y” questions work
best.

When time is up, ask each group how many
items they have listed.
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Beach Ball Toss
Before the start of program, write icebreaker
questions over a beach ball in permanent
marker. Standing in a circle, kids throw the
ball to each other. When caught, or when the
counselor says “stop”, the kid with the ball
must answer the question closet to their left
thumb. Repeat until each kid has answered
at least one question.

Sit down if…….
With the kids in a circle, the counselor asks
a series of quirky yes/no questions. Kids sit
down if they can answer “yes” and the last
kid standing is the winner.

Guess Who’s Missing
The students sit in a group and close their
eyes. The person running the activity walks
around and taps one person on the shoulder.
The person tapped leaves the room, or hides
where no one can see him or her. Everyone
opens their eyes and tries to determine who
is missing.
Variation: To make it harder, have them
stand up and move them around (While their
eyes are closed, so they don’t know who is
near them.

closed, someone takes the dog’s bone. Then
everyone chants, “Doggy, doggy, where’s
your bone? Somebody stole it from your
home. Guess who? Maybe you!” The dog
must guess who has the bone. If he or she is
right, the bone stealer is now the dog. If the
dog gets it wrong, the dog closes his or her
eyes and the children pass the dog bone
around until the dog has counted out loud to
ten. Then the dog must guess who has the
bone.

Never Have I Ever
Each youth starts off with 10 fingers up. All
youth take turns saying something that they
have never done. If someone has done that,
they put a finger down. The last one with
any fingers up, wins!

10 Things in Common
Divide into partners with instructions to
discover 10 things that you have in common

Survival
Each person pulls a slip of paper, with one
object written on it, out of a hat. Objects can
be anything from a pizza to a pitchfork.
Players then mingle, and try to form teams
with others whose objects would help the
team survive in the wilderness. The group
leader listens to each team present their case
on who has the best objects for survival and
chooses the winning team.

All in One Game
Doggy, Doggy, Where’s Your
Bone?
One person is the “dog” in the center of the
circle, with eyes closed and the bone behind
his or her back. When the dog’s eyes are

Stand in a circle holding hands. One person
is in the middle. That person in the middle
calls in some one–one at a time. The goal is
to see how many people you can fit in the
middle- without breaking hands.
You can create your own Guinness Book of
Records!
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Create a Me Commercial
Have kids write a two- to three-minute
television commercial. The topic is why
someone should hire them. The commercial
depicts the student’s special qualities. After
they work on these, the students present
their commercials in front of the group.
Another variation is for a group of five to
create a commercial for each one— and then
present this in front of the group.

want to mount the pictures on an All About
Me bulletin board.

Two Truths and a Lie
To play, everyone sits or stands in a circle.
One by one, each person in the circle says
three statements about him/herself. Two of
these statements must be facts, or "truths,"
and one must be a lie. The other members
then try to guess which statement is the lie.

ALL OF ME!
In this activity, children will draw pictures
showing some of the different aspects of
their lives and share the pictures with other
youth. Beside learning about each other,
they will develop a better appreciation of the
roles they fill in their families and
community.
Need: Crayons and/or colored pencils
1. Discuss with children the fact that they
fill many different roles in their families.
Point out that a girl may be a daughter, a
sister, a niece, and a granddaughter, while a
boy may be a son, a brother, a nephew, and
a grandson. Ask children to tell about the
different roles they fill in their families.
Record their answers on the board or on
chart paper. Then ask children to think about
what roles they fill in the community. Point
out that they are students, and ask them what
else they do. For example, are they on a
soccer or T-ball team? Add their responses
to the list.
2. Have youth draw pictures to show some
of the different roles they fill in their lives
(some children may need more than one
sheet). Children can refer to the list created
earlier for help in labeling their pictures.
3. When children are finished, have them
share their pictures with the group. You may

GROUP GAMES
Hunter and Guard
One (fast) player is chosen to be the hunter.
Another (patient) player is chosen to be the
guard. The rest of the children become
animals. Mark out a circle about 10 feet in
diameter on the ground to be the "pen", in
the middle of the playing area, using chalk,
stones, sticks or whatever else you have to
hand. The guard stands in the pen and must
stay in it for the duration of the game,
although he may patrol the perimeter and try
to catch any stray animals that come too
close!
The animals scatter, and start to run around
the play area, trying to escape the hunter. If
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the hunter catches an animal, he leads him
over to the pen. Once in the pen you cannot
escape, but you can be rescued on the way to
the pen if one of the other animals touches
you. However, your rescuer must avoid
being touched by the hunter or the guard
when he is trying to rescue you, or he too
will be caught and put in the pen.
You can stop the game at any time, but you
might want to set a time limit in advance or
declare an end when a certain number of
animals have been caught.
NB This is a great game if you have one
child that doesn't like running around too
much, as they can be actively involved in
the guard position.

What’s the Time Mr. Wolf?
Another tense and hilarious classic, this is
the type of group game that will have you
and a bunch of excitable kids laughing for
hours! One player must be designated Mr.
Wolf, a boy or a girl is fine! Once chosen
they must turn their back to the rest of the
kids and stand a fair distance away. You can
experiment with what the best amount of
distance is depending on where you are and
how many people are playing. To start the
game, the kids must all shout “What’s the
time Mr. Wolf?”. Mr. Wolf must then
respond with a time of his choosing. If he
says it’s 3 o’clock, the kids must take three
steps forward. If he says it’s 4 o’clock, they
must take four steps forward. So on and so
forth. The aim of the game is for the kids to
try and reach where Mr. Wolf is standing
and tag them to win the game! However,
Mr. Wolf will be working against them!
Instead of sometimes saying a time, he
might say “It’s dinner time!”. This is the key
phrase which means the player has to turn
around and try and catch one of the kids

who had been moving towards them. The
kids are trying to get back to start. If tagged
they become the Mr. Wolf. You will notice
the kids develop different tactics compared
to others. Some will take small steps to
ensure they can run back to safety when it’s
dinner time. Others will take larger steps in
an attempt to try and tag Mr. Wolf quicker.
You can really have a lot of fun chopping
and changing techniques with the kids. We
recommend you play the first round as Mr.
Wolf so all the kids are given a good
understanding.

Please Mr. Crocodile
(Variation of What’s the Time Mr. Wolf?)
All of the players (except one who is chosen
as ‘Mr. Crocodile’) stand side by side at one
side of the yard or room, facing the other
side. Mr. Crocodile stands in the middle of
the yard or room.
The players chant, “Please Mr. Crocodile
may we cross the river? If not, why not,
what’s your favorite color?”
Mr. Crocodile calls out one color name and
any of the players wearing that color are safe
to cross past Mr. Crocodile to the other side
of the yard/room. For example, if Mr.
Crocodile calls, “Blue,” anyone wearing
blue is safe to cross.
Once the safe players are across to the other
side of the space, the players not wearing the
selected color must try to run across to the
other side of the yard/room without being
caught by Mr. Crocodile.
The player that is caught becomes the next
Mr. Crocodile and the game starts again.
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Look Up, Look Down
A simple but hilarious game, Look Up,
Look Down is ideal for groups of friends or
even as a way to get kids to socialise and get
to know each other better. Get the players to
form a big circle and stand around one or
two feet apart. Make sure to get all the kids
to look down. Once some time has passed,
you or another adult must shout “look up!”.
The kids must immediately look up and at
another person in the circle. If two kids find
themselves looking at each other, they have
to scream and immediately leave the game.
As you can imagine, this game gets noisy
very fast! The remaining players must keep
staring at their chosen person until they are
told to look down. The game then repeats
until there is nobody left. You will notice
lots of kids will look at their friends first and
foremost. Failing that, if they have no prior
friendships with the kids who are
participating, they are likely to look at
someone they want to be friends with. This
makes it an excellent game to develop social
skills and long lasting friendships.

Psychiatrist

You will need pictures of several animals to
show the child what he or she is for the
game. Each child is shown a picture of an
animal, with three children being shown the
same picture. No one is allowed to tell
another with animal he or she is. At the
signal, each child makes the noise of the
animal he or she has been given. The first
group of three animals to find each other,
and sit down, is the winner.

Hot Seat
This game involves having two teams seated
facing the White Board, with 2 chairs facing
the teams (back to the White Board). The
empty chairs up front are the “hot Seats”.
Teams will each send 1 person up to the hot
seat. Staff will choose a word and write it on
the board behind the kids in the hot seat.
Teams will take turns trying to get their
teammate in the hot seat to guess the words
using anonyms, synonyms, definitions, etc.
The first hot seat kid to say the word wins a
point for their team. Once the word is
successfully guessed, a new kid from each
team sits in the hot seat, and a new round
begins with a different word.

Pick one kids to be the psychiatrist. He/she
will move to a place where they cannot hear
the rest of the group’s conversation. The
group will decide on a quirk they all share.
Once the group has chosen their issue, they
will invite the psychiatrist back to the group.
The psychiatrist will go around asking
questions and observing to see if he/she can
guess the group’s quirk. If they guess it
correctly, then another youth gets to be the
psychiatrist and the games starts over.

Barnyard

Don’t Wake the Dragon
One student is the dragon and sits in an open
area on a chair or cushion. The other
students are knights who need to steal the
dragon’s treasure (Tennis ball) without
waking the dragon. The dragon goes to
“sleep” (counselor’s monitors to make sure
they keep their eyes shut). One at a time, a
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silent signal is given to each knight to try to
sneak past the dragon and steal the treasure.
If the dragon hears footsteps or a notice
from the knight, he or she wakes up and
roars. The knight is toast, and goes to the
end of the line. A successful knight becomes
the next dragon (This game requires the
WHOLE group to stay quiet. It’s a
challenge, but it’s great to see the different
ways kids try to sneak).

Eye Witness
One person stands up and everyone looks at
him or her. That person then leaves the room
and changes something about himself or
herself. (Example: A Shirt gets tucked in.)
When he or she returns, the group guesses
what the person changed. Whoever guesses
correctly gets the next turn.

Five in Fifteen
Divide youth into two to three teams. An
opposing team comes up with a category.
The answering team has to think of 5 things
in that category in fifteen seconds or less or
else the point goes to the other team/s.
Whichever team has the most points wins.

Fall Away
Form a single file line with all youth.
Choose someone to be the leader and place
them in the front of the line. The leader will
start walking around with the line following
her/him. The leader is not allowed to look
back or make sharp turns, but may see the
line in their peripheral or fi they are doing a
wide turn. The youth behind the leader will
quietly and secretly try and fall away one by
one form the group without the leader
noticing and hide. If the leader notices them
leaving or finds them in their hiding spot
they call out the child’s name and the youth

spotted must get back in line. If all the youth
leave without the leader noticing, then a new
leader is chosen and the game begins again.

Blob Tag
In case you can’t tell yet, we love tag! In
this version, whenever “it” tags another
player, they hook arms with that person and
continue on together. Before you know it,
there’s a long chain (or blob) or people
chasing just one kid. It’s really funny to
watch and even more fun to play.

Line Tag
Line Tag: Just like in regular tag, choose
someone to be It. And just like in regular
tag, it runs around and tries to tag the other
players, making them It instead. But unlike
regular tag, all players (including It) can
only run on the lines of the court. So no
touching the ground unless you’re on a line.
(But it is way cool when you can jump from
one line to another, haha!) It’s a fun game
because your kind of have to think ahead, or
else you can easily get cornered by It and
tagged. The game also requires more finesse
and balance than regular tag. Oh yeah,
finesse and balance, that’s so totally my kind
of game…well, not really. But still, I have
fun. And that’s the game! Once It tags
someone, that person becomes the new It
and runs around trying to tag someone else.
Depending on how many people you’re
playing with, you might want to have more
than one person as It. Also, when I played, I
seem to remember a rule that you couldn’t
run, only walk. But I think that was mostly
because my sisters, friends, and I played at
our church building. Well, just on week
nights while we waited for our moms to
finish chatting after their activity…except
for maybe those few times on Sunday while
we waited for our moms to finish chatting
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after church. And that’s when we definitely
tried to walk and be quiet, because if we got
caught, we’d have to stop.

Ghost in the room
Space youth out in a large room or outside.
Everyone closes their eyes while a staff
member taps a youth on the shoulder. The
youth who is tapped is the “Ghost in the
room”. After, staff will tell youth to open
their eyes and begin walking around the
room. The “Ghost in the room” will try and
turn others into ghosts by making eye
contact and nodding at them without others
noticing. Once someone has turned into a
ghost they may begin nodding at others to
turn them into ghosts but may not talk.
Those who are not ghosts can call out an
accusation at any time by staying, “Goodbye
Ghost”. The accuser will then say the name
of who they think is the original “Ghost in
the room” if they guess wrong they turn into
a ghost and the game continues, if they
guess right all of those who are not ghosts,
win. If the ghost gets all of the others to turn
into ghosts, then the “Ghost in the Room”
wins.

Banking, Baking, or Bacon
Give every youth a paper and pencil to keep
track of their points. Your goal is to get the
most bang for your buck! You can choose to
either bake breakfast, eat bacon, or save
money in the bank. To bake, pretend like
you are stirring a bowl. To eat bacon, put

your hand to mouth and chew. To save, rub
fingers together. To start a round, staff
counts down from 10. When they get to 0 all
youth choose to bake, eat, or save by doing
the related action. Count how many youths
chose to bake. If the amount of bacons
eaters exceeds the bakers, the price of bacon
goes up and the bakers get a dollar for all
extra bacon eaters. The bacon eaters lose the
same amount of money as the bakers gained.
If there are more bakers than bacon eaters,
then the same thing happens but in reverse.
Anyone who chooses to bank that round,
gets a dollar unless the amount of eaters to
bakers is even, then they get 2 dollars for
each of the bakers and bacon eaters and
everyone else gets one dollar. If everyone
other than the bankers choose the same
action (either all bakers or all bacon eaters),
then the bankers go bankrupt. The one who
has the most after 10 rounds wins.
Reference Sheet
Bakers > Bacon Eaters: Bacon Eaters earn
excess, Bakers loose excess. Bankers get $1
Bacon Eaters > Bakers: Bakers earn excess,
Bacon Eaters lose excess, Bankers get $1
Bacon Eaters = Bakers: Bacon Eaters and bakers get
$1 and Bankers get $2 for each person
No Bakers = No money for bacon Eaters and the
bankers go bankrupt

No Bacon Eaters = No money for the Bakers
and the Bankers go Bankrupt

Flashlight Hide-and-Go-Seek
In a partially dark room, one youth stands in
the center with a flashlight, closes their eyes,
and counts to 10. All the other youth go and
hide (at least 6 feet apart). Youth who are
hiding may only stay in their hiding place
for 5 seconds before they have to find a new
hiding spot after the flashlight goes out and
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if they catch you with their light then you
are out. Last one standing is the next one
with the flashlight.

Britch Bulldog “Sharks and
Minnows”
Choose 1-3 students to start in the middle of
the playing area. They are the "British
Bulldogs”. Have all the other students line
up, shoulder to shoulder, at one end of the
playing area. The game starts when the
students in the middle call out, "British
Bulldog!" On this signal, all players must
run (staying within the playing area) to the
other side of the playing area, while trying
to avoid being tagged by one of the British
Bulldogs. Any player who is tagged
becomes a British Bulldog for the next
round. Play until there are only a few
players left. The last few players can start as
the British Bulldogs for the next round.

Detective
Select one item in the room. Create a
sentence that gives them a clue to the item.
In semi-large handwriting, write each word
of that sentence in a different color on a
piece of paper. Then cut out the individual
letters and hide them throughout the room.
Tell youth how many letters they need to
find all together. Youth search for letters and
when they find them they write down the
color of the letter and the letter. Once a child
has found all the letters. They will decipher
the words and then the sentence. Afterwards
youth make a guess at what the mystery item
might be. If they guess if right, they have
solved the puzzle!

Five and You’re Out

Hot Lava
Give youth chalk and have them draw
stepping stones randomly throughout the
playground 1-4 feet apart. Place 20-30 items
on one side of the playground all spaced out.
Each youth will pick up one item to take
across the lava to take to the other side.
Youth can step only on the stepping stones.
If they step off they fall into the lava they
cannot move and their item is also
retrievable. If they get 80% items across
they win!

This game is best for youth 3rd grade and up.
Have youth sit in a circle spaced out. Youth
will hold out one finger on both hands. Pick
someone to start and go around in a circle.
On their turn, each player has the choice of
either moving numbers from one of their
own hands to their other or giving their
neighbor (to the left) a number from one of
their hands (They still keep that number on
their own hand when giving it to another).
For example, if it’s a youth’s turn and they
have one on each hand they can either say
“Slide” and transfer the one finger over to
their other hand and so they have 0 fingers
on one hand and 2 on the other. Or they can
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say, the number, in this case, “One” and
their neighbor gets one added to one of their
hands (the neighbor can pick which hand). If
someone gets more than 5 fingers on one
hand, then you count the excess and that’s
the new number on the hand. Example, if
they have 4 fingers up and their neighbor
gives them 3, they would count, 5,1,2, and
end up with two fingers. If someone ends up
with 5 fingers on a hand, that hand is out
and goes behind the back. They can no
longer transfer numbers. When both hands
are eliminated they are out. Last one
standing is the winner!

Sculptures
Make sure youth are spaced out at all times.
Have one kid start off by picking a noun.
Everyone then tries to sculpt themselves into
that noun. For example, if a youth said,
“Eiffel Tower” then someone might spread
out their legs and raise their arms above
their head with their palms together. You
can also do an alternate version of this.
Youth name a place and youth collaborate
together to make the scene. Example: Park.
One youth might be a slide, someone else
might be a bench, and another a dog in the
park.

Guess Me If You Can
This game works better for larger groups.
Have youth stand six feet apart from each
other in the room. Choose two youth to
come up to the front of the room to be the
spy and the detective. The group including
the spy determines which one of them have
stolen jewels. The spy can only say yes or
no and is not allowed to make gestures. The
detective needs to find out who has the
stolen jewels

What’s Your Name?
This game is intended for an age group that
can read generally 3rd grade and up. Get a
stack of sticky notes. Write one name of a
famous character or historical figure that
youth would be familiar with an on each
sticky note. Place them face down on a
table. Have each child pick one and stick it
on their own back without looking at the
name. Kids can see others names but not
their own. Have youth walk around. Youth
will ask each other questions without saying
the name to try and figure out what their
name is. Ex: AMI Tall? Yes. When they
guess their name they will remove it from
their back and pick up a new name. Once all
of the names are guessed the game ends.

Scavenging Squirrels
All kids get to act like squirrels. Choose one
kid to be the squirrel king/queen. That child
looks around and secretly picks something
to be the prized object without touching or
painting for it. After the object \has been
selected the king/queen choses a word that
describes the object. Example: if it was a
basketball, they might say rough. After the
word is said aloud, all the other kids will
scurry around, finding something that aligns
with that word. Example: stick, basketball,
or rock. Everyone has 1 minute to find an
object stand close to it and point at it. Once
the minute is over the Squirrel king/queen
will squeak and scamper around to see what
the other squirrel found. If someone has
found the prized object, then the squirrel
king/queen squeaks multiple times in
delight! The squirrel who found that object
becomes the next squirrel king/queen and
the game starts over. If no one has found the
object, the squirrels then have 1 more
minute to try and find the object. If nobody
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finds it after that the squirrel king/queen
shows them the object and picks a new heir
to the squirrel throne.

Be the Sea
Pair kids up. Set a timer for however long
you would like to play the game. There are 4
different levels; cloud, rain, river, and sea.
The object of the game is to be the sea for
the most amount of rounds. All kids start off
being clouds. They will do rock paper
scissors with their partner (if there is a tie,
go until there is a winner). Whoever wins,
moves up a level, if you lose, they stay on
the same level. If someone loses twice in a
row, they are evaporated and turned back
into a cloud. After each round youth must
find someone else who is on their same level
to pair up with. Players will know if they are
on the same level if they are doing the same
action as someone else.
Cloud: Hands over head in a circle like a
cloud
Rain: Fingers down like rain
River: Arm moves horizontally in a S shape
like a winding river
Sea: Do a wave motion with your hand

ex: box). In the center of the square. Use 4
other cones to make a square 6 times that
size surrounding it select wizard(s)
depending on how many kids you have.
All other kids are wanders. Wizards and
wonderers can move freely around the area
and in and out of the wizards square but
only one wizard and one wanderer can be in
that square at a time. The wizard(s) need to
protect the orb because that’s where their
magic is stored. If someone else was to
touch the orb with their foot (don’t kick it)
then their magic would be taken and given
to that person and they would become a
wizard. (if multiple wizards the closest one
turns into a wander). Wizards protect the orb
by transforming others into animals or
objects by pointing at them and saying
(person being transformed name).
Transformation then (noun). Example: Jake
transformation frog. They must be within 10
feet of the person. When the person is
transformed they must act like that noun
while moving to the outer edge and wait for
5 seconds to be freed of their spell. If the
wander touches the ball with their foot
before the spell is complete the wonderer
turns into the wizard. Then they can try and
touch the orb again. If they were
transformed in the wizard’s square it takes
an extra 20 seconds to be freed from the
spell. Once someone turns into a new wizard
all wanders go to the outer edge and the
game resets.
5-12 kids: 1 Wizard
11-20 kids: 2 Wizards
20+ kids: 3 Wizards

Wizards and Wanders
With 4 cones create a (10x10) box for the
Wizard Square. Place the magic orb (an item
of your choice that can be touched by feet
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Ninja
The rules of ninja are simple, and have only
a few pivotal rules for play. In a game,
players will stand in a circle, and place their
hands together, the player leading the game
will say "Dong Chi Qua!”. There, the
countdown begins, and each player must
strike a pose. Players take turns attacking
their opponents by swiping at their arms and
hands, and must freeze in place once their
attack is finished. Defending players may
dodge if they think they will be hit, and must
also freeze once the attack is finished. If a
player is hit, the hand or arm that is hit is out
but the other hand or arm is still in. If a
player misses, they must stop moving
immediately. When both hands have been
hit, the player is out and must stand back
until there is one player left. The only player
left is the winner. However, there have been
variations to how children play the game,
some exercise optional rules such as, the
area that is hit, timed attacks or however the
players want to change the game. When the
attacker is attacking, at least one foot must
stay on the ground at all times.

you are out.... The best part is they are not
allowed to talk. If they do, they have to sit
down. IF you at strict on this the first time
they play it is FANTASTIC. My class does
not say a word. It gets very competitive
though. I added a few other rules. If the ball
is on the desk and has not hit the ground,
they are safe. If they try to catch it and drop
it, they are out. If someone catches the ball
after someone has missed it, they are both
safe. They must underhand toss. You need
to decide when it is too hard. If the ball is
tossed and does not go to anyone the person
that threw the ball is out. If it hits the ceiling
the player that tosses it is out. If you want to
speed up the game have them do it with one
hand.

HOT OR COLD
One child is chosen to be the ‘searcher’.
Without the searcher seeing, the teacher
chooses another pupil who is the ‘magnet’.
All of the pupil’s scatter and run around the
gym until you tell them to freeze. They now
all look at the searcher. The is the only
person allowed to move and needs to walk
up and tap the ‘magnet’ on the shoulder. To
guide the searcher, the class can clap to help
them: clapping slowly means ‘cold’ (you’re
not close), then they can get louder and
quicker as the searcher gets nearer to the
‘magnet’. When the searcher taps the
magnet, everyone has a cheer!

SILENT BALL

4 CORNERS

Players stand in a circle. You need a soft
ball (a stress ball works well). The object of
the game is to be the last one standing. The
players pass the ball around to each other. If
someone does not catch it, they are out and
have to sit back in their chair. They may
through the ball to anyone. If you are not
paying attention and someone throws it at

Four Corners is an elimination game;
players guess which corner will not be
eliminated. One person is selected to be “It”
and placed in the middle of the room. The
four corners are numbered one through four.
Players are given thirty seconds to choose a
corner of the room and station themselves
there. The person who is “It” calls out a
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number, and the people in that
corresponding corner are eliminated from
the game. Those eliminated sit down and do
not continue playing. Remaining players
then have thirty seconds to find another
corner or stay in the one they chose first.
“It” calls out another number and those
individuals are also eliminated. This
continues until only one player (or a few)
are left. The director of the game decides if
there will be one or more winners. The last
person left gets to be in the middle and be
“It” for the next round.

4 ON A COUCH
Summary: Fun strategic memory game for
medium to large groups. Great for teenagers
to adults!
Goal: Try to get four of your teammates on
the couch!
Preparation: Four marked chairs or a
“couch” that can fit four people. Four people
must sit on the couch at the beginning of the
game. Everyone else can sit on the ground in
a circle or in unmarked chairs, with the outer
circle boundary including the four special
chairs/” couch”. One piece of paper for
every participant and pens. A bag to collect
the pieces of paper

paper with someone else’s name on it. Each
person should read their own piece of paper
without letting anyone else know what his or
her paper says. Explain that the goal of the
game is to get four of their teammates on the
couch. The person on the right of empty
chair/spot calls the name of a game
participant. The person whose piece of paper
has the called name sits in the empty chair.
Whoever sits on the right of the new empty
chair calls out another name. Start by asking
the person to the right of the empty chair to
call a name. The person with the piece of
paper with the written name sits in the
empty chair. Continue this pattern. The first
team to have four of their members on the
couch wins the game.

CAPTURE THE FLAG
Put a flag on each of the kids. Have them
spread out. If you get your flag pulled you
are out and sit down. You can pull peoples
flags while sitting down still. Last person up
is the winner. Switch it up as well do blue
vs. red, girls vs. boys, or leaders vs. kids.

How to Play Four On a Couch: Split
everyone into two equal teams and ask them
to sit in a circle. Add one empty seat in the
circle. When starting, each participant needs
to sit next to his/her opponent on both sides
(alternating team members), including the
four people on the “couch”. Hand out the
pieces of paper and pens (one per person).
Ask everyone to write their names on their
piece of paper and to put their pieces of
paper in the bag. After this, pass around the
bag and ask everyone to draw one piece of
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parachute is up a leader will call out a color
and if a kid is holding on to that color they
have to run and find a different spot with
that same color. If the rainbow is called
everyone must go and find a new spot.

Parachute Games
Sharks and Lifeguards
Have all the kids sit on the ground and shake
the parachute up and down. Select 2 kids to
be the lifeguards and 1 to be a shark. The
shark will go under the parachute while the
lifeguards stand up and spread out around
the parachute. The shark then starts to pull
people under the parachute, if their head gets
under the parachute they’re now a shark.
When a kid starts to get pulled under they
should yell lifeguard and the lifeguards can
try to pull them back to safety. The game is
over when everyone becomes a shark.

Musical/Dance
Games
Pass The Drawing

Standing up around the parachute, practice
moving the parachute up and down together.
On the leaders signal when the parachute is
high in the air everyone will run under the
parachute while still holding it and then sit
on it to make an igloo sort of form.

This is an especially great game to play in
small teams (like at each table in your
kindergarten classroom). Give one person at
the table 15 seconds to draw something on a
piece of paper. Afterward, they should pass
it to another person on their team to add to
the drawing. Keep passing every 10-15
seconds until everyone at the table or in the
team has had a chance to add to the drawing.
Collect the drawings. From here, you could
simply have other teams guess what each
table drew, guess who drew it, or let
everyone vote on their favorite.

Colors

Freeze Dance

Standing around the parachute, try to have
each kid on a different color. All together
lift the parachute up and down. When the

Distance everyone out. Pick one person to
be “Ice”. They will go to the front and press
play on the music, standing with their back

Mushroom
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to everyone else. Everyone dances until ice
stops the music and turns around. If Ice sees
anyone still moving, then they are frozen in
place until the end of the round. Last person
still dancing wins and then becomes Ice.

title or movie where the song came from or
the next team has a chance to guess. If no
teams can guess correctly, the round ends
with no one getting points. The first to 8
points wins.

Dance Like

Musical Chairs

Have everyone get into a circle 6 feet apart
from each other. One person will start by
saying, “can you dance like me?” They then
will do a dance move and then the person to
the left will say, “No, but I can dance like a
…. (ex: tornado)” and then they will do a
dance move that represents that (ex:
spinning in a circle). They then will turn to
their neighbor on the left and say, “Can you
dance like me?” and then everyone does the
same dance together (ex: everyone spins in a
circle). Then the person on the left responds,
“No, but I can dance like…” and then the
process is repeated until everyone has had a
turn. For an extra twist try not to smile while
doing it.

Arrange a circle of chairs numbering one
less than the number of players participating
in the game. Players line up outside the ring
of chairs while one non-player is in charge
of playing music — recorded music is
easier, but if there are any musicians in the
group, have them play their instruments.
When the music begins, the players move,
shake, and shimmy in a circle around the
chairs, but as soon as the music stops, the
players must immediately find a chair. One
player will not find a seat and is thus
eliminated, and one chair is removed from
the circle for the next round. The game
continues until one player remains.

Name that Tune
Pick one youth to start. They will start
humming a notable tune. Other youth will
raise their hand once they think they know
it. If a youth guesses the tune correctly, it’s
their turn to hum the next tune if not,
continue guessing if no one guesses it after
10 guesses then the person humming gets to
pick a new person to hum and the game
starts over.

Guess the Song
Create two or three teams depending on the
amount of kids. Have each of the teams
create a team name. Teams will take turns to
guess the song (Disney for example). If
answered correctly will be given a point.
Each team has 15 seconds to guess the right

Dance like an animal
Put the chart of animals at a place where all
the kids can see it.
If the kids are too young, you might want to
explain the traits of each animal on the chart
before you start the game. You need to tell
them how the animal moves, how fast or
slow it moves, the sounds it makes, and any
other unique traits it has.
For example, a kid who picks a dog has to
be on all fours and bark in between while
dancing or swaying. A snake has to crawl on
the floor and a bird will flap its wings when
dancing.
If need be, you could show them a few
moves and get a few giggles in return.

16 | P a g e

Play the music, keep shuffling between
genres, from slow to fast and vice versa.

Pass Fast
A fun activity for learning cooperative play,
this simple game only requires a ball and
some music. Have the children sit in a circle,
either on the floor on in chairs. Pass a ball
(or a stuffed animal) around the circle until
the music stops. Whoever has the ball is out.

circle. The children have to pay close
attention to remember all of the previous
moves. Older kids can do more complicated
dance moves to make the game more
challenging.

What’s that sound?
Play the sounds of different instruments
first. Have them guess what instrument it is.
Then play a simple song with distinct
sounds of the instruments and ask the
children to identify the instruments. You can
make each level more complicated by
playing songs with not-so-distinct
instrument sounds.

Musical Drawing
Choose a song or chant with lyrics. Give
each child a piece of paper and, using your
classroom decorating supplies (crayons,
stickers, glitter glue, etc.), ask them to create
a picture based on the lyrics of the song.
Invite the children to be creative in their
choices, giving them free reign to be
artistically expressive! You can even send
their pictures home to encourage parents to
listen to the song and sing along.

Pass the Dance Move
This dance game requires the kids to focus
on the moves and use their memories to
repeat them. Do the game as a full group or
split up into small groups. One kid starts
with a dance move. The next kid does the
first dance move and adds her own. The
third student does the two previous moves
and adds another. This continues around the

Water Games
Water Balloon Volleyball
Set up a volleyball net outside. Divide youth
into two teams. Have kids pair up with
someone. Give each pair a towel and have
them hold onto opposite sides so the towel is
stretched. Spread pairs out on their
respective sides of the net. Staff will place a
water balloon in one of the towels. That pair
must try and catapult it over the net to the
other team while staying in bounds. The
other team will try and catch the balloon
without it breaking. If they do, the volley
continues until it breaks. Whoever’s side the
water balloon doesn’t pop on, gets a point
and will start the next round. After all the
water balloons are gone, the team with the
most point wins.

Cup to Cup
Supplies: Two buckets and plastic cups
Prep: Put one full bucket of water in the
grass and have one player sit right behind
the bucket. Have the rest of the team sit in a
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straight line right behind the first player.
Have the last person in the line turn and face
the other way so the last two players are
back to back instead of one after another.
Put another either smaller bucket or a bucket
with a marked halfway line in front of the
last player.
Play: Give the first player an empty cup.
They must dip the cup in the full bucket of
water and pass it backwards over their head
to the next kid. The second kid must then
pass it over to the third and so on until the
final kid on the team dumps the water in the
cup into the empty bucket. Then pass the
empty cup of water back up to the front. The
first team to fill their bucket wins.

Water Balloon Hot Potato
Just like regular hot potato, but whoever has
the balloon when the music ends must
smash it over their head

Duck Duck Splash!
Played like Duck Duck Goose, but the
chooser breaks the water balloon on the
person’s head who they choose to be the
chaser

Water Ball Fight (Large ball of
cotton)
When it comes to water balls, there’s really
no need to be super-organized. Just fill up
buckets of water and grab water balls, divide
players into two teams, and have an epic
water balloon fight! You can also have
every man or woman play for themselves.

Party Games
Red Light, Green Light
One person is chosen to be ‘It’ (the traffic
light) and he/she stands a good distance
away from the other players (5+ meters)
with his back to them. The other players
stand in a line facing It. When It calls
‘Green Light,’ the other players move
towards him until he spins around, calling
‘Red Light.’ When they hear the red light
command the other players must freeze on
the spot. Any child seen moving must return
to the starting line. The children must
remain frozen until the next ‘Green Light’
command is given. Play continues in this
manner until someone reaches and tags It.
The tagger becomes the new It and the game
begins again.

SIMON SAYS
One player takes the role of "Simon" and
issues instructions (usually physical actions
such as "jump in the air" or "stick out your
tongue") to the other players, which should
be followed only when prefaced with the
phrase "Simon says". Players are eliminated
from the game by either following
instructions that are not immediately
preceded by the phrase, or by failing to
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follow an instruction which does include the
phrase "Simon says". It is the ability to
distinguish between genuine and fake
commands, rather than physical ability, that
usually matters in the game; in most cases,
the action just needs to be attempted. The
object for the player acting as Simon is to
get all the other players out as quickly as
possible; the winner of the game is usually
the last player who has successfully
followed all of the given commands.
Occasionally, however, two or more of the
last players may all be eliminated at the
same time, thus resulting in Simon winning
the game.

each touches a student. Once touched, a
student sticks his or her thumb up. Then the
seven say “heads up seven up!” The students
who were touched then get a chance to guess
which of the seven touched each of them. If
they guessed right, they get to change places
and be one of the students in the front.

TELEPHONE
Players form a line or circle, and the first
player comes up with a message and
whispers it to the ear of the second person in
the line. The second player repeats the
message to the third player, and so on. When
the last player is reached, they announce the
message they heard to the entire group. The
first person then compares the original
message with the final version. Although the
objective is to pass around the message
without it becoming garbled along the way,
part of the enjoyment is that, regardless, this
usually ends up happening. Errors typically
accumulate in the retellings, so the statement
announced by the last player differs
significantly from that of the first player,
usually with amusing or humorous effect.
Reasons for changes include anxiousness or
impatience, erroneous corrections, and the
difficult-to-understand mechanism of
whispering.

HEADS UP 7’S UP
Seven students stand in front of the class.
The rest of the students put their heads on
their desks. The seven then move about and

Tug a War
Put a line of tape around the center of the
rope. If you have more than two players,
divide the teams into an even number of
players. Stronger and heavier players are at
an advantage in Tug of War. Try to divvy up
the teams so that there is an equal amount of
weight on each side. Agree on what signal
the referee will give to signal that the game
has started and ended. Don’t play Tug of
War on concrete or blacktop. Kids will often
fall to their knees as they shift their weight
to gain an advantage on their opponents.
Playing on grass, or a similar soft surface
will prevent injuries.
How to play Tug of War
1. An equal number of players pick up
each end of the rope.
2. The players begin tugging the rope
when the referee gives the signal.
3. Each player pulls backwards as hard
as they can.
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4. The teams continue pulling until the
center of the rope (tape mark)
crosses where the referee is standing.
5. The game ends when the referee
declares one team has successfully
pulled the past the center.

depending on her whim, and the child obeys
and takes the steps. If the child forgets to
ask “Mother may I?” then he/she goes back
to the beginning of the line. The first one to
touch the Mother/Captain wins and becomes
the new Mother/Captain.

Duck, Duck, Goose
A total classic, right? Totally simple, too.
Have your partygoers sit in a circle crosslegged. Select one be the “goose.” The
goose stands up and walks around the circle
of children, tapping (gently!) each of the
other players on the head. Each time the
“goose” taps a head, he or she says “duck.”
When they decide on the person they want
to chase them, they tap that person’s head
saying “goose” and then start off running. If
they can make it all the way around the
circle, back to the seat of the person that just
hopped up and sit down, then they are no
longer the “goose.” The person who failed to
catch them becomes the new goose. If they
are caught, they sit in the center of the circle
and miss being selected for further turns.

Mother May I?
This game is a simple childhood action
game that might be good for reinforcing the
use of manners. One person is chosen as the
“mother” (or “captain” if it is a male). She
or he stands facing away from a line of kids
and selects a child at random, or in
order. The mother/captain calls out a
direction, step type, and number of
steps. For example, the mother/captain can
say: “Scott, you may take seven (or any
other number)’ baby/normal/giant steps
forward/backward.”The child then responds
with “Mother may I?” (or “Captain may I?”
if it is a male player in charge). The
mother/captain states “Yes” or “No”,

Story/Drawing
Games
Tell Me A Story
Put together a collection of storytelling
prompts in a jar and have kids choose one to
work with in creating their story. Encourage
them to use as much detail as possible and
maybe even create a picture to go along with
it as the story’s cover.
Who is it good for? This storytelling activity
from Kitchen Counter Chronicles works for
younger and school-aged children. While the
older children may enjoy writing out their
tales and eventually creating a book of their
own short stories, younger children can
simply tell you the story aloud
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Improv Game

Picture That

"Improv games are effective for teaching
initiative and expression," Hawthorne says.
"They are physical and can be done indoors
or outdoors." She suggests playing the "I am
a tree" game: "Someone stands in the middle
of the circle and says 'I am a tree,' then a
second person jumps in and adds to the
scene and says 'I am the picnic lunch under
the tree' then a third person joins in and
builds on the scene with 'I am a hornet on
the lunch.' The first person leaves the circle
and picks either the picnic or the hornet to
take out of the circle, then the cycle repeats
as the scene continues to be constructed and
deconstructed." Or have your child pick up a
hula hoop and figure out how many things it
can act out with it.

Each youth will need paper and a box of
crayons or markers. Choose one person to be
the, “Describer” and another to be the
“Guesser”. All other youth will be the
“Artists”. Show a picture or an item to the
Describer and no one else. The describer
will give instructions to the Artists on how
to draw the item. They may say what colors
to use, where to draw on the page, what
direction, what shape, and or how big or
small. They cannot say what it is, give clues,
or ask them to draw a specific item. Once
the Describer is finished giving directions,
all the youth will hold up their pictures for
the Guesser to see. The Guesser then tells
the Describer what they think the item is. If
they get it right, everyone wins!

Sideswiped Storytelling

Island

Sit in a circle. Each youth is given a piece of
paper and a marker to write with. Each
youth will write down a verb and a noun in
large legible print. Each youth will write
down a verb and a noun in a large legible
print. Make sure to tell kids to be
appropriate. Younger youth may need help
with writing and reading. As a group, select
a main character and some sort of event that
will happen. Then choose one person to start
telling the story. The person to their left will
hold up their paper sometime while the story
teller is telling the story. After the paper is
held up, the storyteller has one sentence to
try and incorporate the verb and noun on
their neighbors paper into the story. After
they finish their sentence, the person to the
left, continues on with the story. Then the
person to their left will hold up their paper
and the cycle continues. Make sure everyone
gets a turn.

This is a team building improv game.
Scenario: You all were on a cruise when a
great storm hit. You are able to get into a
raft with three others (have youth divide into
groups of 4). You drift to a nearby
uninhabited island. You and the people in
your raft must find a way to survive on the
island for 3 days. The only things that you
have are the things in your reach and the
raft. The island provides sand and rocks. It
rains for 5 minutes a few minutes after you
arrive on the island. Fish are scared because
of the storm. Work as a team to figure out
how to obtain…..
1. Food/Water
2. Shelter
3. Warmth
4. Signaling Device
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You have 10 minutes as a team to figure out
how to survive.

Tall Tales
One person starts with “Once upon a time”
and tells a small portion of a story. When the
group leader buzzes arbitrarily to decide that
time is up, the next person must continue the
story.

SPORTS
BADMINTON
Materials: Portable outdoor volleyball net,
rackets, and birdies.
Drill: We will play just like Ping-Pong but
on a larger scale. Practice hitting the birdie
over the net. Partner the kids up and have
them practice hitting back and forth.
Playing the Sport: We will play doubles. We
will be using the courts outside by the pool
and inside the gymnasium if whether doesn’t
permit or the courts are reserved.
Sport Variations: Racket wall ball- play wall
ball with rackets.

Baseball/Wiffleball
(Also can be done with tennis rackets and
ball)
Materials: Baseball mitts, baseballs, bats and
plates.
Drills: Teach how to throw and catch a
baseball. Teach basics of how to hit…e.g.
keep your eye on the ball, grip on the bat
and basics of a stance. Practice doing all of
these, throwing, catching and hitting. Run
each of the children through these drills
several times.
Playing the Sport: Take the time to explain
how to play and the rules of the sport.
Explain outs and foul balls. Assign positions
for outfield…. e.g. pitcher, 1st, 2nd, 3rd
base, catcher, shortstop, and a few in the
outfield. Leaders may need to rotate if
needed. Have the kids up to bat remember
their order who is in front of them and who
is in back. Each team will have 3 outs. If a
team goes through all their batters, then the
teams will rotate regardless of the amount of
outs obtained.
Sport Variations: Flies Up/Jackpot- One
person is up to throw; the rest of the group is
out ready to catch. Split up the groups if it is
too big. When the person throws, they yell
“Flies up” and whoever catches it gets a
point. When someone gets 3 points they’re
the new thrower. In jack pot you go to 1,000
points. Before the thrower throws they yell
how much the throw is worth. It could be
200, 300, 400, 500, or even Jackpot which is
worth 1,000 points. They may also use terms
such as dead meaning that you have to catch
it to receive points. Alive meaning that the
ball can roll or touch the ground and you can
still pick it up to receive points. The thrower
can also call out dead or alive. When a
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player reaches 1,000 points they’re the new
thrower.

Materials: Kickballs and bases.

into a few circles. Have them pass to each
other on the command of the staff. They
should say the name of the person they’re
passing to before passing. Teach how to
layup, shoot, and ladders.

Drills: Teach how to catch a kickball and the
basics of kicking (eye on the ball, squared
up to pitcher and timing). Practice doing all
of these; throwing, catching, and kicking.
Run through these drills several times with
each kid.

Playing the Sport: Divide the kids up from
their ages, 6-8, 9-10, 11-12. Be aware of
how many kids there are makes teams
accordingly. The younger kids under 10 may
use the smaller hoops. Play to 21 (watch for
fouls).

Playing the Sport: Take the time to explain
the way kickball works and the basic rules.
Explain outs and foul balls. Divide the
teams, one will go outfield and the other
team will stay up to kick. Assign positions
for outfield (pitcher, 1st, 2nd, and 3rd base,
catcher, shortstop, and a few in the outfield).
Staff will need to rotate them if needed.
Have the kids up to kick remember their
order who is in front of them and who is in
back. Each team will have 3 outs. If a team
goes through all their kickers, then the teams
will rotate regardless of the amount of outs
obtained.

Sport Variations: Lightning- Have the kids
line up in a straight line. Start at the free
throw line. The first 2 kids will get a
basketball. The goal is to get everyone out.
To get someone out the person who is
behind much make the shot before the
person in front. IF the initial shot is missed,
they can take the quickest/closest shot to
make it. Once they make their shot, pass the
ball back. To stay in don’t let the person
behind you make it before you do.

Kickball

Basketball
Materials: Basketballs, cones, and if needed
smaller hoops.
Drills: Teach how to dribble, switch left and
right hands. Teach how to pass; bounce,
chest and overhead pass. Divide the kids

Poison- Divide the kids, 6-8, 9-10, 11-12
and put half on each side of the court. Put
them each in an order and have them
remember who is in front of them. The 1st
person to shoot will shoot from the free
throw line. If a shot is made the person who
made the shot grabs the ball takes it to the
line under the hoop and shouts “poison”.
The other kids run away from the hoop (it
will get congested so kids cannot go passed
half court). When poison is shouted they’re
no longer aloud to move. The person who
made the shot will then roll the ball at the
one of the kids and if hit, a life point is lost.
Each kid has 3 life points. If the initial shot
is missed the person behind them has 2
bounces to pick it up and shoot it where they
pick it up. If it reaches a third bounce a life
point is lost. If they miss the shot it goes to
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the next person in the line. If the shot is
made that person grabs the ball, takes it to
the line and shouts poison.

Around the World- For this game there are
13 places to shoot. Starting form number 1
and going to number 13. This game can be
played on multiple hoops but with only one
kid at a time. If the shot is made they can
continue going up. If one shot is missed they
can pass and when their turn comes again
start at the same position. If they want to
take a chance they get another shot, but if
they miss again they will have to start one
position back their next turn. If made they
can continue. If they want to take a dare and
misses they will have to start back at the
beginning on their next turn. If made they
can continue. Each person has 3 shots a turn
if they want to chance or dare it. Modify
shots to meet age group.
Pig or Horse- Put everyone in order and
remember who is in front of them. If the
person before you make the shot, you have
to shoot where they shot from. If you miss
the shot you get a letter, but if you make the
shot the person behind you has to shoot
there. If everyone makes it and it goes back
to the original person who made it, they will
choose where to shoot next. Whenever there
is a missed shot the person who is behind
them gets to pick were to shoot. The letters
of the word signify how close you are to
getting out. When the word is completed
you’re out.

7 on the line- This is a free throw shooting
game. Each person has 7 points. When they
lose all of them they’re out. Have the group
make a circle around the key, each will take
a turn in shooting a free throw. There is
always 1 “on the line” meaning that if
missed they lose a point but if made it adds
to the line. Consecutive made shots will add
how many points are on the line, 1, 2, 3, 4
etc. If Someone misses a shot when there are
4 on the line, they will lose 4 points.

Flag Football
Materials: Footballs, cones, and pull way hip
flags.
Drills: Teach how to throw, use catch
(diamond hands), pass, run, and steal the
flag.
Playing the Sport: Divide the teams up and
ages if needed. Make sure each kid has a
flag on their hips. One team will kick off
first the other will receive and start offense
first. There are 11 players on each team. 3
feet gap between offence and defense.
Offensive line puts hands and arms over
chest to block for the runner. No Hands!
Ball goes down where the flag is taken off,
or if a knee hits the ground. Teams have 4
downs to get across half court or field. If
they can get across half court or field, 4
more downs are rewarded. Touch down 7
points, and then kick off. NO flag guarding.
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Floor Hockey
Materials: Hockey sticks, ball, and
net/cones.
Drills: Teach how to properly hit, not to
swing to high. Practice ball control with
weaving in and out of cones, and shooting
goals.
Playing the Sport: Divide the teams up.
Assign positions: goalie, defenders, right
wing, left wing, and center. Try to have kids
play the position and stay within their
section. Typical Games to 7 or until the time
limit of 10 min.

Volleyball
Materials: Volleyballs & nets
Drills: Teach how to bump, set, and spike.
Teach how to serve overhand and
underhand.

Sport Variations: Ultimate Hockey- three
goals, two balls, once scored on three times
your team is out.

Playing the Sport: Divide into teams (by
ages if necessary). Have six on a court at a
time and rotate through positions. Play rally
up to 21 points. Must win by two.

Shootout Contest- Select someone who
would like to be the goalie. A staff can be
one if the kids want. Have the other kids line
up in front of the goal and have them go one
at a time to try and score.

Sport Variations: Walleyball- Set the net up
in the racquetball court and have the kids
play the same way as volleyball but now you
can use the walls.

Soccer
Materials: Cones, nets, and soccer balls.
Drills: Teach how to properly kick (not with
toes), Teach ball control, dribble in between
cones, and shooting skills.
Playing the Sport: Divide kids up in to
teams. Assign Positions if needed: goalie,
defenders, mid-field and forwards. Typical
games to 7 or until the time limit of 10
minutes.

Disc Golf
Drills: Teach the participants how to
properly hold the putter and throw it. Have
them practice shooting the putter into the
goals.
Playing the Sport: Set up the three goals
several yards apart and have the kids
practice playing a mini game of disc golf.
You can also divide them into teams and
have a competition between them for the
fewest points.

Sport Variations: Ultimate Soccer- Three
goals, two balls, once scored on three times
your team is out.
Crab Soccer- Play with the giant green ball
and on your feet and hands.
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Safety Considerations: Ask members if
they have any hands or shoulder injuries.
Being aware of member’s personal space.
Check members who maybe in
uncomfortable position. If members cannot
proceed in certain position, stop game and
fix hand binding.

Line by Line
Objective: While being blindfolded, group
members are instructed to line up by certain
specifications without talking to one
another.

Group Initiatives
Human Knot
Objective: Group member must untangle
their hands without letting go of various
grips.
Materials: None
Procedure: Have group members stand in a
circle, bring it in tight, everyone facing in
toward each other. Ask members to put one
hand in and shake another members hand
across them, then to hold it. Then tell them
to bring their other hand in and shake
someone else hand cross from them, then
hold it as well. Explain the rules and
objective of the game. Let them start
untangling!
Rules: The main rule is that; they must hold
hands at all times.
Variations: To increase difficulty, you can
add different elements such as; blind folding
some team members and muting other team
members.
Hints or Other info for future facilitators:
Pay attention to every group member.

Materials: Enough blindfolds for everyone.
Procedure: Each group member puts on a
blindfold. They are given an order in which
to line up by. They cannot speak
whatsoever.
Rules: Once the group members are
blindfolded they are not allowed to speak.
Other forms of communication are allowed
as long as they don’t talk or take the
blindfolds off.
Variations: You can have them line up by
height, by age, by birthday, by alphabetical
order, etc.
Hints or Other info for future facilitators:
To make it a little more difficult for them and
more interesting for you, give them minimal
instructions. For example, if lining up by
birthday, don’t say to line up by day, month,
and year, but just simply say birthday and let
them try to figure it out.
Safety Considerations: Since the group
members are blindfolded, be sure that they
don’t run into each other very hard or other
obstacles. This game is best played in an
open field or a room with no or few
obstacles in the way.
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Robot
Objective: In teams of three, work together
by utilizing your various bomb squad
responsibilities to dismantle a bomb.

Maze

Materials: 1 blindfold for each team, 2-3
*bombs for each team, and various obstacles
in accordance with the skill level of your
participants.

Objective: Split class into partners,
blindfold one of the partners, partner guides
blindfolded partner through objects to the
end of maze.
Materials: Chairs, desks, bandana
Procedure: Set up the entire class room into
maze use chairs and tables as objects for
participants to go through (over and under).
Break participants into partners. One partner
is blindfolded. Explain objective and rules.
Let game began.
Rules: One partner is always blindfolded;
other partner must guide blindfolded partner
through maze by only talking and no
touching.
Variations: After first round change rule to
no talking but can touch. On third round,
there is no talking and no touching. Let them
figure out how to communicate. If they need
a hint tell them they can make noise with
feet or hands to guide.
Hints or Other info for future facilitators:
Can use entire class room for boundary, use
tables and chairs as rope and objects to go
through maze.
Safety Considerations: Facilitator make
sure they do not run into anything that could
hurt them. When they have to go over desk
or under desk make sure their head is not
going to hit table or fall off table.

Procedure: Number players 1-3 in each
team. Player 1 is the blind robot, Player 2 is
the communicator with their back turned to
the robot, and Player 3 is the mute observer.
Players 2 and 3 need to communicate
effectively (keeping in mind their inabilities
to either see or speak) in order to guide the
robot to the bomb for successful retrieval.
Variations: Make sure that each member of
the team has a chance to experience the
activity with a different role. With additional
rounds, don’t be hesitant to make things
interesting by adding additional tasks to
dismantle the bomb (i.e. more obstacles or a
certain sequence of actions to successfully
dismantle the bomb).
Safety: Since the blindfolded robots will be
led by the blind (communicators), the
facilitator needs to make sure that the robots
do not harm themselves in the process of
dismantling the bombs
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they completed the first round make the tarp
smaller to make it more difficult.

Snake
Objective: The snake is controlled by the
member in the back of a line of people blind
folded and has to guide them without using
verbal communication.
Materials: blind folds, two buckets and a
number of small stuffed animals.
Procedure: Blind fold members of the
snake, explain rules to members and back of
snake. Explain so that both teams know,
explain that back of snake will switch with
front member every time an animal is
retrieved. Let the game go and see who gets
the most animals.

Rules: Everyone must say on the tarp and
not touch the ground
Variations: You may fold the tarp to make
the game more difficult
Hints or Other info for future facilitators:
Make sure that you know how to play the
game, I had never done it before so I felt
like I wasn’t much help even though it was
still really fun.
Safety Considerations: You need to do it
with a group that is comfortable together,
it’s a close space. You should also walk
around and make sure no one is going to fall
off the tarp.

Rules: No verbal communication, everyone
in the snake must be blind folded except for
the back.
Variations: It can be a race, you can change
the rules of communication, you can switch
person guiding the snake at different
intervals.
Safety Precautions: Don’t let the snake run
into walls, trees or other dangerous
obstacles. Keep the other snake from
crashing into the first snake. Keep tripping
from happening.

Magic Carpet

Towers of Cups

Objective: the goal of the game is to flip the
tarp on the other side and keeping everyone
on the tarp while doing it

Objective: This game has three objectives.
The first objective is to see which team can
stack and unstack 10 cups the fastest using a
rubber band and strings. The second
objective is to see which team can build a
pyramid with 10 cups first. And the third
objective is to see which team can build a
pyramid with all 21 cups first

Materials: the materials needed are just a
big tarp
Procedure: Have everyone get on the tarp.
Then explain that they are going to need to
work together and flip the tarp over while
keeping ever one on the tarp. You can after
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Materials: Each team is allotted 21 plastic
cups and one rubber band with four strings
attached.
Procedure: Each team member has to hold
onto a string and stretch the rubber band
wide enough to wrap it around each cup.
They are then able to manipulate where they
want the cup to go. Once the cup is in place,
they have to stretch the rubber band again to
release the cup.
Rules: Each team member can only hold
their own string. They are not allowed to
touch the rubber band or the cups. If the
cups fall on the floor, they are only allowed
to pick it up with the rubber band.
Variations: During the second objective, a
new rule can be added that no one is allowed
to talk. During the third objective, another
rule can be added that the students cannot
stand up or leave their chairs during the
activity. A sudden death round can also be
implemented if there is a tie between the
teams. In this case, the first team to stack all
of their cups together wins.
Hints or Other info for future facilitators:
Make sure that you allow enough time for
each team to complete each objective. Some
teams will be slower than others, so it is
important to keep that in mind. Also, be sure
to have extra rubber bands and string in case
one of the rubber bands snap.
Safety Considerations: Whether the game
is played on the floor or on tables, insure
that the teams are far enough away from
each other so that the cups do not fall into
the other team’s tower. Also, make sure that
the rubber bands are big enough to be
stretched without snapping.

Toxic Waste
Objective: To transfer the toxic waste
(water, balls, etc.) to the neutralizing bin
while keeping the safe distance from the
waste.
Materials: 2 buckets,1 long rope to create
the “radiation zone”, 1 bungee cord or
stretchy rope, cords depending on number of
participants, 8 balls or water, Blindfolds
(optional), & Red Herring (optional)
Procedure: Explain the “Objective” of the
game. Set a time limit as well, for example
if the task is not performed within 20 min,
the bin will explode and cause mass
destruction. It is fun to introduce the game
dramatically to set the scene of a toxic waste
spill. Present the material that they have to
use. (see above) Give the group planning
time, 2-5 min. Ready. Set. Go.
Rules: No one may cross in to the radiation
zone (depending on group the radius of this
circle varies). This zone is to be applied at
all times, even between the transfer. If the
zone is crossed, that body part will lose
function and cannot be used any long. All
members of the Toxic Waste Squad (the
group) must be involved at all times.
Variations: There are lots of variations to
this game for example, the longer the team
works with the waste their senses are
tampered with. Facilitator can add blindfolds
to certain individuals or eliminate their
voices. Placing a single ball on the top of an
upside-down bucket and requiring the team
to balance it is another alternative.
Hints or Other info for future facilitators:
Step in when team struggles too much. You
can freeze the activity at any time to help
facilitate conversation and proper
communication within the group. If the
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container is spilled completely gather the
group together to discuss what lead to the
failure and let them try again.
Safety Considerations: Make sure that
even though this can be a frustrating activity
all team members are using kind words. Be
aware that the cords could snap, plan
accordingly.

Traffic Jam
Objective: The goal of this activity is to
have two teams exchange places. The teams
need to end up in the same order as they
started, but on the opposite side. This
activity helps participants learn
communication skills, the role of leaders and
followers, and problem solving.
Materials: A place maker for each
participant, with one extra to be used as the
center. It does not matter what sort of place
marker is used, just make sure that people
can stand on it easily. Paper or paper plates
are some great examples to use for this
activity.
Procedure: Set up place markers in a line.
There needs to be as many place markers as
participants plus one extra. Divide the group
into two equal teams. Then have each person
stand on a place marker. There needs to be
one space marker separating the two teams.
Have each team face each other.

Rules: A person can only move forward to
an unoccupied space. Only one person can
move at a time. A person can’t move
backwards. You can jump over “one” person
from the opposite team to an unoccupied
space. A person cannot jump over a member
of their own team. A person cannot share
their space with another person, “one” space
per person. All participants must stay on the
spaces. A person cannot turn around to talk
to the people behind them. If at any point
during the activity a rule is broken, the
group will start over. The group will also
start over if they reach a point where they
can’t move forward. When a group starts
over send the people at the front of the
group to the back.
Variations: Depending on the group, a
facilitator might want to change the straight
line into a “v” position, using the tip of the
“v” as the center. This makes it easier for
younger people to solve the problem.
Hints or Other info for future facilitators:
If a group is struggling to find the solution,
allow them to take a step back and let them
discuss possible solutions before they begin
again. Make sure that every time the group
restarts to send the people at the front to the
back, so everyone gets the opportunity to
lead the group. Make sure you know the
rules very well before hand.
Safety Considerations: People may bump
into one another if they are not paying
attention. Depending on what the place
markers, people may slip and fall.

Whizz Ball/Cross the Lava
Objective: For Whizz Ball have everyone
play a fun game to get them in a happy
funny mood. For crossing the lava, have the
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people cross the floor with only a certain
amount of stepping pads.
Materials: Two ropes for starting and finish
line, and dots or plates for stepping stones.
Procedure: Go around the group and have
them put a dream or goal they want to
accomplish into an imaginary ball that the
facilitator is holding. Explain the rules of
Whizz Ball. Have the group play Whizz Ball
with the facilitator one round, followed by
just the group in the second round. Have the
participants get into groups of two or three
and have them discuss for a minute on what
are some trials or difficulties that get in the
way of their dreams or goals. Give each
group a stepping pad and have them tell the
rest that their stepping stone represents a
certain trial they are facing in life. Have the
group go to one side of the room, and have
one winner of Whizz Ball throw the ball to
the other side. Explain the rules of crossing
the lava, and have them play. When the
group crosses once, throw in another rule
and have them cross back to finish the game.
Rules: For Whizz Ball the participants can
only pass the ball to their left, unless the
person on the left says Bong and crosses
their arms to form an X. If they say Bong
and make an X, then the Whizz Ball goes
back to the player who “Whizzed” it and
now they have to Whizz it to the person on
their right. If anyone messes up, or doesn’t
Whizz the ball in a happy voice then they
are out. Game ends when there are two
people left.
For Crossing the Lava: Participants have to
cross the Lava, using the stepping stones.
Participants cannot piggyback each other.
They can move the stepping stones, but if
they touch the lava they have go back to the
starting line.

Variations: For some Variations, the
stepping stones must stay in contact with
one person, once they lift their foot up the
stepping stone sinks and cannot be used.
You can also use less stepping stones, or
more according to the size of the group
playing.
Safety Precautions: Some group procedures
make throw the stepping stones pretty far, so
tall people can just take a big step from one
stone to another, while those who are
smaller have to jump really far. This could
lead to a possible injury. So make sure the
group puts the stones close to each so
everyone can make a simple step across.

Helium Stick
Materials needed: 1 long, lightweight
stick/tent pole/dowel/PVC pipe
Objective: To lower the stick to the ground
as fast as possible
Procedure: Have all members of the group
line up facing each other and standing
almost should-to-shoulder. Instruct them to
stick out one finger from each hand. Tell
them the objective of the game.
Rules: No other fingers may touch the stick,
and the only way to be holding the stick is to
keep fingers parallel to the ground (no
grabbing or using more than one finger from
each hand). When all the members of the
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group appear ready, place the stick on top of
everyone’s fingers. Watch it fly!

the random assortment of materials around
the room, between the start and finish lines.

Variations: To make the initiative harder,
put two washers on the end of the stick/pole.
See if the group can lower the stick down
without letting the washers falls off.

*Note: While you can use any materials for
this, make sure they are small enough to step
over to ensure a safe environment.

Safety Precautions: This activity will
probably frustrate members of the group and
tempt them to blame other ends of the stick.
Might be helpful to take the stick off and let
the group think/plan together before another
try. Eventually, the group should be able to
lower the stick to the ground.

Blind Retriever
Each sub-team has to direct a blindfolded
team member to retrieve an object. The subteam that is the first to do so wins. Blindfold
games are always fun for kids, and this
activity helps to build trust and improve
their communication skills.

Human Shapes
The team has to form shapes (letters,
numbers, etc) using their bodies. This is an
irresistibly fun game for kids as they get
very physical during the game. It also helps
them improve their communication skills as
they work together to form the correct
shapes.

Mine Field

Split your group into partner pairs. If
possible, partner individuals with someone
they do not know well. Partners will work
together to get through the mine field of
obstacles on the floor. One partner will need
to be blindfolded or keep his/her eyes closed
and will not be allowed to talk. The other
partner is allowed to see and talk, but is not
allowed to touch the other person. Have
each pair decide which role they want to
play and distribute blindfolds. Explain that
the goal is for each blindfolded person to get
from one side of the space to the other.
He/she must safely avoid touching the
scattered materials by carefully listening to
the verbal guidance of their partner. If
someone touches an item, they have to start
over. Give each pair a few minutes of
planning time. Then have blindfolded
partner pairs (either one at a time or multiple
depending on the group you’re working
with) enter the area with the scattered
materials. Remember, the blindfolded
person can’t talk; he/she must just listen and
walk. The guider can’t touch his/her partner
but can speak to his/her partner. After a pair
successfully reaches the other side, swap
roles and repeat the process.

Materials Needed: Masking tape,
blindfolds, random assortment of supplies
(this is for the mine field of obstacles – can
be small toys, paper, pencils, plastic eggs,
etc.)
Procedure: Prior to the start of the activity,
make a start and finish line, approximately
12 feet apart, with the masking tape. Scatter
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Recess Game Ideas
o
o
o
o
o
o
o
o
o

Outdoor Basketball
Jump Rope
Chalk
Play Ground
Four Square
Tag Games
Free Active Play
Frisbee
Hopscotch
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