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Miracle Frog

"I'll get by with a little help from my friends.* The Beatles

A group of frogs was hopping contentedly through the woods, going about their froggy business, when two of then
fell into a deep pit. All of the other frogs gathered around the pit to see what could be done to help their companions.
When they saw how degjpe pit was, the rest of the dismayed group agreed that it was hopeless and told the two frogs il
the pit that they should prepare themselves for their fate, because they were as good as dead.

Unwilling to accept this terrible fate, the two frogs begajutmp with all of their might. Some of the frogs shouted
into the pit that it was hopeless, and that the two frogs wouldn't be in that situation if they had been more careful, more
obedient to the froggy rules, and more responsible. The other frogsuszhsarrowfully shouting that they should save
their energy and give up, since they were already as good as dead. The two frogs continued jumping as hard as they c
and after several hours of desperate effort were quite weary. Finally, one of thedlobgsed to the calls of his fellows.
Spent and disheartened, he quietly resolved himself to his fate, lay down at the bottom of the pit, and died as the other
looked on in helpless grief.

The other frog continued to jump with every ounce of eneegydd, although his body was wracked with pain and
he was completely exhausted. His companions began anew, yelling for him to accept his fate, stop the pain and just dit
The weary frog jumped harder and harder andonder of wonders, finally leapt soghi that he sprang from the pit!

Amazed, the other frogs celebrated his miraculous freedom and then gathering around him asked, "Why did you contin
jumping when we told you it was impossible?"

Reading their lips, the astonished frog explained to thathe was deaf, and that when he saw their gestures and

shouting, he thought they were cheering him on. What he had perceived as encouragement inspired him to try harder «

to succeed against all odds. ACKNON LEDGE
EVERY EFFORT

FANTASTIC 99

Acknowledgement 0.2 D

When leaders lend a hand witletivork being done, when they
actively listen to employees without interrupting, and when they give sincel
verbal recognition in public they take an active role in increasing the intrins
rewards of good performance. Motivating leaders can provide feledba

coaching at the time of employee performance to enhance intrinsic motiva

Showing genuine concern and respect for those doing the work boosts intr...c.c
motivation.

Imagine you are in your work setting and your supervisor approaches yowasdsa i Ex cuse me do
moment |1 6d |ike to talk to you. o What would be your
When supervisors only provide positive feedback and acknowledgement during a staff meeting or at avednatiath e
when it is Aplannedo acknowledgement, it seems fake.
opportunities to provide ethe-spot feedback. Spontaneous and unexpected acknowledgement and appreciation for goc

work and for &ort in and of itself is effective for developing intrinsic motivation. In fact, personal congratulations rank
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at the top of the most powerful néinancial motivators identified by employees (Kouzes and Posner, 1995).

Try This: Acknowledge Effort

Think about how often people are appreciated in your organization. Find at least three more ways employees ¢
be acknowledged for their work. Make sure to acknowledge effort as well as success and help create a climate where

everyone, not just the leadacknowledges each other.

Communication Skills

AWi se men speak because they have somet
Fools speak because tiRPlety have to say sor

AThe greatest pr obl dlusiomotfatitc o mmuni cati on i
has been acGeorgeBérnas Sl . 0

AYakkity Yak, | fDheoQGodsters Tal Kk Back?o

Communication is an exchange or sharing of ideas. It is the essence of social interaction. It is the ba:
of how we see the world and how tiverld responds to us. We live in a world filled with other people. We
live together, work together, and play together. In our personal lives, we need each other for security,
comfort, friendship, and love. In our working environment, we need eachiothkeler to achieve our

goals and objectives. None of these goals can be achieved without communication.

Communi cation i s t heoiledimhchiogf itthemagk ess ealbli atl h & wy
run smoothly and effectively. Communication is the basic thread that ties us together. Through
communication, we make known our needs, our wants, our ideas, and our feelings. The better we are at

communicating,tte more effective we are at achieving our hopes and dreams.

When we communicate, we extend something of ourselves into others and take back a part of them.
Effective communication is good for interpersonal relationships and organizational effectiViefiessve
communication makes growth and change possible, but involves two risks. We may expose what we real

are inside, and we may possibly change into something different.

Poor communication skills are at the core of many frustrating relationstbfepre be it in interactions
with coworkers, friends, spouses, children or authority figures. Barriers, which limit our ability to relate to
others, can include fear, impatience, inattentiveness, biases, assumptions, power and role issues, mistrus
persoml behaviors, environmental considerations, and level of understaridogg.of the conflicts | have
ever had with mgpousewith coworkers, or with friends are a result of my own poor communication
skill s. I dondt have s@gaiangdne disagredsavith amythingayt am quitet i o
prepared to not only retract it, but also to deny under oath | ever said it.
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Communication pitfalls happen when we become unconscious about what we say to others or how we
say it. If we are thoughtl about these pitfalls and how they are detrimental to our relationshipsy¢hen

can make a conscious choice about what we say, how we say it, and how we choose to listen.

We could write an entire book about how to effectively communicate. Belsgswe have learned so
much just by being married bl working to stay married! But we know that communication is just one
agect of leadership, so, we have just picked our most important sixteen strategies and pitfalls to include

here.

17 Important Communication Strategies & Pitfalls
1. Be clear in your own mind what you want to communicate to others. Think alaot $cript it oubefore
you spealor write. This is the natural style of the introvert, but is also a strategy that empéeally
important all people when preparing for conversations we know may be difficult.
2. Be Accountable! When we are accountaile know that we are in charge of our life and how we perceive
it. No one else can make us do or feel anything. Accouityadids power to our relationships. If we are
accountable, there is no room for blame. When we are accountable, we have room to choose our experie
of a situation and then move forward wit hchasé ar i
to perceive that as personal 0. Dond6t say fAHe h
3. What You HEARD is Not what | SAID! Strategic planning for fiveha and thefihowo of communication
can help prevent this. It has been saat thhen two people talk to each other, six voices are heard:
A What you THINK you say.
What you DO say.
What the other person THINKS you say.
What the other person THINKS he said.
What the other person DOES say.

> > > >

A What you THINK the other person says.

4. Getto Know Howthe Other Person Communicaieblot everyone thinks or communicates the same way.
It is important to know gender, cultural and individual differences in communication styles, as well as
individual communication strengths of the target, listeneeogiver. Communicate with others, not in the
way you want them to communicate with you, but in the way THEY want you to communicate with them.
For example, in verbal and written communication, especiaityag, my own style is to be quick which is
somdimes perceived as curt, abrupt, even rude; so understanding that others pay perceive it this way, | fo
myself to take the time for small talk, greetings, and salutations.

5. Say what you MEAN! Be Specific! Vagueness and imprecise languagsdess. Speaking the facts
allows a clear solution to occur as well as the opportunity for action. Specifics let others know exactly whi

you want and need. Clarity in our language lets us be more affirmative, direct and effective.
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6. Dondt Dil ute bYouwmrgs alpf lan Demsute t hat i s i mportant
bi g e luliweall could be better at that This passive, wimpy style
thereby lowers your self esteem. It encourages others to ta&etagde of you.

7. Be Objective & Presume Positive Intentions. Do
makes you angry that the person doesndét care ab
actually observed, or heard and tlask the target to explain his/her intentions, and if necessary specify a
more acceptable optiorDescribe problems in terms of the behavior you see and the standards of behavior
you expect. Describe the behaviors you see, its consequences and yogs feghiout making accusations
and attributing motives.

8. Express what you FEEL, saparWwrigg whShi rYlOddy fiess | r. e a IDloyn
Often when this happens, the target goes back to Shirley and says | heard you were angryayghstey s
was not angry, but becomes angry at the person who said that she was. Communicate what YOU feel ar
let Shirley communicate what she feels.

9. No Sideway<ommunicating In the most destructive form this is gossip. If you have something you wish
to communicate about another person (the target), start by communicating it directly with that person. If
you need a fisounding boardodo to rehearse what an
member who does not relate with the target, oosk a supervisor. It is not appropriate to talk to the
targetdéds peers or subordinates in a negative wa

10. The Situation will NOT resolve itself if you WAITA Man wi I | go hungry who wz¢
mo u t @onfucius There are several approaches to take in a conflict resolution situation:
Forcing/competing, accommodating, compromising, collaborating, and avoiding. Unless tempers are higt
avoidance is not the best choice. Avoidance results in frustration frorofleegolution, and it encourages
othesto use your chosaechnique when they need to communicate with you. In other wofgsu
avoid others, they will avoid you.

11.Say it or Stuff it! Dondét punish odlheragdreeasis
gossi p; dondét sul k or pout; dondét seek revenge;
communicate your issue, then suck it up and get over it.

12.Use nonverbal communication. Research indicates that 65%i0€é@mmunication is nonverbal (Burgoon,
Bull er & Woodal I, 1898) . Donét | imit yourself t
facial expression, tone of voice, body language. Look interested. Reduce the level of distraction; putting
whatyou are working on away or closing a door may send avedmal message that you are ready to listen.
In written communication, take care to convey the emotion you want. Since written communication is voic
of emotion, misunderstanding the emotional cehiea potential problem.

13.Maintaining eye contact is an important parvefbalcommunication. It has been said that males listen
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with their ears, not their eyes. Males sometimes need to work harder at maintaining eye contact than
females, to which icomes more naturally. When communicating, | personally may have to break eye
contact to gather my thoughts or my emotions, or to tune out competing visual stimuli, but | know that a
listener who breaks eye contact APPEARS to be disinterested, so | wigtht tilve impulse to break eye
contact. Final point: Not when hot! Eye contact can be interpreted as aggression when the conversation
becomes heated. When it gets fihoto breaking ey

14Li st en Wel | . reatfarsdf dommuoietionts  olailes ttge meaning of others. Listen with
your whole body.Press your lips togetheéBometimes attentive silence is best; giving the speaker
uninterrupted time to say what needs to be said. It may be appropriateqteeaskis for clarification but
be careful to avoid asking questi ons-EhdhdaQuestbrest r a
If a speaker has come to yaua time when you cannot give her your full attention, consider letting her
know thd and setting a specific time to converse.

15.Confirm & Clarify. Listen reflectively paraphrasing the words, meaning, and emotions of the speaker

acknowledges that yaunderstand, and provides the opportunity to correct any misunderstandings. Probe

for increased understanding by saying, nPl ease
1 Repeatwhatyou have heard for clarificatild ma ke sure youbve got it right!
o EXAMPLE: ®ket fmédve got this right. o
o EXAMPLE: A Scayimghsd youbr e
o EXAMPLE: iWait, Il 6m not sur e | got t hat! Tel |

9 Ask clarifying questions to make sueu understand things before responding. It is especially important to do

this when peoplese a label or speak in generalities.

o AWhat do you meamClayn Ohwp ari & e( atec .a)n? @ xampl e?0
o "What did he do afmWhatayd®?idod you have in mind?o0
o AWhat was it you WwWheaet thagqvengy dw tdroired so far ?0

16. Acknowledge and Affirm Emotion®dame It! Acknowledge the feeling behind the concern or demand.
Learning to acknowledge tlutherpersods real ity can be enormously h
takes, it is important that you handle it with resfpeEven whenhey areupset or angry, tell them that you
are glad that they called or came to speak with youtietht hat you candét do anyt
you dondt Kknow a dthersmight ndt eomé and tallketanyounand ypu areldgleey did!

There are many ways to acknowledge another person, whether a parent, child, a caregiver or colleague, :
follows:

T acknowledge a personés feelings.

T acknowledge a personds situation or realit

T acknowl edge a per s on 0lack @f pegative interdioni nt ent i on

1

take responsibility for anything you may have done to contribute to the problem.
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17.Value & Invest in Open Communication! Realize how important effective communication is in your life.
Altdéds about t he ranmanicatianiss ktrony part of an eBdctiveeleader, follewer,
spouse, parent, and citizen. Be a student of communication; learn about your communication styles and
weaknesses, learn strategies to improve your communication, and then work to impleatgmuwearn

into your dayto-day communication strategies.

Team Spirit
AiThe secret is to work Il ess as individuals .
As a coach, I play not miyKnddReckren best, but my
AThe way a team plays as a whole determines it
greatest bunch of individual stars in the wc

play together, the cilBaheRmthondét be worth a di

"Teamwork is the fuel that allows common people to attain uncommon res@ltglfew Carnegie

Learning the content of teanawk, and followership in a practical, real
world context is important for relevancy and motivation. In order for work teams to
be successful and stay together, there must be a clear and interesting goal. This go:s
must be exciting, chosen by the team, agceed upon by all members.

The team must possess the social capital to be successfperation,
collaboration, and mutual assistance. The most important element in building this
soci al capital i s trust ; a lelevang, nselated | o\
to-work conversations among employees build trust that will make their working

relationships more effective in the f

Another element is reciprocitygive and take. People need to trust that
giving will eventually result in receiving that making a sacrifice to benefit others is an investment that will yield returns
in the future. Over the last few years, we have worked hard on sharing staff among sites. We have had many
conversations witlDirectors about giving up good staff for a while, even if it makes it more stressful at their site to help
other sites who are extremely short staffed. It was difficult at first as directors were not completely trusting that they
would receive the same lpef they needed it. After many they learned to trust that reciprocity would happen, our team is

now closer and the organization has an easier time sharing.

Goose Sense

Mi keds dad had an expressi on. He uGedl g aove ay ,g didd e
not sure exactly what he meant by that, but 1 édm prettHt

more about goose sense.

When you see geese heading south for the winter, flying in "V" formation, ygit b interested in knowing

what science has discovered about why they fly that way. It has been learned that as each bird flaps its wings, it create
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uplift for the bird immediately following. By flying in a "V" formation, the whole flock adds at lek%4 greater flying

range than if each bird flew on its own.

Whenever a goose falls out of formation, it suddenly feels the drag and resistance of trying to go it alone, and

quickly gets back into formation to take advantage of the lifting power of théninddiately in front.

When the lead goose gets tired, he rotates back in the wing and another goose flies point. The geese honk fron
behind to encourage those up front to keep up their speed. Finally, when a goose gets sick, or is wounded by gunshot
falls out, two geese fall out of formation and follow him down to help protect him. They stay with him until he is either
able to fly or until he is dead, and then they launch out on their own or with another formation to catch up with their

group.

If we have the sense of a goose, we will stand by each other like that! People who share a common direction a
sense of community can get where they are going quicker and easier, because they are traveling on the thrust of one
another. If we have as much seasea goose, we will stay in formation with those who are headed the same way we are
going. It also pays to take turns doing hard jobs.

Teambuilding

Take the time to focus on teambuilding. There are countless books chteaml di ng i niistedaut i v €
favorites in the remainder of this handout. We play these games with the staff and with the children. With the staff, we
play some during all training events and orientations. Our biggest teambuilding session with staff happens at our sumr
leadership retreat. Each summer we take our summer staff ordaywetreat in the mountains of New Mexico to focus
on tearbuilding. Sometimes we do teambuilding games on the ground, and sometimes we do them on low or high rop

up in the trees. We ka found them to be a lot of fun and very effective.
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Name Games for the Forming Stage

Acrostic Names

Have everyone pair up with someone they don't know. Each person writes his first name on a piece of
paper and exchanges it with his partner. After aninute or two getting to know each other, each person
makes up a sentence with words starting with the letter of the other person's name. For example: KEVIN:
Koalas Enjoy Vegetables In November.

Action Names

Get team into a circle. Have each kid say highname and give an action that represents them. After

each kid, have the entire team repeat the name and the action. You can use sports, foods, hobbies, or
anything else as the basis for the action. Variation: With the group standing in a circle, hakie t

participants each choose an action for every syllable of their name. Example: Elvis has 2 syllables, so he
AT AO A EEDP OEAEA xEOE Owl 6 AT A O1 ADPO EEO E£EIT CAOO
name, the whole group repeats. Afterite 2nd person does his/her name, the whole group repeats, then

AT A0 %l OEOG8O AcCAET 8 'TA O 11 OOEI AOGAOUITABO Al

Animal Name Game

Each person in the team thinks of an animal whose name begins with the same letter as their first name
(with younger children, any animal name will do). Then they go around the circle clockwise, introducing
themselves by their animal name and first name. Anteater Annie, Monkey Mike, etc. Repeat, but this time
the first person says their own name, the second person sayskh AEOOO DA OOI 16 0 AT A
OEEOA DPAOOIT OAUO OEA AZ£EOOO OxI DAI PIAGO 1T AI A Al
AOOAI POO O OAU AOGAOUITAB8O TAIT A ET 1T OAAO AT AET ¢
clockwise. Varation: Have each person describe him/herself by using the first letter of his/her name. For
example: My name is Steve and | like Spaghetti, my favorite candy is Sugarbabies and my favorite animal
is a Snake.

Animal Sounds Name Game

The group forms a circle One person is chosen to be the Guesser and they go into the middle of the circle.
The Guesser is blindfolded or asked to keep their eyes closed. Note: Be sure to ask that the Guesser is
comfortable playing the game blindfolded. If they are not, letthea T T x EO8 O Al OECEO Al
person to be the Guesser. The game begins with an adult spinning the Guesser around in a circle. The
group is asked to spin around in a circle as well, but in the other direction. When the spinning stops, the
Guesser pints in the direction of one of the people in the circle and says the name of an animal. That
person must make the noise that that animal makes. The guesser will then try to guess who the person is
by the sounds they make.

Bumpity Bump Bump

Withateami A AEOAI Ah AEI T OA OITAITA OF AA )48 ) 4 CI
OOEGEORS 10 OUI 00086 4EAOC DAOOIT 000 OAU OEA 1
OAOPAAOGEOAT U AAAI OA OEA ) 4 O Aiithhe ciela fils B BEa@ the car@ét B A
name, they are the new IT.

Concentration

The rhythm for the game is slap, slap (on the knees), snap, snap (one on each hand (right, then left).

Group sits in a circle. One person is designated as the leader, rfshe sets the pace. The object of the
CAIT A EO O CcAO Oi OEA 1 AAAARAOSO Obi 08 4EA 1 AAAARO
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TATA 1T1T OEA EEOOO AT A OI T ATTA Al OA8O 11 OEA OAAI
The person whose name is said must respond on the next set of slaps and snaps by saying his/her own
TAiT A AT A OEAT OITAITA Al OA80Os8 ) £/ OEA b1 AUAO AT A
do it quickly enough, that player must move to the sedb the right of the leader, and the rest of the group
iTOAO0 Obp A OAAO j 01 xAOA OEA 1 AAAAOS8O ObPI1 6q O £EE
names well. The pace can be as fast as desired.

Dave Stole a Cookie from the Cookie Jar
Group (sings): Who stole the cookies from the cookie jar? (insert name of camper) stole the cookies from

(Camper uses another campers name) stole the cookies frdire cookie jar! Song keeps going until each
camper's name is used. Perfect for bus rides!

If Your Name Starts With...; 3ET ¢ O OEA OOT A 1 &£ O0) &£ 91 680A (ADPD
If your name starts with A turn around.

If your name starts with B touch theground.

If your name starts with C then stand up and touch your knee.

Clap your hands if your name starts with D.

If your name starts with E wink your eye.

If your name starts with F try to fly.

If your name starts with G blow a kiss up here to me.

lfyourT AT A OOAO00 xEOE ( OAU O(AA (AAAG

If your name starts with | tap your toe.

y £ UT 6O T AT A OOAOOO xEOE * OAU O(1T (T Ab»d
If your name starts with K then stand up and start to sway.

)y £ UI 6O TAI A OOAOOO xEOE , OAU O/1 AAb

If your name starts with M make a smile.

If your name starts with N shake awhile.

If your name starts with O put your left hand on your toe.

) £ UT 60 TAI A OOAOOO xEOE 0 OAU 0O) ETT xAd
If your name starts with Q raise your hand.

If your name starts with R you should stand.

If your name starts with Syou should pat your head, | guess.

)y £ UT 60 1T AT A OOAOOO xEOE 4 OAU O/ Eh UAOAS

If your name starts with U touch your eye.

If your name starts with V pat your thigh.

If your name starts with W, X, Y, or Z

4EAT OOAT A Obp AT A OAEA A Al x AT A OAU O4EAQ0B8O0 1 AA

Guess Who

Who's it? Best for smaller groups. Each student writes down on a scrap of paper a litkisown fact about

him or herself (the more unusual, the better). These are then read and everyone tries to guess who it is. A
prize can be given to the persomvho guesses the most correctly.

Instant Replay

Group forms a circle. Each person introduces self to the group and does a body motion that represents
something about them (a hobby like skiing). Everyone in the group imitates exactly what each person
does z name, vocal tone, body movement. Continue until everyone has a turn.
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Look at Me

Ask participants to arrange themselves in a circle. Have them look around at the other group members
until they make eye contact with someone. Once exgmntact is estdlished, the two players walk to

the center (maintaining eyecontact), shake hands, and introduce themselves. They then continue across
the circle, switching places with each other. The aim of the game is for each person to meet as many
different people as possible. Participants want to switch spots with as many people as they can in the
time given (usually a minute is sufficient). When the minute is up, go around the circle and ask how many
switches each person had. Then find out who can remember the namof everyone with whom they
switched places. Variation: To change the activity have group members share a different fact in the
center of the circle. Some examples are: how many siblings he or she has, a favorite sport, or favorite ice
cream. You can &l change up the center activity by adding an action. Each player has to dance to the
middle, or try and make the other person laugh in crossing. Have fun with it and be creative.

Line Names

This game is a variation of Action Names. Can be played with group of any size. Best if group has more
than 10 members. Game begins with group lining up shoulder to shoulder. One member starts off the
game by doing a motion across the line (to the otmeend of line) and saying his/her name at the same
OEi As8 4EA CcOiI Ob OAOPITAO AU OAUET Ch O(E

the other end of line. Once that is complete, the group pairs off with person next to them and trmya
motion together (and say both of their names) to get to the other end. Group goes in twos until complete.
Depending on size of group, individuals then group in fours, sixes, etc...then in half, and then whole. The
group works together to pick outa motion and should say each name as they get to other end. Game
continues until the whole group is working together. Good game to use to show the power of individuals
coming together as a team.

Mime a Name

Mime a Name is another variation of Action Naes. Participants stand in a circle, arms
distance apart. Ask each person to think of a verb and action which starts with the
same letter as the person's first name e.g., "Jumping James". The person does the act
Everyone then guesses the action artien shouts the action and the actiomame. This
requires pretty high level of instructor energy and drama, people are pretty shy to start
with. Really encourage everyone to join in and say the name and action of everyone else. To really drill
names homego around again, it should be faster and really get the blood moving. For participants who
say "l can't think of anything", | say "Keep thinking, we'll come back to youlf they still don't come up
with anything, | ask the group to help. Note | don't aliw duplicate verbs either- must use a unique verb.

Name by Name

#EOAIT A 5 AT A "ACET AU AOEET ¢ AOGAOUITA O OAU OE
02 %0 %! 486 I FOAO Al 1T OEA TAI AO EAOA wusthbr reArArge A A
themselves in alphabetical order without talking, no signing, no gesturing. Take a Tgdisten as all

names are called again. Make corrections. Take another test. The challenge is to form an alphabetical
circle with the fewest number of tests. Variation: If the team knows each other, use middle names.
Variation: With kids it is useful to tell them the challenge before they hear the names the first time.

Name Roulette

To play this game you need to form two equal circles, one idg the other. Set the circles up so one
person from each circle is physically standing back to back to one member from the other circle. (I use a
spot on the ground to mark the spot for each circle). These circles both start moving in clockwise motion,
ensuring each member of the circle passes through the "spot”. Someone who is not in either one of the
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circles and not facing them, will call stop. At that point the people on each spot must turn around and face
each other. The person who names the other firsvins that round and the "loser" joins the other circle.

Nametag Novelties

Participants are given a name tag and a magic marker. They are asked to print their name on the upper
portion of the name tag and then to draw three objects that represent who they are on the bottom
portion of the tag. After completing the activity, paricipants are then asked to share their names and
what they drew on the tags. (i.e. My name is Jess. | drew a sailboat, a dolphin, and a paint brush.)

Name Tag

The group first forms a loose circle, standing with hands out and palmgy. Go around the c¢tle and ask

each person to say his or her name loudly. Ask for a volunteer to begin in the center of the circle,

otherwise known as the hotspot. The center person is trying to get out of the hegpot while the rest of

the team is playing a versionof kA D Ax AU OOET ¢ AAAE 1 OEAO8O 1 Ai Ads
shouts the name of someone else standing in the circle. The person in the-Bpbt has to locate the

T Al AA PAOOIT AT A CEOA EEI 10 EAO A Oil x ORAG TAMIA
At no time may palms be pulled out of the way of the tag. Names bounce from person to person until the
center person successfully lands his or her hands down on the correct outstretched palms before another
name is called. Participants then swth places and start again. Make sure to always give the center
PDAOOIT Al O1 6066 EZAZ EA 10 OEA EO 0O0O0OCnbds br@imts tdel Al
help the center person find the named player and to keep play moving. Variation: Yoan do many things

to change play, such as making the circle bigger or smaller (and easier). Or, with groups that may know
AAAE 1T OEAOh T Eg@ EO ObP AU OOEI C 1 AOGO TO0 T EAATA TA
. 5" " %4hd OEA Al mEtA@eatBictess. T Al AO CA

EAESO -U . Al A
Try any of these name games with nicknamedVicknames from the past can be used, but it can be more
fun to create new ones.e.g., Give take the name of the first pet you ever owned and add it to your
mother's maidenname (last). e.g., Fluffy Houseman, Rip Tip Bacon, Tailsy Wagner, Spot Light, Tiny Walls
Rose Killer, etc.

Nickname Nugget

Form a circle with the group so that everyone can see each other. Ask players to think of alliteration for
his or her name. For gample: Music Mike, Rhubarb Rose, or Nevada Nick. Give them a minute or two to
create inventive or memorable alliterations. Start with one person and go around the circle, letting each
DAOOT T OEAOA OEAEO O1 EAET Al A8d hembidaplakhd dedrdud E A
will next attempt to repeat the name and alliteration of each team member in the circle. Ask for a

volunteer to start by introducing him or herself. Then, the person immediately to his or her left

introduces him or herselfand the person who went before. Each time a player shares, he or she also
introduces the people who previously shared in the circle. Individuals are welcome to help others recall
their nicknames. Remember that the last person has the most challenging tascause he or she has to
recall all the names and nicknames. Put yourself in that position or ask for an extra brave volunteer who
wants to try and introduce the entire group. Variation: Variation: Use Food Names (Banana Bart),
Adjective Names (Silly Sara Hobbies (RocketBuilding Rick), etc. Instead of alliterations, try rhyming
animals and/or vegetables. Or, ask players to connect a motion with something he or she likes to do. For
AgAi b1 Ad O-U TAI A EO 3AO0AE AT A )f shemiakes simmityx ET 8 6 !
motions with her arms.
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In this game group members will be spelling their names with their melon. Ask your group to form a

circle, so that everyone can see everyone else. Explain to them that they are going to haapell their

name, letter by letter, using their melon. As they carefully draw the letters in the air, the group will
AOOAI PO O COAOGO OEA AOOEIT 080 1T Ai A8 4EA AOOEIT O x
group has correctly identified the previous letter. Go around the circle and let each person have a turn.
Strongly encourage everyone to really get into the nonsense that this game promotes. Variation: If your
COi 0P Al OAAAU ETT xO AAAE 1T OEAOG O GI0AITADM OO A @O BOAEGR
OEAU xAOA Ai ol 8 !''1 01 OOU OOEIT C 1T OEAO Ai AU PAOOO
especially funny.

Surprise a Name

Once your team knows most of the names of each other, this if fun. Divide the team iff,fend have each
sub team go to opposite sides of the room. Two people hold up a sheet between two chairs facing each
other in the center of the room. While the sheet is raised, have two people volunteer to sit in the facing
chairs. When the sheet isowered, the people in the chairs try to be first to shout out the name of the
other person.

Toss a Name

Break into teams of 810, and stand in informal circle. The leader begins by saying his own name and

then tossing the ball or whatever to the person omis right or left, continuing in one direction until it gets
AAAE OiI OEA 1 AAAAOS 4EA 1 AAARO OEAT AAITT O 10606 O
him, and that person calls out another name and lofts the ball to another person and@o. After a while,

add a second or third ball for fun. Variation: Start the circle small and have people step back, expanding
OEA AEOAI Anh OEAT 11 06A Ai1 OAO O1 OEI EO EO Oi 1l AI
4 EOT x AOS& O iatioA: I(OAcé thesghop has successfully completed the task, instruct them to pass
the ball in the exact REVERSE order. Once the group has successfully completed that part, introduce a
second ball or object of a different color/style/shape. Instruct the goup that they must pass the ball in

the original order and the second ball in the REVERSE order at the same time. Eventually, the objects will
cross at one person. For more fun, use a rubber chicken or roll of toilet paper. Good times! Variation:
Once tre group has accomplished the task successfully; tell the group that they have until you count to
five to move to a new spot in the circle. Once the group as rearranged itself, instruct them that they must
pass the ball in the same name pattern as befor@his is a great variation! This little twist really helps
participants learn each other's names and faces. Another variation: toss HIGH FIVES instead of an object,
or they can pass a nod, or a wink. To pass a wink, a person simply winks at a differestspn, who 1)

winks back at them to acknowledge that he/she "caught” the wink, and then winks at a different person

in the circle. And so on... Variation: 1) Instruct the group to begin passing winks as described above. Then
tell the group that you will also have nods, nos¢humbing, tongue stickingoutings (?), and others. 2)
Participants do not need to stay in any particular passing orderhowever, if you receive a nod, you must

pass a nod, receive a wink, pass a wink, etilore variations: Use differen sized objects for increased
difficulty. See how many balls they can juggle in 30 seconds instead of time a specific number of balls

back to theleader.Instead of saying only the name of the person you throw the ball to give the name of

the person youreceivedthe ball from, the name given the ball, your own name, the name of who you are
passing the balltoandanamé&il O OEA AAI 18 %@AibiAd ) EOOO OAAAE
)y 81 DAOGOET ¢ 41 O1 Aél OAT 1 3 A Bnhe 8dnl tHeibpodiienAnUhe Airdlé. dus tell

the group that the ball musttouch everyone in the same order. Once they figure to move around some,

then the time will drop dramatically. More problem solving in this caseDiscussion Questions: How

difficult is it to change directions? How easy or hard is it to juggle so many things at once?

Simplify lifestyle?
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Toilet Paper Game

Take a roll of toilet paper and ask a person how many squares they want, but don't tell them why. Set a
Limit From 5 to 50. @unt out the squares, Rip after the last square and give all of the squares to the
camper. Repeat until all the campers have desired amount. Then go around and have each person say
stuff about themselves for each square until they are finished. The firsuare has to be their name.

7TEAO060 ET A . Al Ae

What's in a name?More than we often realize. This is an interesting, novel way for people to introduce
themselves to others, especially in ethnically diverse groups. Ensure that an appropriate group
atmosphere is established in which people have already done some initial warop activities and name
games. Aslsmall groups to sit around the perimeter of a spread out raccoon circle or stand while holding
a raccoon circle. They take turngxplaining what their name means (if anything) and where it comes

from. Who were they named after? Why their parents picked their name? Is there a nickname? Do family
members call them something different than their friends? What they would like to be called by staff?
Most people reveal a surprising amount of interesting information about where their name comes from
and what it means. The greater the ethnic and cultural diversity in the group, the better this exercise

tends to work. Can be specifically used to help buildtercultural respect and understanding or to more
generally help develop seHidentity and open respect and sharing. Optional: Ask each person to introduce
his/her partner to the larger group and to explain what his/her name means and where it comes from.
Optional: The activity can be extended into revealing the background behind other names e.g., Nicknames
Pets, Alterego or "fantasy name," Names of childrenor what would you name your children if you have
them? Variation: our friend Jim Cain does thiss people wrap a raccoon circle around their fingeg it
decreases stress and pressure giving them something to fiddle with.
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Get to Know You Games for the Formintga&e

All My Neighbors
A fun, movingaround activity that breaks the ice, pumps up thereergy, and loosens people up.
Supplies: Something to use as a place marker for each individual (a name tag, a napkin, a note card). Ask
participants to form a shoulderto-shoulder standing circle and then have each person take a step back.
Give each partigpant a place holder which they should place at their feet. The leader takes a place in the
AAT OAO T &# OEA AEOAI A8 4EA AEAAEI EOAOI O OAUOGd O4E
bi AUAA AO A AEEI A8 | OO UDIOAA A ® OEABART DER ORI EOQOEA T (
)

)

AAT OAO 1T £ OEA AEOAI A8 31 h 6i 1 AACET ET OEA AAT O
I OOOCEAA T &£# OEA AEOAIT A AT A EAoA OT 1 AT 1T AdoAnbt@Ao AT A

i AEA A OOAOCAI AT O OEAO EO 425% A1 O I A8 &1 O AGAI PI
T AECEAT OO0 xEI AOA xAAOET ¢ OATTEO OEI A0G88 ) A& OEAOD
your place and find another spot il EA AEOAI A8 ) AT OI A Al 0i OAU O11i A
O OxEihd AT A EAZ OEAO3O OOOA A O UIT O 11T OEA 1060660
may not move immediately to your right or left and you may not move off yource and return to it in

OEA OAI A OI O A8 AO06 0 Al -KEAANE EJAGBRATEBAEHT @AId EHE]
7EAT Ui O OEETE DPAI DI A EAOA EAA AT 1T OCEh OEI PI U OA

to the last personwho ends up in the center.

Balance

Request that group members find a partner and stand, facing one another, about a faot-a-half apart.
Partners should put their hands together, palrto-D A1 I 8 7EAT UT &6 OAU O' 1T hod OE
force the otherperson to lose her or his balance. The motions should be slow and consistent, and hands
must remain in contact with palms flat. Let pairs play a few rounds and then have them find another
DAOOT AO8 )T OEA OAAT T A OI O Ahg. Ded asdrieydd Odiore FpArlicihadts O E
maneuver to push their partners off balance, but this time with soft bursts of hantb-hand nudges.

Players may also pull back as their partner pushes, causing them to falter forward. Allow your group to

play many imes using both variations for maximum fun and entertainment. Variation: Try palato-palm

with hands separated, but this time in a squatting position, like a baseball catcher. This variation reduces
some of the dangers of people falling from a standing pitisn and makes it easier for people to push one
another off balance. Insist on soft pushes in this variation, you do not want people falling onto their

backs.

Believe It or Not

With the entire group holding a Raccoon Circle (a 15 foot long sectioh tubular climbing webbing

tied with a knot, or, if webbing is not available, a 15 foot long rope knotted to form a circle), the
knot is used as a pointer to identify the person talking. Begin by passing the knot tortblet around
OEA cOil Obs8 3TTATTA ET OEA CcOi 6bp OAUO 0301 bAd OE
I DPT O0OOT EOU O1T AEOAI T OA O1 i1 A ET OAOAOGOEI ¢ ZAAAO AA
AEODPI AT AAO ) O E O 1 ohsiilitydE the resttofitie QabtiGigants to dedidd whethed D

they believe that this information is true or false. After some discussion, the group gives their opinion of

the validity or falseness of the disclosure, and the person providing the comment ctell the real story.

LgOAO_AADAQOTiAEAQ QAOAAIAA pEA'QOQA TAOOOAA[E,Q
OEAT O301I PA6 AT A A 1T Ax PAOOIT EAO OEA 1 bBDPIi 0001 EO
group.

The level of dsclosure to the group is often a measure of the closeness, unity and respect within the

col Ops8 &1 O AgAi pi Ah A AEOAI T OOOA OOAE AdOh O) EA
help this summerz one of my campers has some special n&ed 8 6 $APAT AET C 11T OEA
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purpose of this activity for your group, different levels of information or disclosure are appropriate. As
the group becomes more unified, this activity can bring out greater disclosure between staff members.
j O)d8i 110 OO0OA EAEA ) EAOA AT1T OCE OAOI OOAAO O1 Al

Camera Game
The team splits up into pairs. One person in each pair closes their eyes( camera). The other guides them

Z 0~ A A~ X

to what they think is a nice picture (photographer).41 OAEA A DPEAOOOAR BDET O C¢O
cameras open their eyes. Switch

Categories

Yell out a category to the team such as favorite color, ice cream, movie, birth place, pet, shoe size, etc. The
team must find all of those in the team that haa/that in common with themselves. After the teams of
favorite colors gather, have them give a cheer to let the rest of the team know their commonality.

Creative Handshakes
All stand up and introduce self to others finding a new way to shake hands with@anew person.

Dollar Jump

Pull out a crisp dollar bill. Explain to your group that all they have to do is jump over it. There will surely

be some suspicion among the group members due to the simplicity of this game. The dollar must be
jumped lengthwiseAT A 11 6 AA Oi OAEAA8 E !'11 EOIi PO I 60606 AA
most important rule, which makes the game so difficult, is that the jump only counts if the participant is
holding his or her toes during the entire jump. Hands must remaindt over the top of the shoes with

AET CAOO xOAPPAA 1T OAO OEA OI AG8 E 91 00 CcOiI 6P xEII
their feet when jumping. This is a fantastic way to show your group your fun side.

Finding Differences

Group membes are tasked to find people with whom they share nothing or little in common. This tactic
reduces the likelihood of friends jumping into a dyad with each other. Players interview one another
looking for as many differences as possible before they must alge partners. Players ask each other
guestions, sharing personal tastes and views on any topic that comes to mind. Switch partners numerous
times to ensure many connections, and be mindful to provide sufficient sharing time for both partners
before makingswitch. Participants should matchup with new people, particularly people whom they do

not know. Again, you are trying to increase the connectedness among the group, not reinforce the cliques
in which people commonly and comfortably find themselves when #y join a new group. After sufficient
sharing, ask the group members what differences and similarities they discovered most often. Ask
guestions like: Do you feel as if you know each other better than before and in what way do you believe
stronger connedions were made? How will this new information affect your relationship with this

person? In what ways did these disclosures make you curious and interested in learning more about
another person? Variation: Instead of finding differences through questionghone another, ask group

i AT AAOO O1 ODBPAAAT AEREZEAOCHOHOHI OUSB 6 -up, EhdyiconBeAsd théirAfe D AT O
history into 30 seconds. Each participant takes a turn to share and then finds a new partner. Or, for
culminating experience, aslgroup members to find one thing they all have in common.

(AGAT 60 7A -AO
Pass out note cards and pens. Have participants write their first name on the card. Explain that players
are to walk around and engage each other in conversation. They begin eveonversation by saying,

O(AOGAT 60 xA 1 AOGeo 4EA PAOOIT OEAO OEAU APDOI AAE
AEOOO bl AUAO OAODPITAOh O-U TATA EO r OOAOET ¢ OEA
OAODPI T Ah O-U xXIEANQA CBR® fiIMdAMETADPAAOO 11 OEA AAOAYS8C
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OOAOA OI AAAE 1 O6EAOR O.1xh ) Ai 88 fr OEA PAOOI T80
switching cards and identities with each conversation partner. It is very impdant to remind group

members to keep the writing on their card hidden so that others in the group cannot see the name on the
card. Otherwise it would be very easy for a person to track down his or her identity. The encounters
continue until each person reeives his or her own name (original note card) back. When a player meets
someone with his or her name card, that person has finished the activity and becomes a coach helping

I OEAOO O1 O&ZFET A OEAI OA1I OAO86 6 AOE A dbhelfadt (upiqu®A DAO
interest, great experience, curious hobby, amazing accomplishment, unknown talent, or strange
eyewitness) about themselves on their card, the more interesting and funnthe better. Then, when

players introduce themselves, theyalsom@ OAOAAIEAGBA OEOIOEA AAOA AAIT O
identity they have adopted. The game will often turn on conversations about these facts. If you want to
increase the fun, ask players to state the fact on the card and then embellish the story.Hesighsequent

player then states the fact and all subsequent embellishments he or she was told before note cards (or
identities) were switched, and each player adds more to the story. Players need to explain the fact as if

they did it, and be convincing fothe other person. By the time the note card returns to its owner, players
may barely recognize the original fact after all the embellishments are shared. Typically players begin to
laugh hysterically when another player introduces himself or herself wittOEA T OECET Al D1 Al
and now hilarious embellishments to the original fact.

Have You Ever?

4EEO EO A OAOEAOEITT T &£ '11 -U AECEAT 008 7EOQE A
AOGAO888ed Yy £ A DA@@m%gEysawkmA@wmmﬂmammmMM|A

AT T OEAO PAOOIT ET OEA AEOAIT A xEI Al O OOAPPAA A
the new IT.

Human Treasure Hunt/Bingo

00OADPAOA EOAI O AEAAA T AOAEAAI ODAE AO88DOAARAT 86
I AT COACABEAO DPAOAI Of AA AT UOEET C8EAO AAAT Al AA
i AO OT T ATTA EAIT OO8AAT DPI AU A I OOEAAI EIT 0000I
size (orhasthesam®©® EUA EAT AQ8EAO A AEAZEAOAT O OAIlI ECET 060
Il EEA OI 8EAO OEA OAI A EAOT OEOA OAAOIT1T8EAO OEA O
names and information for each item on the list, using only one pgon for each item. For children, use
EOAI O 1 EEAB8EAO A PAO j xEAO EO EOQ8B8EAO AAAT 11 A
OACAOAAI AOBEAO OEA OAI A 10i AAO T &£ OEAITEIT GO AO UI
Walk to / arrange yourselves according to: the place where you were born, the place where you live, a
place you would like to visit, a place where a memorable event took place for you. Variation: Put these on
a BINGO grid. A fun, nphysicalimpact activity that gets people out détheir chairs and talking to other
people in the room. On a fligchart at the front of the room, the facilitator makes a list of five categories.

J>°O)E'J’
j>)_)>°>°

— >° O) >: @’

>

These categories can be thingslike 31T I AT T A xEOE Al Ag@gi OEA PAON 311 A
whohasEOA T O 11T OA OEAIET CON 3T1TATTA xEIT 80 AAAT EI
marathon; Someone who can wiggle their ears. Each participant is given pencil and paper and asked to
make five lines across their paper, one under the other. Faciltll O OAUO OEA &I 111 xET «

lines on your paper with enough room on each to have someone sign their name. In just a moment, | am
going to turn over a list of categories. Your job, in the next five minutes, is to move around the room and
obtain the signatures of a person who fits each category. Please sit down once you have obtained all five
OECTI AOOOAOGR O )d8i1l ETix xEAT Ui O80A ATTA8 '1TA E
people. And, by the way, categories canbe tkdd 1 U AAZET AAh O AT 18680 xI1 OOU
were on TV when you were five as part of Captain Kangaroeo well, that counts. Everybody stand up.

'1786 'O OEA AT A 1T &£ EFEOA 1 ET OOAOh xEAT DAT HheA 111
OAEA A EAx [ EI OOAO AT A OAA xEAO OEA cOi Op & O1 As
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give themselves a hand.
has five or more | can speak a has performed | has been elected to | volunteers for

siblings

foreign language

anything

a position

an organization

has met someone
famous

has run a
marathon

had the same
breakfast as you

has the same shoe
size (or has the
same size hand)

been in trouble
xEOE OOE

has the same
favorite season

you haven't met
yet, but would
really like to

has the same
favorite sense

has an exotic pet

loves the same
music as you

likes a sport you
like too

canplay a musical
instrument

has same
favorite dessert

works at a different
site than you

has the same
favorite author

was born in the
same month as
you

has the same
favorite food as you

has a different
religious belief

has been on TV

can do a silly
human trick
(wiggle ears)

Inside -Outside Circle

The children form two circles,one inside the other, with equal numbers in each circle. Each child on the
inside pairs up with someone from the outside circle. The teacher gives the children a topic to talk about
for a couple of minutes, then the inside circle rotates clockwise to pailp with a different person. The
teacher then gives a new topic to talk about for a couple of minutes. This process is continued until all of
the children on the inside circle gave been paired with each child on the outside or until the teacher
decides to exd the game. Some topics to talk about include: favorite movie, favorite book, favorite video
game, etc. Objects of the game are for the children to get to know one another a little better and to
practice oral communication skills.

Match Face

Ask participants to pick a partner and to stand next to him or her. After participants are in pairs, you may
want to explore quickly why they chose each other. Then, ask individuals to choose another partner, this
OEI A PEAEET ¢ OI 1T AT TA OEAH#dl). Rarthedstnusk ralick thregelcrazy fades. W® E
used our favorites: the monkey, the scream, and the dowrlock. You can certainly invent your own, so
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the count of three, partners spin simultaneously around to face each other and perform (or show) one of
three designated faces. If they match, they play again trying to match the two remaining faces on your list.
For example, if they both performed the mon&y face, they would not have to do that face again. If they
Ai1T60 I AOCAEh OEAU OEIi PIU CAO AAAE O1T AAAE AT A OO
OOAAAOCOAEOI 1T U | ACGAEAA A1l OEOAA EAAAO8 mwbadkfacd®@l AO
perform or what face they will show. Individuals cannot suddenly change their face during mimirn

(when they are turning to face the other person) merely to match their partners. Once a pair has

matched all three faces, they encourage agh groups still working on matching all three faces. Be sure all
start the action with dyads (or pairs), and then bring the pairs into a new grouping briging three to four
teams together, that now must attempt to match faces with the other teams. You can continue to grow the
AEOAT A T £ OFEAAA 1 AGAEAOOS O1 OE1I OEA A1 OEOA coOi 6b
their face

Meet & Greet Three A A A A A
4EA 1T AAAAO OAUO 1 AAO AT A OEAEA EATAO xEOE OEOAA
than you do, are wearing similar shoes, etc.

Mike Trivia

Pick a kid, any kid. Say we pick Mike. Announce to the team that it is time for Mike TaivAsk the whole
team to guess different things about Mike, i.e., What is his favorite color? Let the first kid reveal the
truths and then move on to the next kid.

More, Dig, Done!

Have your group members partner up. Explain that one person will bgharing a fact about himself or
EAOOCAI £ ET A OEiT CiI A OAT OAT AA8 4EA T OEAO PAOOT AO
EAOA Ox1 AOAUU Ai¢cO AO EiIiT A8d (EO DPAOOT AO - AOA i
wantstohes®D | 1T OA AAT 6O OEA Oxi Al CcO8 O$ECO | AAT O EA
xEOE OEA OEAOEI ¢ 11 OEAO Oi bEAS 4EA OEAOET ¢ PAO
DAOOT AOOG AAT 1 O OAT T Aho OEA dve éharédhave théni fihdinénspartneE=0 A O

Pair Share

I COAAO xAU Oi CcAO pAipIi A OAIEETC Ailil &£ OO6AAT U O
engagement within a group that does know each other. Ask participants to stand up, move about the
roomdi T 60 EOOO OOO1T O OEA PAOOIT TA@O O OEAI qh A
know the least of anyone else in the room. Once everyone is in pairs (if you have an odd number, one
coil 66 AAT AA A OEOAAOIT I A Qdve tdEmnutgBAcAlBduss Def@dwing tOpicU O g,
xEOE Ul 00 PAOOT A08s8d )AARAAO A1 O AEOAOOOEITd &ETA
Describe for your partner the first job you ever held. What would you do if you won the lottery? What are
your most favorite and least favorite things about working for this organization? At the end of two

i ET OOAOh OEA EAAEI EOAOI O CAOO OEA CcOlI OP6O AOOAT O
about with their partners. Participants are then instiucted to find a new partner and told they will be

given a new topic. This cycle can be repeated two or three times. Variation: Give them a few minutes to
interview each other and then have them introduce one another to the group. This allows two people t

get to know each other quickly and form a friendship. It's often easier for people to talk about others than
themselves.
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Putting it Together

Facilitator should cut a puzzle out of poster paper ahead of time. (There should be one piece for each
member of the group.) Have participants decorate their piece to represent who they are and what they
feel they can contribute to the group. Once padipants are done, have them share what they have on
their piece. Participants should them assemble the puzzle. Facilitator should initiate a discussion on the
power of everyone coming together, how much more of an impact a put together puzzle can hatent
separate pieces, and how a final product could not be reached without a contribution from every piece of
the puzzle.

See Ya!

Spread one raccoon circle for every-% players around the room. Players choose a circle to stand in,
introduce themselvesAT A | EOOAT & O OEA NOAOOEI T 8 AEA 1T AAAI
EAEOegbo 4EA COI OPO AEOAOOO OEA NOAOOEI T h AAAEAA
OEAO PAOOIT O1 £ETA A 1 Ax COerés toletruit@ Acw Blayer fromG A A
OET OA AEOI EOOAA &EOI I OEAEO CcOi 6O AU OEI OOET ¢ O/
group. Then another question and another round of play. Here are some questions to start you off with:
Who iswearing the most jewelry?

Who has watches the most movies this month?

Who has the most books in their personal collection?

Who is the youngest?

Who has the most living family members?

Who has the most letters in their last name?

Who has the most egerience working with kids?

Who is wearing the cleanest shoes?

Who is tallest?

Snowball

Kids write a few things about themselves on a piece of scrap paper. They may write their favorite
television show and how many people in their family. Once they hawempleted the paper they crumble

the paper into a ball. When all are finished, they create a circle. On the count of 3, children throw
snowballs into the center. One child picks up a snowball and reads out loud. The rest try to guess who the
correct person it.
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Thumb Ball

4AEEO EO A CiT A TAgO OOAD AAOEOEOU O1 4100 ! . Al A
50ET ¢ A PDAOI ATAT O 1 AOEAOh AEOEAA OEA AAAAE AAIlI

If you use a large bedtball, draw one at the equator, and the other two above and below it. If using a

mini beach ball, one line on the equator should work. A standard soccer ball could also work. The point

is to make sections that are big enough to write phrasesinthemi.T O' / 6 AEEI AOAT DPAO
the circle or in a pattern, bouncing around the circle until everyone gets a turn. The child who catches the
beach ball must provide a response to the phrase that is closest to his right thumb. Variation: he can
choose to respond to either phrase closest to either thumb. Here are some sample phrases to write on

the beach ball sections. They are arranged from basic gettihgrknow-you questions to deeper questions

to use once trust has been established.

Favorite food 1 What are your hopes and dreams?

People who make you laugh 1 Complete this sentence.

Favorite toy T 07A xAOA OO 11 OEEO
Fantasy vacation 1 If you could ask the whole world to think
Favorite sport about one thing for 1 hour what would it

Ideal transportation be?

Favorite game 1 Who do you think needs more help, the

Pet lover? homeless or endangered animals?

Favorite music 1 What are some of your favorite

People you admire organizations that help others? i
Favorite TV show 1T $1 Ui 6 AAI EAOGAd O, 1 OA
Story of your name OEUOAI £e 6

Favorite candy 1 What is the most rewarding thing

Most loved season someone has ever donéor you?

Favorite movie 1 When was the lasttime you hadtosay
Preferred board game O) 6,' Of 6OouUG O Of T AT
Favorite color 91 Describe your perfect day.

Your hero 1 If you could have a conversation with any
Famous person to meet animal, which one would it be and why?
Favorite field trip 1 When we talk to animals, do you think

they understand us?
1 Which do you usualy listen to, your head
or your heart?

Best video game
Favorite dessert

Birthday wish . .
ay wis 1 What is one thing you have always
Favorite animal
wanted to do? to get?
Best book

1 When you think about getting older, what
do you look  forward to?
1 If you were given one hour of homework

Favorite cartoon
Hobby you enjoy

=4 A28 -_5_5_0_9_9_9_9_9_9_9_92_9_9_2_9_9_929_99_-9_9_-2_-292_-2_9_-°_-2_-°_-2°_-2°_-2_-2.->-2-

Best hollday to do, every night for the next five years,
Favorite word which subject would you choose?

Best place 1 What is your idea of a good surprise?
Favor!te store 1 If you could learn something new
Favorite restau_rant tomorrow and succeed at it for life what
Best schoolsubject would it be?

Where are you from?  If you were climbing a mountain who
Where have you been? would you bring with you & why?

What is the story of your name? f  What is more important, knowledge or
What do you love? imagination?
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Where do you like to go when you have to
solve a problem?

7EAT Ui O EAAO OEA
you think of?

What is one thing that always cheers you
up when you are sad?

What is the difference between wants and
needs?

What would you do ifyou won the lottery
and had only one day to spend the
money?

What is the difference between wishing
and realizing your dreams?

If suddenly you had lots and lots and

LOTS of money, would you have the same

friends and the same worries, the same
goals, the sane dreams?

If you could change one habit what would
it be?

If you had $100,000 to give away who
would you give it to and why?

If you could change one thing about the
world what would it be?

What nice thing do people seem to tell
you about yourself?

What isthe definition of strong?

People who

the world?

What subject makes your brain ache?
What do you always need help with?
7EAT Ui 6 EAAO OEA
how do you feel?

If you could invent one thing that could
make the word a better place what would
it be?

What is the difference between peace and
getting along?

What makes you know you can trust
someone?

If you were to choose a new name for
yourself, what would it be?

What is your dream job?

If you were given an extra $10n change
at Wal-Mart, what would you do with it
and why?

What do you do for fun?

7TEAO060 OEA AECCAOO
from your past relationships?

What are your best traits?

x| OA

have the most courage in

xI OA

1
1

7TEAO080 TTA 1T &£ Ul OO
What makes someone a good friend?

10 WhatEfasiie besttdy AfGhe Pabt week

T
1

|l

E = E =

E |

1
T

T

for you - why?

Who is the biggest influence in your life?
What are you wearing today which is
most reflective of who you are?

What is the craziest thing you have ever
done?

What is your most embarrassing
moment?

Choose a unige item from your wallet
and explain why you carry it around.
How could YOU be a better YOU?

If you could change one thing about your
physical appearance what would it be and
why?

What was your scariest experience?
Share one of your most embarrassing
moments.

What do you want to be famous for?

If you were given a million dollars and 24
hours to spend it in, (no depositing it in
the bank or investing it) what would you
buy?

What one thing do you treasure most?

If a genie grants you three wishes, what
would they be?

Talk about the most important thing you
learned this year.

10 BdsdrifeAdaEpéréohalit

1
1

==

= =4 =

= =4 =4 -9

L
oGyl
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What are you proud of?

What are the easiest and hardest
emotions for you to express and why?
What is something that few people know
about you?

Who is your rolemodel?

What do you value in a friend?

What do you want to be doing in five
years?

Describe your room.

What is one goal you have for next year?
What is a motto you try to live by?

What is the greatest challenge you are
facing?

What do you I|ke most abat yourself?
Whatdo (oh e 1 vy O
relationship?

What do you value most in life?
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This or That

Possibly one of the greatest needs within a group is to identify what unites the members of the group. To
this end, the goal heras to identify some commonalities shared by various members of the group. Which
Side of the Road are You On requires a central gathering place, and two boundary lines, which can be

i AAA OOET ¢ 1 AGEET ¢ OAPAh O1 PAh ATOAKIAQ 1Ed8 OE A ACEA /
31T A T £ OEA Al 11T xETC AAAEOEIT O AOA MEAEOI U AAOU
consequences. Others may make or break the entire summer. After choosing sides, give staff members a
minute to see who s on the same side of the road with them, and to discuss why they chose this
particular side. $A0OECT AGA T T A OEAA 1T &£ OEA O1i1i1 AO O4()3hd
players stand in the middle of the empty room. Ask them to make a ckheiand move with the others who
share that choice. Encourage talking as they move. Ask questions like the following pointing to the THIS
side of the room when you say the first choice and pointing to the THAT side of the room when you say
the other choice.

Which do you like more, Chocolate cake (THIS) OR white cake (THAT)?

Are you a Macintosh person or a PC Person?

Are you Quiet or Loud?

Do you identify more with: Birds OR Fish?

Do you like to: Stay home OR Go out?

Do You Enjoy Running or Walking?

Do youconsider yourself more of a: Follower OR a Leader?

Would you enjoy more: Sky Diving or Deep Sea Diving?

Which would you like more: a Juicy Steak OR a New Pair of Shoes?

Are you a Problem Solver or a Problem Maker?

Do Normally Save Money or Spend Money?

Are you better at remembering: Names OR Numbers?

Do you more often: Speak your mind OR Hold your tongue?

Would you rather have: A million dollars OR great happiness for life?

Do you prefer Hamburgers & Hotdogs or Chicken or Salad?

Are you comfortable with a fxed schedule or with flex time?

Would you prefer a: Ski weekend in the Mountains OR a weekend on a Beach?

Would you rather: Curl up with a Book OR Go to a Movie?

Would you rather: Eat Liver OR Go to a dentist?

Do you prefer: Hot days OR Cold days?

Would you rather go to a: Football Game OR an Opera?

Do you prefer: Showers OR Baths?

Are you better in Math OR English?

=4 A 8- -0_0_0_92_49_9_9_9_-929_-420_-°2_-29_-29_-29_-2_-2._-2-_-2-2:-21-

Toothpaste Barnyard

Everyone thinks of their favorite brand of toothpaste (or detergent, dream car, animal, snack food, etc).
/1 O' /| dne dalisA@ théir name and gather in similar groups. Can be used to get learners into
work/discussion groups.

Three Truths & A Lie

Each person thinks of three things that are true (and interesting) about themselves and one thing that is
not true. Then ech person tells their list to the others as if they are all true. The team tries to guess
which one is a lie.
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Uncommon Commonalities

Split into teams of 34. Have the people find the most uncommon thing they all have in commethe
weirdest thing that they all have in common.

Wal-Mart

Say your name and what object in Wallart that you are most like and describe why. (i.e. My name is Jeni
and | am most like a pair of work boots because | like to be comfortable and don't really care about
whether others like the fashion statement | make with them).

Where Ya From? Where Ya Been?

Use the Raccoon Circle to create a map of the city, county, state or country you are from (or a place you
have recently traveled to), and tell us something about that plac&hey tell stories about the important
places in their lives.

Who are You

Ask the team to brainstorm a list of questions they would want to know about a person (What is your
favorite TV show? What is your most embarrassing moment? Who are your Heros?) ridav down the

list to two or three questions that the team likes the best. Allow the team to mingle and ask the questions
and record (or remember) the answers.

Wrap Around My Finger

The name pretty much explains this entire activity. Begin with annknotted segment of webbing. One
person in the group begins wrapping the webbing around their index finger, and while doing so, provides
the group with some information about themselves (where they were born, family members, school
experiences, childhoodoets, dreams, goals, favorite foods, etc.) The goal is for this person to continue
talking until the webbing is completely wrapped around their finger.

Your Big Entrance

"Your Big Entrance" gives everyone a chance to feel like a superstar. The team nsakeo lines, and one
byl TA AAAE ODPI AUAOS ET OOT AGAAO EEI OAl £ 1 O EAOOAIL A
members. The superstar is greeted with energetic higfives and supportive hollering by peers. Have the
group form two equal lines ficing each other. Leave-8 feet between the lines to allow enough room for
someone to move in through the center. As they do prior to professional basketball and football games,
each teammember loudly introduces him or herself and jogs between the twarles accepting high and

low fives, while the team shows their support by hooting, hollering, and generally cheering their team
mate on. Once the person has reached the end of the lines, he or she returns to the line and participates
as an enthusiastic tammate for the next person introduced. Alternating from the two lines will keep the
lines even, and help keep track of who has been introduced. Encourage enthusiasm, high energy, and
support among group members.
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Chicken Games for the
Forming Stage

With a team in a circle, choose someone to be the Chicken Hawk = IT. IT goes up so someone in the circle
DI E] OO0 A OOAAAO AEEAEA] AO OE Al plakdr iust@ay thértamedof the/EO h
playerOT OEA OECEOh 1T AZDO 1 O OEAEO 1T x1 OAOPAAOEOAI U
the player in the circle fails to say the correct name, they are the new IT.

Chicken Catch-A-Tori (or a Tony) n——
Break into teams of 810, and stand ininformal circle. The leader a
begins by saying his own name and then tossing the chicken to the |
player on his right or left, continuing in one direction until it gets back |
01 OEA 1 AAAAOS AEA 1T AAAAO OEAT |
the circle andlofts the chicken to him, and thaplayer calls out
another name and lofts the chicken to anotheplayer and so on. After
a while, add a second or third chicken for fun. Variation: Start the
circle small and have people step back, expanding the circleen
move closer until it is too close to play. Variation: Ask the catcher to
OAUh O4EATE UI O 4EOI xA0OB0 . Al Ao
successfully completed the task, instruct them to pass the chicken in
the exact REVERSE order. Once the group Bascessfully completed
that part, introduce a second chicken or object of a different ,/ 4
color/style/shape. Instruct the group that they must pass the chicken 1,
in the original order and the second chicken in the REVERSE order at ’?0”9'”3"*”'3‘
productlon rights obta
the same time. Eventually, thehickens will cross at oneplayer. Good s CartoonStack.com (11 (]
times! Variation: Once the group has accomplished the task
successfully; tell the group that they have until you count to five to move to a new spot in the circle. Once
the group as rearranged itself, instruct thenthat they must pass the chicken in the same name pattern as
before. This is a great variation! This little twist really helps participants learn each other's names and
faces.

L'm rubber; vou're

lue. whafever you
say bountes off me
and sticks 1o you,

i
\

Chick or Treat

Pair up, give each pair a Rubber Chicken, and have them famdpace where it is safe to toss the Chickens

to each other. With the players facing each other, about 3' to 4' apart, have them toss the Chicken from
OEAEO AT T ETAT O EATA Ol OEAEO DPAOOT AOS6O Al I EIZAT O
any food thy liketoeag A AE £ZAO0OAT O OOAAO AAAE OEI As 7EAT OE/
new partner.

Dave Stole a Chicken from the Chicken Coop

Circle Up. Group (sings): Who stole the chicken from the chicken coop? Leader tosseskem to a player
AT A OAUO O, | . jTATA T &£ AAT PAOQ 00T T A A AEE
Yes, you! Camper: Couldn't be! Group Then who? (Camper tosses chicken to another and uses that

AAT PAOBO 1 Al AQ rondthel chicked Echp! FoBgekdepsfybing dntil each camper's name is
used.

Flip me the Bird
Establish a dividing line (like a net on a vollelyall court) One team tosses the chicken to the other team
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whoever catches it or is closest to where it lands maisaise it in the air and runs to tag the dividing line
before members of the other team shout out his name.

Fowl Follies

Sit all your players in a circle, on chairs if possible. One player begins by standing in the middle of the
circle (the Head Chick)brandishing the rubber chicken. This player can approach anyone in the circle,
point the rubber chicken at them and ask "who's in the chicken coop?he player being pointed at has to
successfully name the people sitting on either side of them; if not,alt become the new Head Chick.

Noodle Games for the
| Forming Stage

The rhythm for the game is slap, slapnpodleson the ground), clap, clap(clap noodles together), name,
name (own name, and name of someone elsefsroup sits in a circleOne person is designated as the
leaderj pc 1 8 Al T Jafd hé&shesEtOthelphc€] The object of
OEA CAiT A EO O1 CcAO OiF OEA 1 AAAA
The person whose name is said must respond omte by saying

his/her own name andOEAT OT 1 AT T A Al OA5O8
correctly, the game continues. If the player does not do it quickly
enough, that player must move to the seatto the A £O0 | mfttied /
I AAAAOh AT A OEA OAOO 1T &£ OEA cei
spot) to fill in the seats. Game continues until group has learned
names well. Quicken the pace for appropriate challenge

7TEI T B O%l

OneplayerEO OEA O7EI I B Owi -AOOAO8S
i EAAT A 1T £ AEOAI A x E OECoddEude SQrpféaimi
tube or rolled up tube of newsprint, etc.) The rest of the group sits in a
circle with legs out toward center of circle (leaving enough room for
player OOAT AET ¢ ET 1T EAAI AQs8 4EA TAEAAU | &£ UEA CAI A
O%i - AOO Awibin theimiddeloleira. Someone starts off round by saying the name of a

i AT AAO T £ OEA cOi Obs8 4EA - AOOAO 1 OO0 O7EITI PO | E
the name of another member. The game goes on until the Master hits an indual before that individual

AAT OAU AT 1T OEAO O) Mofe®d® H Gahbhirepeat name that hagbéeh $ald A O

Ooi OT A Al OAAAUS8Q 7EAT OEA - AOOAO OOAAAAAOG ET OT7E
new Master. Quite crag...but loads of fun! Best if played following another name game, so individuals

have a sense of who each other is.
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Waiting Games for thé\ttempting Sage

These games are great when you have to keep your team in line or in close proximity whilaiting
(usually for the bus).

2 Grunts

In this activity, grunts are being passed around the circle. Any person can pass to anyone. The way a
grunt is passed is by making 2 grunts while your hands make certain motions. One the first grunt, your
hands aretogether are in aprayerlike position and they start out high above the head and come down
closer to you. One the second grunt, the hand® from the chest towards someone (pointing to them so
they know it is their turn next). Participants must make creatve sounds. No one ever gets ogtthey
should just laugh!!

3 Foot, 6 Foot, 9 Foot

Ask your group to start by secretly identifying a person in the group and move to a position that is 9 feet
from him or her. Allow time for your group to adjust positions. N&t, ask your group to secretly pick a
second person. While remaining 9 feet from the first person, ask them to move to a position that is 6 feet
from the second person. Finally, while keeping the first two distances, ask everyone to pick a third person
in the group and move to a position that is 3 feet from the third person. Allowing the group to struggle
and walk around in circles will prompt excellent topics for conversation. Round 1: Explain to your group
that they should do everything in secret, tryingnot to let their chosen people know who they are. Round

2: Ask your group to identify themselves to their 3, 6, and 9 foot people. Now by talking to their 3, 6, and
9 foot people, see if they can successfully move into the final configuration. At the esfdhis activity, ask

the group how the ability to talk changed the dynamic.

Alphabet Soup

This is a timed event. Begin by asking participants to secretly choose a letter from A to J. Allow a short
amount of time for them to choose. Have the participan&rrange themselves into small groups of like
1 AOOAOO8 4EA 180 xEOE OEA 1'180h "860 xEOE OEA "860
COil 6O OF AOOAT CA OEAI OA1 GAO AIl PEAAARAOCEAAI I haveET |
DAOOEAEDPAT OO OAEOA OEAEO EAT A0 AT A AAI1l 1060 OEAE
COoi Op AAI1 O 10O OEAEO 1 AOOGAO ET 0OO6OT 8 301 P OEI A
letters that nobody has chosen. Keemunds fast, moving quickly between them. As soon as your group
finishes a round, communicate their time and ask if they feel they could do it faster. Then, move right in
to having them secretly pick a new letter leaving no time for strategy. The taskfis your group to start
working together and communicating on a level other than speech. Groups should and will become
creative. They may decide that when secretly choosing a letter they all choose the same one, they could
COAAOI U OAA O A Agivedayihih@awayEdllofv §oursgiolipdo@ome up with their own

solutions.

Continental Divide

Have the team form a straight lineg shoulder to shoulder. Tell them that their shoes are fused to the
DAOOI 160 OEI A O OEAEO amete @anArhode frondp@itd to pgint B. ®E E O
anyone disconnects shoes, the team comes back to point A.

%OAOUAT AUGO ) O 4AC

Everybody is it! If you get tagged, sit down (or stand still). When everyone is sitting (or standing still),

play again. Variatbn: when you get tagged, remember who tagged you. When that person is tagged, you
are back in!
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Find the Thing

Everyone stands in a circle, shoulder to shoulder. One person stands in the middle with their eyes open.
Theleader walks around the outside othe circle and drops a small object (like a rock) into one persons
hands. The players irthe circle must pass the object around behind their backs, trying to concel from the
middle person who has the object. Theniddle person has three tries to pick out wio has the object.

Ghosts in the Graveyard

This is a great game for waiting in quiet places. All players lay on the floor in any position they choose.

%l OOOA AT 1T OCE OPAAA O OEAU Ai16060 OI OAE AAAE 1 OE
are ready, give a count to three. After the count, they must stay still and silent. If the chosen ciypéper
catches any movement, the player moving becomes the next cryieeper.

Go Tag

Have team lineup in a straight line. Every other person facingpposite directions. Choose an IT and a
person to be chased. The IT chases the chased around the line of people in either direction. The IT can

OOAAA,[@@ %@OEAA QAQOTQ‘E[ lEPAAAU,O[OAEETQAOEAE
asi OxEOAE AO AT U OEIi A Au Oi OAEET C OITATTA ET 1EI
GrabNBag‘ A ) . o ) o o o . o
91 6611 TAAA PAPAO AACO TakeSseverd aatdi@lidms fedvls| OnegFiedh, OE E

fur) and place one each in a paper bag. Have the group sitinircle and give each person a bag. They
must feel, not look at the items, take turns describing the items, and the group ctap to guess what it is.

Inside Outside

Standing in a circle, using both hands, pasdall to the right completely around the outside of the circle.
The ball should start and stop at the same place. Have them see how quickly they can do this. Time this
and let them practiceto improve their time. Then using the left hand only, have them ga the ball to the
left around the inside of the circleOnce the ball is at the start again it reverses directions (goes to the
right), is handled only by the right hand and stops at thbeginning. Again time this and let them practice.
Finally, combine loth parts above into one continuous activity and timet. Record the time and practice.

Is That All?

91 6611 TAAA O CAOEAO Ol i AHatehdhaPehsisit cbosledgé a&itaie.i U
Choose one natural item and give it to one of ¢hplayers. Theplayer must say something about the item,

then should pass it to the person next to them, who has to say something abtu item, etc. The

i AOAOOAOEI 10 AAT AA AAAOOAI h OOAEAAOEOAR tBIMAoDE A R
Al OA6O0 1T AOGAOOAOGEIT T 8

Line Ups

Have the team line up in order of age, birth month, alphabetical, height, shoe size, etc. Do this with or
without talking depending on the age level. Variations: number of siblings, thumb size, number of glasses
of water (or cups of caffeine) you drink per day, introversion / extraversion, how tired / alert you feel,
number of different countries you've visited. Give them a name of a holidgythey line up in order

holidays appear on calendar. Add other challengdike a blind fold for some teams. Sneak in some
History - give them important historical eventsz they line up in chronological order.

Pass It
0OAOOEAEDATI OO x1 OE Ol PAOO A Al AbbEIC_OI OT A AOI O
aclad O1 OEA 1T AgdO PAOOI 18 4EAO PAOOIT OOAAAEOAOGE O

pass the clap to the next person in the circle. Start slowly; if participants are way off, start again.
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Let the sound move continuously around the circle nuerous times to get the group into it, gaining speed
as they get the hang of it. Once participants establish a good rhythm, stop play and restart again with two
claps. Do this by introducing a second clap right after the first. Now participants must be yealert to

make it work. Ask your group to set a goal as to how many claps they can get around the circle and back
to where they started. Allow many opportunities for practice. Variation: Introduce to the group new

sounds and new rhythms. For example, alda snap or a foot stomp. Or, pass a high five around the circle.
You could also try passing motions and sounds. The variations are limitless.

Perfect Square

Perfect Square is a fastnoving game with a teambuilding twist. Your group must try to keep you athe
center of their perfect square. No matter where you move or how you turn, group members must remain
in the same orientation to you as when they started. Participants need to form four equal lines to create a
perfect square around you. Participants mst work to keep the perfect square intact no matter where or
how you move. Each line of the square is a team racing to be the first in position every time you change
positions or physically move. Lines must always be in the same order, location, and xiroity to you as
when they started. The line to your front must always be to your front, the line to your back to your back,
and left and right sides to your left and right. Each line of participants signals that they are in correct
position by holding upOEAE O EAT AOG OF CAOEAO Al A UAI 1T EI C OAIT A,
across the room, spinning in circles and trying to confuse the group. Variation: Introduce different shapes
into the exercise such as triangles, hexagons, trapezoids, asttler fun shapes.

Quick-Change Artist

Tell the team they will need to be keen observers. Have them close their eyes for 15 seconds while you
change one thing about yourself: your hair, sleeve, watch, etc. Tell them to open their eyes and guess
what you changed. Keep adding changes or let someone who observes the change be the ephiakge
artist.

Run & Scream

7EOE AOGAOUITA 1T ETAA Obp ET A OOOAECGCEO 1 ET A PEAE |
screams until they are out of breath. Ihas to be one continuous scream. That person catches their

breath and calls on another person. Use judgment about appropriate locations for this one.

Sit Down

All players stand up. The object of the game is to be the last person standing. It saysghiiike: Sit down
if your mom have pierced ears. Sit down if you changed your underwear this morning. Sit down if you
are wearing black. Sit down if you pick your nose. Players who sit down remain seated until the next

game.

Sounds

Have the group i quietly on the ground. Have all players close their eyes. Then, they listen. As the
players hear sounds, they can keep count on their fingers of how many, different sounds they hear. After
an appropriate time, theleader can end the activity. Possible flow up activities are to discuss and
describe all the different sounds, to explore therigin of certain sounds, or a poetry session.

Stand Still Tag

Everyone gathers in close. Throughout the game everyone must stand still. Tag someone and the game
begins. (Itis fun, but gets old pretty quick)

Triangle Tag
Arrange into teams of four (allow one or more teams to be five, to include everyone). Choose one person
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to be IT. The others link arms to form a triangle (or square). The Its from each team step back from the
OAAT O xEEI A AAAE OAAI O PEAEO OiI i ATTA O AA AEAOA
person. The triangle must not detach. If thegwson is tagged, he/she is the new IT.

Virtual Group Juggle

o0l AURAOO AOAAOGA A PAOOAOT ET OEA AEOAT A AU bl ET OE
around to everyone and then back to the person who started it. You can monitor this by haviegeryone

raise his or her right hand in the air, and bring it down, pointing at the next person in the pattern. Spend

time mastering this pattern. Create a new and different pattern, passing the name of a fruit or vegetable.

For example, aplayerwouldp ET O 01 A DPAOOIT 1T OEAO OEAT OEA PAO
AT A OAU OADPDPI AA6! CAET h OEAU |1 OO0 AOAAOA OEA DPAOGO
time, monitor the pattern just as before, but with the left hand. Nowry both patterns at once and see if

they both make it back to the person who started it.

What are you doing?

ol AUAOO &I oi A 17117¢ TETA8 01l AUAO OOAOOO T EIETC A
player answers something that does NOT resemble what he's actually doing. E.qg. if player 1 is cutting
someone’s hair, when asked what he's doing haght say "I'm reading the newspaper."” First player

moves away, and the second player starts miming the activity stated by the previous player. A third

player comes up to player 2, asks what he is doing, and so on. Play until everyone has mimed something,
and has answered the question. Variation: You can also play this at super high speed, with 2 players. We
mean supersuper high speed. As soon as one of the players says ummm, hesitates, or uses an offer that
was used before in that session, that player ieplaced. Great for warmup and energy!
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Low Threat Games & Activities
for the StormingSage

20 Questions

The teacher selects an object in the room (such as the pencil sharpener), and the children try to

determine what the objectis by asking questii O xEEAE AAT AA AT OxAOAA xEO
children have 20 questions to determine what the object is. A variation on this game is for the teacher to
place an object in a can with a lid (e.g., during a unit on pets, the teacher might place a dmgelin the

AAT Q8 4EA AEEI AOAT EAOA OxAl OU OUAOS6 Hdpfudip:i 6 NOA
Depending on the age of the children, it is a good idea for the teacher to strategically intersperse enough
hints to help keep the children on track!

99 Red Balloons
%AAE DAOOIT ET OEA OAAI AlT xO ObP Al A hétEabnd workeE A
together to keep all of the balloons up in the air. You can add in a balloon or more as an added challenge.

AhSoKoh

Each word has a motion. Ah is a stiff hand at chest level with either hand (right hand with fingers pointing
left and left hand with fingers pointing right). So is a stiff hand at forehead level (almost like a salute).
Koh is both handgogether with arms extended straight in front of you. These words must always be said
in order: AhSoKoh AhSoKohetc. The purpose is to keegoing quicker and quicker. If you make a

mistake (wrong hand motion or wrong word), youare out and must be a distraction around the circle.

91 0 OO0AU ET EZ£ Ui O A1 OEA A 111xETCd /TA DPAOOII
4AEA TA@O PAOOI T OI rhwhdik Beingpbibted @dy tide firges obtiieherddiwho
OAEA OB@@@I4E@AUE I ¢ 0316 AAT OOA AEOEAO EAT A xEO
pointing to must make thei T OET 1T AT A OAU O+1 Ed xEEI A DIiThdpérsoh ¢ C
being pointed to can either acceptth®+ 1 E6 AU 11 OET ¢ 11 xEOE OEA O! Ebd
O+1 E6 AU OAUEIC O.16 ﬁ?'o ht Avithaints @wdrds the\per€ol who Aidt geat thé © O
O+1T E806 )& OEAU EOCAEDDOOh OGEAR mMDATIOD! IBHO A CAREA®BO | £
All Birds Fly

One child is chosen to be "It". Standing in front of the team, It says "All Birds Fly". It then names ten
things and says they fly. For example, Humming birds fly. Airplanes fly. Monkdlys Teachers fly.
Bananas fly. It flaps his/her arms every time it says something flies. Whenever It names something that
is a bird, all the children must flap his/her arms. The object is to catch anyone flapping his/her arms
whenever It says somethmg that isn't a bird. Whenever someone is caught, they are out for the rest of the
game. When only one child remains in or after-8 minutes, a new it is chosen and the children who are
out can play again.

Animal Rhythm
The children establish the rhythm by slapping legs twice, then snapping fingers twice. After the rhythm
has been established, the game leader makes an animal sound on the snaps and the children name the
AT EI Al OEAO 1 AEAO OEA OPAAEEAEAA Ol O1 Awiixih 60 ON OARE
NOAAEHDBxOd AROAS
Variation: The game can also be played using math facts, states and capitals, etc.
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Animal Freeze

Have the children act out (with no sounds!) the movements of a specified animal until the teacher says,
O&OAAWAEAED '® ET Oh OEA AEEI AOAT OO0i B OEAEO 11 OAI Al
teacher specifies the next animal. Make sure to leave plenty of space for hopping frogs and slithering
snakes! The following are some animals that work well withHis activity: elephant; frog; snake; seal;

donkey; eagle; caterpillar; turtle; rabbit.

Bat and Moth

Have the group form a circle. Choose one player to be the bat and 3 to be moths. Have them come to the
center of the circle and blindfold the bat. The batas to catch one of the moths. To find a moth, the bat
UAT T O7TEGAROD&ES AAO UAIT T Oh OEA 11 O0EO OAOPITA xEOE
must keep the bat and moth irthe boundaries, without making any noiseVariations: Have onlyone

moth. Blindfold the moth and give both the bat and moth a canister with pebbles in it to act ssund

waves. Instead of yelling, shake the canisters to catch the moth.

Bite the Bag

Players sit in a circle with a brown paper bag in the center. Indidually, players approach the bag and
without using their hands, pick up the bag with their teeth, without bending their knees. After each turn,
cut part of the bag off at the top. Children try again at this height. Continue process of cutting and biting
until it becomes impossible.

Blind Square

In a safe environment (large open carpeted room with no obstacles, or perhaps a flat grassy outdoor
space) blindfold the entire group, and allow them to search as a group and find a nearby piece of rope
(about 100 feet long). After finding the rope, instruct the group that their goal, while still blindfolded, is
to create a perfect square with the rope. You might continue and remind the group that a square
geometrically consists of a closed shape with four e@lilength sides, and four 98degree corners.
Participants are allowed to slide along the length of the rope, but cannot let go, change sides, or move
around another participant.

This simple to explain but extremely difficult and time consuming to complet activity works best with a
group ofaboutalGpv PAOOEAEDAT 008 91 O AAT AET T OA O1 EIT OF
assist them in the completion of their task, and then to share their observations when the group has

finished. The stoming stage of this activity will be very obvious.

Communication breakdowns, leadership abilities, directions, power issues and resource constraints all
contribute to team member frustration and often make what appears to be a simple task infinitely more
difficult. If establishing realistic scheduling goals is appropriate for this project team, then ask them to
AOOEI AGA A OOCEI A OEI1T AiipPIiAOGEITS8 £ O AOAAOGEI ¢ O
performance standards is realistic, lhen ask them to establish (while blindfolded), the performance

criteria on how they will measure the outcome of this rope square project.. If team members are likely to
encounter limitations in technology, wrong or misleading information, or confusion dting their project

work, consider tying one end of the rope permanently to a tree, fence, car or other namoving object. Or

tie a knot or two in the rope (but not at a distance that is likely to correspond with a corner). After the

group has reachedthéd T A j T T OEAAh ) AEAT 60 OAU OAiT I bl AOAAS (
Was the time estimate reasonable given the task? What was most of the time spent doing? What was
OEA OAOAAEOEOI OCES DI ET O EI hégoliplequallk éngagdd b the activity7Z A O
$EA OITT A T AT AAROO T £ OEA CcOI O EAOA 11T OA OPI xAOSB
shape blindfolded, do you think you could be more efficient? Quicker? Accurate? This stage of group
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formation is called the Storming stage. What types of team behaviors did you notice during this activity
that tells you the group was storming? What skills do you have now that you can use at camp when tasks
become frustrating or difficult?

Blob
Set up playingboundaries and choose one player. Begin a normal game of tag. When a play_er is tagged,
they AOA 11T O OEOhoe OEAU AAAT T A PAOO T &# OEA O"11 Aho

must cooperate tochase down and tag other people, who beawe part of the Blob. Only the people at the

ends are allowed to tag. The Blomust not break apart!

Variations: AddOnTag3 OAOO xEOE OEA CcOi O0b EIT 1 AEI C EATAO xEO
another pair. If tagged, they join the first pairand the four of them run off to catch another pair until the

whole group is joined.

Body Talk
Show how you can usqyour body to say: o A A A
p 38 O) Ol Oouh ) AEAT 80 1 AAT O1 Al EOS8O

¢ 8 0) AEAloo AT EOA®G
o8 O7TEAO AEA Ui 6 OAUe

T8 O(1T T OAUA®

O

v 38 O3HANAS 11 U

08 O) AT 180 ETI xAb

X 8 o#1 i A EAOAR NOEAEA®G
P8 O'1T 1T A EI AAS

The Can Pass

91 061 Iwo dadsrbuckets and something to put in the canBarticipants for a circle, sit on the
ground or floor. Pass one can clockwise around the circle with thefieet. They pass the other can
counterclockwise around the circle in the same manner. When the group is able to pass the cans all
around without dropping them, they may try it with water or marbles and the extra chalenge of not
spilling the cans. Thdlifficulty will come when the two cans meet along the circle.

#AOAE OEA $OACIT60 4AEI

Have everyone line up, one behind the other. Now have everyone put their arms around the waist of the
personin front of them. The last person in line (the tail) tucks the hankkrchief in their pocket or belt. On

your signal, theAOACI 1 6 0 EAAA | OEA EAEOOO PAOOIT ET 1T ETAQ |
you have 16 to 20 people,ty AEET ¢ Ox1 AOACIi 1O xEI AOA \a@tbBast ¢ OI
To play multiple rounds, rotate the front person to the back and mover everyone up after each round.

Caterpillar

Have all the players stand in a line, then have them wrap their arms around the waist of the person in
frontof OEAT 8 4EEO EO hsAcodbdrddefopdfitrin tagkOyou adstgithem. Example: go
up the hill, around thetree, then come back to me without breaking apar/ariations: Be creative in the
tasks!

Cheap Pass

Equipment: 2 medium to large plastic (soft) ball©bjective: Cooperatn with fun.

Procedure: Have the participants partner up. Once in pairs have them face each other so that all pairs
together form 2 lines(parallel). Next, have everyone sit down (still facing their partner) and lay on their

back with the bottom of their feettouching the bottom of their partners feet. When laying down and

touching feet, their feet and legs need to be in the air @A OOT AOO AAT 8O0 AA OI 1T A«
set, the facilitator starts one ball on once end and the group must pass the
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ball to the other end and back without the ball hitting the floor. If the ball touches the floor, the group
starts over.Variations: For added challenge, start one ball on each end. The goal here is for both balls to
reach the opposite end. Théricky part is when the 2 balls meet in the middle.

Safety Notes: No major safety issues on this one.

Copperhead

91 O61 1 hin skip dt paper d cloth. Start with a snake in the middle. The snake has a thin strip of
paper or cloth. The leader chooses a hunterhv attempts to try and touch the back of thed 1 A Ehéck O
without the snake touching the hunter with the paper/cloth. If thehunter is successful, he takes the place
of the snake. If not, the snake remains the snake. So, the goal is to remain the shakas long as
possible.Variations: The Setupstory could be that the person in the middle is the Sleeping Miser and the
rest of the group arethieves. The miser sits with eyes closed in the middle. A treasure sits in front of the
miser. The thieves attempto sneakup on him and steal the treasure. If the miser hears one of the
OEEAOAOR EA AAT DI ET O EIT ik Ahe Dief BrdstESin tdiitteGtAMOET 1 8
point.

Corner Grocery Store

The game leader initiates the activity byselecting a food item typically found in a grocery store. He/She
OEAT ET EOEAOAO OEA CAi A AU OAUEIT Ch O)1 OEA AT O7TA
EOeo ! £#0AO0 OEA AEEI AOAT 1 AEA Oxi 1T O0O0APOADA OOAOBA
This progression continues until the children determine what the object is (i.e., a sour pickle).

# OAUU &T Ai (AEO $1660
Players sit in a chair while another player stands behind customer, squirts shaving cream on the
AOOOIT ieAdabd@redtes a crazy hair do. Take pictures!

Create a Camel

The leader gives them a unique animal. The first player assumes a position as the head or body of the
animal. Other players then take other positionsarms,legs, humps, horns, etc. The headay even create
the animal noise.

Crows & Cranes

Form two teams. One team is designated crows and the other is designated cranes. Each team lines up
on either side of the activity area. On "Go Crows!" or "Go Cranes!" the crows must run to the crands si
of the activity area and the cranes must run to the crows side of the area. If the leader called "Go
Cranes!", the object is for the cranes to tag the crows making them become cranes, and visa versa. The
game ends while the game is still exciting. Ene is no looser.

Detective

Brink those storming kids together. Everyone sits in a circle. Someone is chosen to be the detective. The
detective turns away from the team while the team chooses a leader. The team does whatever the leader
is doing. Whenthe detective turns around he/she tries to determine who the leader is.

Do What | Say, If What | Say Is True

The game leader makes a statement that is either true or false. If the statement is true, the children
perform an action which is specified by thegame leader. If the statement is false, the children do not
PAOA&AI Ofi OEA OPAAEZEAA AAOQEIT T 8 %Al bl Ad O) £ OxI
xI 01 A Al Ab OEAEO EAT A0 OxEAAQ8 O) £ A MNekwoeldiot EO
raise their hands).
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Elbow Tag

Stand in pairs hooked at the elbows, and spread out randomly in an open space. Two people start out, one
chasing the other. When either the chaser or chasee becomes tired he may hook onto one of the pairs of
people. At thispoint, the person on the other end (the third person) must detach and assume the role of

the person who just hooked onwhether chaser or chasee). When the person being chased is tagged the
roles are reversed and chasee becomes chaserg@od adaptation to this game is to have the chasee

mimic any movement (no matter how silly) the chaser makes!!

Evolution/Morph

This is a fun game that can be played with an unlimited number of players. Everyone begins their life in
this game as an eggThey roam around the room with their arms raised above their heads in an egg
shaped loop to signify that they are an egg. They find someone to play ROCK, PAPER, SCISSORS with.
Almost everyone knows how to play this game, but a quick review and consensusthe rules might be in
order before beginning. The winner of this game becomes a chicken and the looser remains an egg. The
chickens put their hands under their armpits to make chicken wings and chicken walk around the room

to find another chicken or eyg to play another game of ROCK, PAPER, SCISSORS with. Any winning
chickens evolve into dinosaurs, signified by holding their tiny 9Rex arms out in front of them, making
dinosaur sounds and walking around the room like a dinosaur. Any loosing chickenswblve back into
Accos -TOA OTAiETC ATA AT T OEAO OIOTA T £ 2/ #+h 0
into superheros (arm out and flying around the room like superman). Once someone evolves into a
superhero, they cannot devolveg once a supehero, always a superhero. Everyone else evolves and
devolves based on the ROCK, PAPER, SCISSORS outcome. Stop the game when it is still fun!

Fly Swatter

Needed: A fly swatter, shaving cream, and a blindfold. This game is similar to pin the tail on doskey.

It is best played outside. Squirt out a dollop of shaving cream on the wall. Give the first child a fly swatter
and blindfold her. Spin her around three times and let her try to swat the shaving cream dollop with the
fly swatter.

Get the Point

Everyone stands in a circle and holds out their left hand, palm up. Then they put the index finger of their
rigt EAT A ET OEA DPAIIT T &£ OEA PAOOGIT Ol OEAEO OECEOS
without getting their finger caught.

Geiger Counter

Choose one child to be "It". The rest are the Geiger Counter. It must leave the room. Then select any
object to be radioactive. Hide the object anywhere in the activity area. When It is instructed to return to
the room, the children who male up the Geiger Counter begin making a ticking sound. The closer It is to
the radioactive object the louder and more often the Geiger Counter should tick. This continues until the
object is found.

Ghosts in the Graveyard

This is a great game for unwindig and resting. All players lay on the floor in any position they choose.

%l OOOA AT 1 OCE OPAAA O OEAU AiT180 O1 OAE AAAE 1 OE
are ready, give a count to three. After the count, they must stay still asdent. If the chosen cryptkeeper
catches any movement, the player moving becomes the next crylteper.

Giants Wizards Elves
Two teams line up and face each other. The two groups will then huddle up secretly and decide if they
will be giants, wizardsor elves. Giants beat the wizards, wizards beat the elves, and elves beat the giants.
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When a decision isnade the teams return to face one another and they all yell out which creature they
are and they must also display the sigfor the character they chose. Giants are arms straight out above
the head and standing on tip toes, wizards are arngraight out in front of the body in a swaying motion
and one foot in front of the other leg stance, and elves are hands on the

head making ears with two fingers andgquatting down. The team displaying the dominant sign chases
the members of theother team and tries to tag them before they reach their predetermined back line
boundary and are safe. If a person tagged, they become part of the other team.

Happy Handful Relay

Form two teams of 10 players each. Collect 10 items, 2 of each items. Make items as novel as possible.
Some ideas are: balls, orange cones, books, dice, hats, toys, etc. Stack one of each item into two stacks on
two chairs on one side of the 1 T | 8 , ETA OAAI O 6P OOAI AU OOUI Ao 1
the first person in each team runs and grabs one item from the chair, brings it back and hands it to the

next person in line. That person takes the item and runs and grabs an adalital item from the chair,

brings both items back to the next person in line. This continues as each person must carry an additional
item. If a player drops an item(s), he must place the item(s) back on the chair. Game continues until all
items are cariied back to the team by one person.

Hinky -Pinky

What is a HINK PINK (rhyming onesyllable words) for a chubby kitty?
ANSWER: A fat cat!

What is a HINKY PINKY (rhyming twesyllable words) for someone who bangs nails?
ANSWER: A hammer slammer!

1.7EA0860 A EETE PEITE &£ O OEA T EA 11T A Oi AA AT 001 A
2. An imitation small horse- a hinky pinky.

3. What stinging insects kneel with a hink pink.

T8 7TEAO080 A EETE PETE A O A ATATA Aii11T OAA AOATE
5. Jam made for rubbing on stomachsa hinky pinky.

6. A hink pink for trousers of little insects that like picnics.

7. A home for small rodents a hink pink.

Answers: 1. apoptop 2.aphonypony 3.beesknees 4.abrowngown 5. belly jelly

p8 AT OO0 DPAT OO X 8 phsonmelof@addowt T OOA8. 1T x | AEA O
O)dil1l "EOA 910 4EA '1O0xA0Oh 91 0 "EOA - A 4EA 10A00
o1l AUAA T EEA OEA CAIi A OEi x O*Ai PAOAUBS 4EA CAI A |
determine possible appropriate questions which might eI|C|t the response. Examplgs 0) 1 A 1 ET O
ATT1T80 OEETE O186 09 AOAS®G O)1T OEA OOAOE AAT 80

In or Out

The game leader (teacher) thinks of a specific category related to a topic the students are studying. For
example, if the students are learning about animals, the category mightA OAT El A1 O xEOE A
OOADPOEI AGS 10 OATEIAIO OEAO 1EOA EI xAOAO8s )&

OOOAOAO xAOO T &£ OEA -EOOEOOEDPDPE 2EOA06 T 0O OOOAOA
puts the following format on the board:

IN ouT
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Object of the game is for the children to guess the category the teacher has in mind.

The teacher calls on a student to name an animal (if that is the topic being used) and writes the name in
OEA O)16 Ai10iI1T EZ£ EO EZEOO ET OEA POI PAO AAOGACI O
TAi A ET OEA O/ 006 Ail Oils8 I FOAO AO T AAOGO TT1TA xIi
guess what the category is. If the guessnot correct, the students name another animal and the teacher
writes the name in the proper column. After each animal listed, the students have one more guess what

the category is. If the class can determine the category before ten words are listéagy are the
OxETTAOO86 )y £ OAT TAIT AO AOA 1 EOCOAA AAZEI OA OEA O

In the Freezer

Divide players evenly into two teams. Divide room in half by placing cones or a rope down the middle.

Place about Srash cans or tubs around each half of the room (the goals). Give each team about 20 rolled
socks or playlandOUBDA AAl 1 08 /T O0'/hd Pl AUAOO 60U O OI O¢
defend their goals with their hands, but cannot standni front of goals. After a time, count the balls in the

goals to determine who won.

Look Up, Look Down

4EA OAAI OOAT A0 ET A AEOAI As %OAOUITTA TTTEO AT x
person in the team. If that person is staring backt them, both people stick out their tongues or make
another silly face at each other.

Marbled Paper

Fill a shallow pan or container with liquid starch. Fill another container with water. Using acrylic paint,
squeeze a few drops of different colors intthe starch. With a craft stick, swirl the paint a little bit to
make a marblelike design. Lay a piece of construction paper on top, soaking up the paint. Immediately
lift up the paper and rinse it off in the water. Let dry. If not rinsed thoroughlypaper will curl when

drying.

Marionette (a pantomiming activity)

#EEI AOAT PAOA&E Oi OEA AAOCEIT O AO OEA Oi AOET 1T AOOA
all puppets on strings. Someone is pulling the strings that are tied to your handsp, up, up go your

hands! Now the string that is attached to the top of your head is being jiggled up and down. Now the
puppet master is swinging the whole puppet from side to side, slowly, back and forth. And now the
puppet master is sl-o-w-l-y letiif ¢ A1 1 OEA OOOET CO CciI 1171 O6AAS

The Missing Link

\ This consensus building and group problem solving activity is designed to
assist groups in building life skills. The goal is for the group to decide if the
two Raccoon Circles are linked or connectelike links of a chain), or
unlinked, without touching them.

Mr & Mrs Wright

Give every player something they may keepa prize or trinket. Players sit in a circle while you read the
following story. Every time they hear the words right, Wright, or wrie, they pass the items to the right.
When they hear the word left, they pass the items to the left. Pause slightly after you say a word that
requires passing. At the end, everyone keeps what he or she has.
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Mr. and Mrs WRIGHT live on the LEFT side®f) ' ( 4 x AU 3 0OO0OAAOS8 AEA 72)' (456
white trim (the work white may cause confusion and laughter). They have lived there a long time, ever

OET AA OEAU , &4 . Ax |/ Ol AAT Oh xEEAE OEAU , &4 OIi
One day, Mr. WRIGHT asked Mrs. WRIGHT if they had any coffee LEFT.

O.1Tho OAEA -008 72)' (48 O7A EAOA 11 Al £EEAR | %&4
, %&453 OEOOAOO xEI , &4 7EEOA 01 AET O OI CAO O1TiA

So Mr. WRIGHT said heould do to the store RIGHT away, and he LEFT the house. He LEFT at four
IT6A1TTAE OI ci 2)' (4 O OEA OO1I OA OEAO Ol A Al EAEA
right. He walked down another block and turned to the LEFT. Then he caneeet stoplight, and went

RIGHT into the store that was on the LEFT side of the street. Mr. WRIGHT asked the clerk where the
coffee was.

02)' (4 1 OAO OEAOA 11 OEA , w&4ho OAEA OEA Al AOES

Mr. WRIGHT looked at all the different kinds of coffee.

O(iI T 1T hoAEGBI OAEI OAl A£8 0) xITAAO xEEAE EO OEA 2)' |
looked to the RIGHT and he looked to the LEFT. He saw many, many kinds of coffee. One coffee was
AAT 1T AA O" O0Ax 2)' (406 AT A EA AAAE AnlyAvo édns LERT (b0 1@ EodkO 8
them both. He went to the cashier to pay for his Brew RIGHT coffee, but alas, he discovered that he could
not find enough money. He looked in his LEFT pocket and he looked in his RIGHT pocket. He found some
money, but he dd not have enough to buy both cans of coffee. He took one can RIGHT back and put it

back on the shelf on the LEFT side, which was RIGHT where he got it. Then he paid for his one can that he
had LEFT, and he LEFT the store. He walked home, turning to tHeFT, then the RIGHT, then LEFT again.

O(AlT1Th -008 72)' (4h6 EA OAEA xEAT EA Cci O EiilAS

2)' (4 AAAE &EOI i OEA OO1T OA AAAAOOA ) AEAT 680 EAOA

absolutelyni 1T T AU |, %&4806

0) O OEAO 2)' (4e06 OAEA -008 72)' (48 O07Aiih UIO A
O OEA AATE 2)' (4 AxAU AT A CAO IiTOA 11T1TAU OET AA

O3EO 2)' (4 AixTh ATA ) xEil IAddBHedi®@O A AdD i £ " OA

Musical Costumes

Collect a variety of costume parts (from dramatic play dresap clothes), and put in trash bag. Players sit
in circle around the costumes. Start music and pass bag around circle. When music stops, the player
holding the bag reaches in, pulls out the first article he grabs, and puts it on. Start music again and
continue until all items in bag are gone. Silly and fun.

Nervous Breakdown

Players stand in a circle with their hands behind their backs. One person (staringbdOE OEA AAOI
and stands in the middle with an easily catchable ball. IT tosses the ball (underhand) to individuals in the
circle. If the person catching the ball misses it, he must sit down (remaining in the circle). It may also

O £A E A ihdDidual bydptetending to toss the ball. If the person catching the ball moves his hands
AOiI I AAEETA EEO AAAE O AAOAE OEA AAIl OEAO xAOi
ball or the last person standing gets to be IT for the ¢ game.
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Not Knots

I OAT T AT A6 EO AT 1 OOOOAOAA | OAA AgAi 1 AO6q AT A OEA
whether this doodle will create a KNOT or NOT A KNOT, when the ends of the Ly _}
webbing are pulled. W

Numbered Chairs

Line up as many chairs as there anglayers, in a row one chair facing the back of another. Tape a number
on the back of each chair, starting with number 2. When players are all seated, the child in the first chair
yells out a number between 2 and the number of players. The person whosenmber is called must call

out another number within 5 seconds. If he fails to do so, or calls out a number that is not included, he
moves to the last chair, and everyone else moves up a chair.

Octopus

Choose one player to be the Octopus. Make two boumgédines in your open space about 20 yards apart.
The lines are the land and the area in between is the ocean. The rest of the players stand on one
shoreline. When the Octopus calls "Octopus" swimmers swim across the ocean trying not to be caught by
the octopus. Swimmers that are tagged must become part of the octopus on the next round. The last
swimmer to be caught is the next octopus.

Poop Deck

Clearly mark off three sections of the activity area with chalk or tape boundaries. Label one area the

Poop Deck, one the Quarter Deck and the other the Main Deck. Choose someone to be "It" Have the rest
of the children go onto the Poop Deck. When It calls out the name of one of the decks (even the name of
the deck that they are already standing in) theest of the children must run to that deck. When It catches
children running into a deck that he didn't call or running out of a deck that he did call, they are out. The
game is over when all but one child is eliminated.

Pop Stop

All players tie a blownup balloon to their ankle with string. The balloon should be 3 inches away from

their ankle z long enough for the balloon to touch the ground and not hang in the air. All children should
OEO 11 OEA mIT1T0 O1 OEI AOCAGW TANOADUG 1TARE AL TAN 14080
stomp on and pop the other balloons, while trying to prevent their own balloons from being popped.

Once a balloon pops, that child is out. The last one with the balloon wins.

Progression

Stand in the middle of thegroup and have, or memorize, a list of activities for them to perform in

sequence& T O A@AI bl Aq 3EAEA EAT AO xEOE OI i ATTA 11 OEA
shake hands with someoneo® EA T OEAO OEAA 1T £ AEOAIlokhowddvEbu AOT O
AT AO6s 2APAAO OET OAanctheQEcAT AAA AT T OEAOh AT A

Rhythm Hunter

Instruct the group to form a circle, allowing plenty of space for each person to move around. Select a

011 61 OAAO O1 AA OEA OOE UOE ¢ to theniddld dd Bedcircle, clOde théreye® D
AT A AT OAO OEAEO AAOOS 3A1T AAO A OOEUOEI 1 AAAAOG
COil Op EIi T AAEAGAT U A 111 x08 (AOGA OEA OOEUOEI EOI
4EA EOI OAOGO EI A EO O AAOAAEOI T U xAOAE OEA ¢O1 ObD
change the rhythm as many times as he or she can, without being detected by the rhythm hunter. The
hunter has three chances to correctly identify théeader. When the hunter correctly finds the leader, or

uses all three guesses, ask for another rhythm hunter and rhythm leader, and play again.
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Room Weaving

EOA AAAE AEEIA A OIAI1l AAIl | /& UAOI B - AllohA A 1 A
OOAAT A T AEAAO ET OEA OI1T1 8 4EAU OxAAOASG EIT AT A
web effect.

Sell-Out

This is a dodge ball type game without teams. Use a medium sized foam, low density, low bounce (SAFE)
ball. The game stds with all players standing. One player tosses the ball in the air. The player who
catches it goes first. Whoever has the ball may take three steps before throwing the ball in an attempt to

hit an opponent below the waist. After three steps are takerthe thrower may pivot on one foot, but may

not take any more steps. The thrower has five seconds to throw the ball. If someone is hit below the

waist he must sit down. If someone is hit above the waist, the thrower sits down. If the ball is caughtg t
OEOI xAO 1 OO0 OEO Al x1 8 3EOOET ¢ PATBIA T AU OOAT A
down. Sitting people may pass the ball to standing people, but may not move from where they are seated.

Shape Up!
Using a Raccoon Circle, with all member of the group holding on, form the following letters, numbers and

shapes as quickly as possibl&, B, C ... 1,2, 3 & e ié j

Shooters Delight

Procedure: 2 or 3 people stand back to back to each other while the rest of t®@up stands around them
ET A diaméter airde. Each person in the outer circle has Id@bjects. On a signal from the director
the outer group throws their objects toward the waiting targets. The object is to see how many objects
the inner circle cancatch. This is not as easy asmay sound. See who is able to catch the most objects.
Because it is actually very hard and the fun is in the relatiiailure to catch manyz down play success
and competition.

Sing Down

Teams are created of anywhere from three to ten in a group. The leader will give the groups a word (i.e.
love, boy, dance, etc.), and give the teams one minute to think of as many songs as they can with that
word in it. Once the minute has passed, onertabegins by singing a part of a song with that word in it.

All team members must sing it. The other team then responds. NO SONGS MAY BE REPEATED. The
group who has the most songs, wins. The process then can be repeated with another word.

Simon Says(With Visual Miscue)

ol AUAA T EEA 3EIiTT 3AUOh AOO OEA CAI
3AUO PTET O OI Ui 60O AAO6 xEEI A bl EIT
spoken word rather thanbeing overly influenced by visual stimuli.
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Skitzbombmania

Each players has a page (or part of a page) of a Paint with Water activity sheet taped to their back. Each
bl AUAO EAO A ONOEOO AT OO0I As /' T O' / hahiddriwkie AEEIT A
protecting their own page. Once the page is fully covered, the player is out. Variation: this game can also
be played with Alka Seltzer tablets worn on a string around their necks. When the effervescent tablet

dissolves and falls off tle string the player is out.

Speed Rabbit

Get in a circle choose an IT in the middle. That person goes to a person in the circle and says either
rabbit, model, or elephant. If rabbit is said, the person that it is said to puts up rabbit ears on his/her
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head and the people on either side thumps one of their feet. If model is said, the person that it is said to
strikes a pose, while the people on either side takes imaginary photographs. If elephant is said, the
person it is said to raises his/her armtrunk and trumpets, while the people on either side make big
elephant ears with their arms. If the person in the middle or the people on either side mess gghat

person is the next IT.Variations: Moosezil EAAT A | AEAO A 11 OA SAdrkAmidiiEe A A O

i AEAO EAxO Al AFIgHE ditdn@antQEE A A 1EA ABOOO 11 1T @UCAT 1 AOGE
OstrichyOEAAO ET 1T A EATAO O 1 AEA O Lbwgmiddekolds EaAda with B OO0
thumbs pointing down and sides pull thumbsD1T O E 1 El8llozQiliek hod hands around middle
PDAOOIT AT A T EAAT A OEAEAO ®dlerEdagierzmiddedhbldsfacebhchviith A h

hands (as if in heavy Gforcesind sides make roller coaster motionsk E OE  Pa&lrh Fxe@Z middle
holds out arms like palm fronds and sides make coconuts.

Stand Up
Have the team sit in a circle and join hands. Have the team attempt to stamgl all together.

Stress Balls
Each participant gets one balloon, a piece of paper for a funnel, and a ofifpaking soda. Fill balloon with
baking soda. Tie balloon making sure all air is out. Squeeze!

Strike a Pose
Form a circle. Have everyone choose another person in the circle secretly. Everyone closes their eyes

z A N s s

AT A OOOEEAO A Dl (pess theif dyes &nd behirds toAnind the pefsdh they chose.
Watch as the whole team morphs into the same pose.

Texas Bigfoot

Have the team join hands in a circle. Ask them to take one giant step towards the middle of the circle.
Then another. How manysteps can they take and remain in tact?

AEAEO 'ET 60 .1 &IEAO /1 -AA

This activity requires a single straight line. With half of the group on one side of the line and standing
about 6 feet (2 meters) behind the line, and the other half of the team on tle¢her side, the scene is set
Al O A TTTATO T £ AT EIEAO j1T £ 0006 008 OOEAI 6Q8
but it is excellent for setting the stage to talk about conflict, negotiation and win/win, win/lose, and
lose/lose scenarios.

"ACET AU EAOEiIC¢c 11T A OEAA OAUh O4EAOA AET 860 11 £
uré j T ETO O1T A TEO 11 OEA 1T OEAO OEAAQh AOO OEAO
towards the line (with justthA OECEO Ai T 01 0 1T £ AOOEOOAAQS 4EA 1
iIT i Ah OEAOA AET 60 11 @mEAO 11 1 Ah OEAOA T ECEO A
TT mEAO T1T 1T AAdR AT A OAE Adile vow @gedidwittOrivice Ao dttitudeOand |
moves to the line, followed by the second side repeating their lines, and stepping face to face with the

other side.

4EA EAAE]I EOAOT O T1Tx OAUOh OUI O EAOA o OAAUrdidA@ OI
OEA 1 ETAS8 "1 Ao

Typically, this phrasing results in a rather quick tug of war between partners, and usually a physical

solution (for one person at least) to the challenge. This provides an

excellent opportunity to open the doorfor discussion on conflict, Q Q

challenges, attitude, negotiation, and how to resolve differences between

DAl p1 A8 &1 O AgAipl Ah Ui &6 AAT AOEh
win/lose scenario, where one member obtained what they wanted (getting
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theirparOT AO O1 OEAEO OEAAQh AOO OEA 1T OEAO 1 Ai AAO AE/
AT OE 1T AT AAOO O00600Ccci AAnh AOO TAEOEAO TTA T AOAET AA
07A0A OEAOA AT U OAAI O OEAO AAEEAOAA A ABDgESEI ODE
it about our corporate culture that so many members of our team end up in win/lose or lose/lose

OAAT AOET Oh OAOEAO OEAT A xEITxEIl Oi1OOEITebd O(1

OAOT 6O OEA 1 ET A&firsQtnG A IED fo avoickaBmvnbsetbQoséldse scenario?

This is a duck

The team should stand in a circle. The first person turns to their right extending to the person on their
OEGCEO !'. 9 TAEAAO AT A OAUOh OUEEDPAEGOO A APAE&ZBOOQE
AOAE86 4EA OAATTA PAOCOIT OADPAAOOR O! xEAOed 4EA
OAbpl EAOh O/ E A AOAEAS6 AT A OAEAOC OEA T AEAAO8 4EA
extending the objectz OAUET Ch O4 EEO E Quntilit ghd3 AllEag@und the circle. AFur@y in 1 1
person!

Toe Tag

(AGA PAT PI A PAEO OPb AT A EIT A OEAEO PAOOT AO AU OE
foot 3 times while protecting their own feet from being touched . . . the game quickly becomes a fast
paced, foot stompingactivity!

Wa

I OT OT A 1 AOGOO O1 6Ei OEAOA EO A xET1AO0O8 41 AACEI]
leaderAT x O AT A OAOOOT O OE pdickshireloBianinals.He makds e mhofiok 4uicikdy

AT A UAI%®A @TriAiske A1 OA 1 60O ET OOAT 01 U CEOA OEA 11 OF
People get out by being too slowr by making the same motion as the leader. You continue the game b
moving left from the leader. Whoever is to the lefof the leader makes a motion and everyone responds,

and so on. The last person left wins that round. You can playmasny rounds as you like.

The four animals and motions areBear (hands in fist, elbows bent, hands by waist)Fireball

(hands making the shape of a ball with arms straight in front of youPragon (hands up by ears, palms

pointing forward) ; Snake(right elbow sitting on left hand with right hand making a snake head)

Whiz Bang

Get team intoa circle. Get a ball or any object to pass around in a cireleall it an energy orb. The orb is
DAOOAA EI AT U AEOAAOGETT AU EAIAEIC EO Ol OEA 1Ag
AEOAAOEIT O OEl EO EO O"tdtdkeiA d théhAvhizaes ofiln the Adpdsife x E |
AEOAAOQOEI T 8 )y O AAT A1 O AA O6AOT T i1 6AA AAOI 6O OEA
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Chicken Games for the
Attempting-StormingStage

Chicken A La King

Youbi 1 T AAA OI i A pOAAApNAEEAEATp Aﬁﬁm@&@%p@ﬁﬁATJTA
blindfolded player z the PITCHER O i OAOAAAAOO/EOI U OEOI x A AVEEaNAEAI 0
OAAAT T 1T AEOAI A8 7EOE 11T A OAAAIT 11T AEOAI Ah AOAAOA

create a castle walf aboundary. The team holds onto a raccoon circle and spreads it out forming the

EET G860 AOI x1 8 4EA EET C | OAAI qQ 1 060 OAiI AET EI OE
O0'/6 OEA PEOAEAO AAT AT i1 O1 EAAOA exuBbdriehickeB. AThékibg C A
can move anywhere within the castle wall to help the toss successfully land in the crown without

touching anyone on the team. The king can make chicken clucking sounds to help the pitcher know

where the target is.

Chicken Detective

All you need to play this game is a rubber chicken. Have all the players stand in a tight circle, facing
inwards, close enough to each other that their shoulders are touching. Elect one player be the Detective.
The Detective stands in the centre ohie circle with their eyes closed. Everyone sings the "Chicken Dance"
while the rubber chicken is passed around behind the backs of the players in the circle. Eventually the
Detective yells "STOP!", at which point everyone stops singing and freezes in platiee Detective then

has three chances to guess who has the chicken. If she guesses correctly, thepldnger caught with the
chicken moves into the circle to take the Detective's place and the game starts again. To make the game
more challenging for olcer girls, you can continue to pass the chicken around the circle behind the
players' backs while the Detective is trying to decide where it is.

Chicken Soup

91 6611 TAAA TTA 20AAAO #EEAEAT A O AAAE COiddh |
and one large cone per group. The object of this game is to capture three Rubber Chickens in your

COil 66O OI OP Al x1 8 $EOEAA ET O ANOAI T U OEUAA cO
center of the room. One Rubber Chicken pergup should be placed inside this square. Place a large cone
and a plastic hoop in front of each group. Groups are equally spaced around the center square, with about
¢mmo Ol omo AAAO O1 Ohlykrfrémieach draug rurs but t®thd eatér and gidks WEE O O
/. % 20AAA0 AT A OAOGOOI O E playé thendiskhe Gelipladed @eldy shie)x | 8 4
who then can take a Chicken from any other bowl without being prevented from doing so. The first group

to get three Rubber Chickensn their hoop at one time wins the game.

Chuck the Chicken

This game is difficult to explain, but a lot of fun to play. It is likely THE original Chicken Game. Split your
players into two teams. The goal of the game is to earn your team points, howewegirning points takes a
lot of work!

Team A starts off with possession of the rubber chicken. They form a line and pass the chicken from the
back of their line to the front in the following manner- through the legs of the secondast player in line,
then over the head of the nexplayer, then through the legs of the nexplayer, and so on.
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Team B starts off by scrunching themselves into the smallest human 'knot' possible, all except for one
player on the team. This player needs to run around and around tlwaitside of the clump of Team B
players. For each full circuit of the clump, the team earns one point.

When the chicken reaches the front of the line of Team A, tptayer at the front of the line yells "CHUCK
THE CHICKEN!" as loud as they can and throwsetchicken as far away as possible. Team A then
immediately forms into a clump and oneplayer starts to run laps around the clump, earning Team A
points.

When Team B hears Team A yell "CHUCK THE CHICKEN?", they immediately break off from their point
gathering and run to wherever the chicken has landed. They form a line like Team A did at the beginning
of the game and pass the chicken up the lirainder oneplayer's legs, over the nexplayer's head, under
legs, etc. When the chicken reaches the front of thiee, the leader yells "CHUCK THE CHICKEN!", throws
the chicken away, and Team B goes back to the clump formation to keep adding points to their score.

This craziness continues for as many rounds as you liker until everyone is so exhausted that you hae
to stop. Just ensure that each team gets an equal number of opportunities to gain points. At the end of the
game, whichever team has more points wins!

Cluckers

This is a classic tagand-go/chase-and-flee activity. Designate four to six taggers within ta class. Give
AAAE OAGCGCAO A 20AAAO #EEAEAT 8 /16'/706 10 OEA 100
another player with the hand not holding the Rubber Chicken. When they tag a player, they must cluck
three times (pronounced bagurk!), drop the chicken and run away. Thelayer tagged must also cluck
OEOAA OEiIi Abh PEAE Ob OEA AEEAEAT h OEAT OOU O1 £E
T Axl U OACCAA OOOAAT O 1 0600 EETA OITTATTA TAx O OA
holding the ChickenThis activity is a great for a warm up, or as a transition to another part of the lesson.

Hat, Ball, Chicken

The game is best played over successive meetings introducing the various elements to make it more
difficult as skills improve. The main game invlyes keeping a beach ball in the air. The group stands in a
circle and tries to keep the ball up for at least 100 touches. This figure increases as it is reached. To
increase the difficulty add the rule of only fingertips to keep the ball up, then only 1
touch per player in a row so people have to work as a team. If the ball touches the
floor or a rule is broken the count starts again from 0. When the group are getting
good there are a number of adens to improve the challenge. Firstly add a tennis
ball. The player with the ball needs as quickly as possible gain eye contact with
another player on the other side of the circle and throw the ball to them to catch.
Shouting "Ball" as it is thrown or just before adds to atmosphere. If one ball is to easy
have2 or 3 going round. This all has to happen while still keeping the beach ball in
the air. The second adéen is the hat. Place a hat on one of the players. This must be
taken by theplayer on the left and put on their head. Then again thglayer on their

left takes the hat to put on ,and so on. If a player has a hat on their head for more tha
a few seconds they should cry "Hat" to remind the player next to them to take it. (Again if to simple have
2 hats going in opposite directions). Added to keeping thaall in the air, the tennis balls being passed

this makes the whole thing get that little more hectic and only with good teamwork and communication
will it work. The final stage adds a touch of comedy into the game. When everything is working add a
rubber chicken from a joke shop. This is passed in the same way as the tennis ball but with different flight
tendencies and the shout "CHICKEN!!" The noise generated can be considerable, soon the room is filled
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with cries of " Hat...Ball... Ball..... CHICKEN!Hat.." With everyone working together, anticipating each
other, this is a great way to build working relationships in a troop or pack.

*OCCI ET 6 #EEAEAT O

Rubber Chickens make great linear juggling objects. Start with one Chicken in the dominant hand.gpra
the Chicken by the head and toss it so that it does one flip in the air; now try to catch it by the head.
Repeat this several times until the player becomes consistently successful. Now repeat the same
procedure with the non-dominant hand. Try a figureeight toss. Grasp the Chicken by the head with the

AT T ET AT O EAT A8 "ACElT xEOE OEA #EEAEAT ET OEA 00O
#EEAEAT &£ EDP ET OEA AAT OAO 1T £ OEA -dwmicadtthand Reépeal A O A
the same procedure, but begin with the nordominant hand. Challenge the players by asking them to
count how many successful trips the Chicken makes from the dominant hand back to start. A successful
trip is one that does not include a drop. Adding a secdrRubber Chicken to the routine can challenge
middle school players. They must follow the same pattern, but the toss must be coordinated between the
dominant hand (first toss) and the nondominant hand (second toss). The pattern sequence is: toss one
(dominant), toss two (non-dominant), catch one (with the nordominant hand), and catch two (with the
dominant hand). This will lead the student to the proper sequencing for juggling three objects. It is
important that the player learns to look at the center ofhe figure-eight and not at the ends. Encourage

the players to be aware of their peripheral vision, as this will help them to anticipate the path of the
Rubber Chicken.

Knee Deep in Chickens

Groups of 5¢ 8 #EOAI A 5b8 /1T O' | én bdbnedn hid khep&ithoht Osing fisA E O
hands. He passes the chicken to the next player and around the cirglenees only. For bigger groups,

use more chickens.

Musical Chickens
While music (the Chicken dance) is playing, players pass the chicken(s)aay playe

2 o~ s

the C|rcle Tr~1e
1 A0OO pi AUAO ET1TAEI ¢ A AEEAEAT xEAT =

and stands in the middle with a rubber chicken. IT tosses the chicken
(underhand) to individuals in the circle. If theplayer catching the chicken

i EOOAOG EOh EA 1 000 OEO Al x1 j OAT AET EI
individual by pretending to toss the chicken. If thglayer catching the chicken
iTOAO EEO EAT A0 &EOI I AAEET A EEO AAAE
he must also & down. Anyone who catches the chicken or the laptayer

standing gets to be IT for the next game. This is a good game for progressively
releasing kids to go to their cabins or to lunclz as kids are out, they go to the

next activity/location.

Passthe Chicken Please!

In this game, nobody wants to hold the rubber chicker the game's only prop! To begin the game, all
players sit in a circle. Select onplayer to be IT.IT holds the rubber chicken. Thdeader says to theplayer
holding the chicken, Name five presidents of the United States. Pass the chicken!" As soolilasays,
"Pass the chicken," thelayer holding the chicken passes it to the right. Players quickly pass the chicken
around the circle. If it returns to the original holder before heor she can namdive (or other number)
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presidents of the United States, the holder is stillll Otherwise, theplayer holding the chicken when T
finishes listing five presidents is the newT. You should prepare the topics for this game in advance.
Topicscan relate to your curriculum or be general information topics. Thelayer who is It must name
five items in the calledout category in order to get rid of the dreaded chicken!

Some Suggested Topics

fast-food restaurants tickets cops can give
authors of children's books things that are sharp
countries in South America things you find on a pizza
sports teams state capitals

things that grow in the desert staff names

vegetables fairy tale characters
cartoon characters celebrities

musical groups kinds of chips

cereals kinds of pop

fast food restaurants

make farm animal sounds
countries in Europe
flowers

things you find in the jungle
kinds of fruits

road signs

board games

rivers in the United States
candy bars made with chocolate
large bodies of water

animals found in salt marshes
cities in [your state]

song titles

school lunch food

kinds of cars
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Super Chicken Tag S

$AOECT AOGA &£ 60 Oi OE@ Pl AUAOO 7 \
bl AUAOO AO O30DPAO #EEAEAT 66h Al

the Wolves a foam chicken to tag with, and Super ChickenRabber

#EEAEAT O1 OAOAOA xEOE xEEAE A1 O 1 AEAO OEAI EI
OACCAA 1 6060 AOOGOI A A OOAOGAOA 1 Ao bPiI OEOEIT jE8AS
and gives them the Rubber Chicken. The rescued BarnystE EAE xEI1 1 OEAT DI b OB
30pA0O #EEAEAT 6 AT A 1TTE O OAOGAOA AT1T OEAO "AO1T U

OEA O#EEAEAT $ A1 Athoe misiOto bigddl A@whAnAHe musik Odkts, and STOP
when the music is off. The bject of the tag game is for the Wolves to tag as many Barnyard Chicks
in the allotted time as possible. Teachers should emphasize that in order for the game to continue
for the allotted time, the Super Chickens have the responsibility of rescuing all taggyBarnyard
Chicks. This is a great way to not only give players hand/eye skills and aerobic conditioning, but to
teach that when we give of ourselves, others benefit. As safety concerns, players should look where
they are running (spatial awareness), tagoftly, and not throw the Rubber Chicken at anyone. The
suggested time for any one set of Wolves to be taggers is two to three minutes. This game can be
used as a warrup or a standalone activity depending upon the grade level and previous
experiences wih chaseand-flee activities.

Watch It
The number of objects you use within each set will be determined by the number of participargs
OEA i1 O0OA OEA PAOOEAEPAT OOh OEA 11T OA TAEAAOO8 91

four in each seffor a group of 24. Each set must have identical objects in them either by color or
size. | usually use rubber chickens, rope rings, monkey heads, and sometimes tennis chickens. The

important factor is an even number of players. If there is an odd numberjust jump in and play.
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Choose a player to start, and hand thalayer a rubber chicken. The starter will hand to chicken to

OEA Pi AUAO Ox1 PAITPI A T OAO O OEA OECEO AEOAO O
directly to her right. The directly right player should duck to avoid the

overhand hand off. The same action goes around the circle until the

chicken returns to the starterz then they hold the chicken. Now, that

directly right player we mentioned earlier, is given a rope ring, says

07! 43406 O OEA O1 AgO AEOAAOI U OECEOS xEI AOAEO
hand off. This action goes around to the start. Half the group passes the

Rubber Chicken, to other half the rope ring.

Now for the fun! Start the Rubber Chicken, let it get two players down,

OEAT OOAOO OEA OET C8 910811 OAA EI x OEA 1Al OAI
(ornottogetherz) 61 OOEI 1T AOAEET C xEATz) Al 0O0O0bPDPI OAA Ol
crazy!). Add in more rubber chickens and rope rings for some real fun!

$1 160 z840QAG (), % YMBSE3 34),, &

)y TAOGAO OAAI T U OPATA OiI1T | OAE OEI A DPOI AAOGOGEI ¢ O
to warm-up the minds and bodies. There have always been interesting things to talk about.

Processing:

£ 7EAT xAO OEA AAOEOEOU AAdUe

E 7EAT AEA EO CAO EAOAAOe

Z (1 x | AddoyoOthifkiyou can you handle at once?
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Noodle Games for the
Attempting-Storming Stage

99 Red Balloons

Each person in the team blows up and ties off a ballogred if you plan on playing the song) On

0"/ 6 OEA AEAITT AT CA EO £ O OEA OAAI O =simgE O CA
only their noodles. You can add in a ballooar more as an added challenge.

Bumper Cars

Lots of blindfolded trust games are played in the bumpers up positiopnhands out front for

protection. In this variation, the players hold each end of a noodle about belly position with a slight

bend in the nodlle, so that a rounded bend points away from therpthe bumper. All participants

stand outside of the activity space and blindfold themselves. When they are ready they enter the
AOAA AT A xAT E OITxI U AOI O1 A8 $1 1 Giro sbmedne tbedy OO A A
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Happy Handful Relay

Form two teams of 10 players each. Collect a whole bunch of short pieces of noodles. Make two

equal size stacksonone&iA 1T £ OEA Oi 11 8 , ETA OAAI O Ob OOAI A
/T O' [/ 6 pléyErk ea®lict€a® @uns and grabs one noodle from the chair, brings it back and
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