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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 a minute 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 his/her name 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 actioMariation: With the group standing in a circle, have the

participants each choose an action for every syllablef their name. Example: Elvis has 2 syllables, so he

AT AO A EEDP OEAEA xEOE Owl 6 AT A O1 APO EEO Z£EIT CAOO
name, the whole group repeats. After the 2nd person does his/her name, the whole group repedten

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 thdrcle clockwise, introducing
themselves by their animal name and first name. Anteater Annie, Monkey Mike, etc. Repeat, but this time

OEA AEOOO PAOOIT OAUO OEAEO 1T x1 1T AIi Ah OEA OAAITTA
third personsaysOEA ZEO0O0O0 Ox1 DPAI b1 A6O0 T AI A AT A OEAEO 1 x1
AOOATI POO OI OAU AOGAOUITAGO TAIT A ET 1T OAAO AT AET C

clockwise. Variation: Have each person describe him/herself by using thigrst 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 gothreaniddle of the circle.

The Guesser is blindfolded or asked to keep their eyes closed. Note: Be sure to ask that the Guesser is

Al 1 £ OOAAT A Pl AUET ¢ OEA CAT A ATETAZE 1 ARA8 ) £ OEA
person to be the Gusser. 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 points in the direction of one of the people in the circknd 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

With a team in a circle, choose someone to be IT. IT goesupsosondeonE T  OEA AEOAI A Al
OOECEOhG6 1O OUi 000856 4EAO0 DPAOOIT 100600 OAU OEA 1
OAOPAAOGEOAT U AAAZEI OA OEA )4 OAUOh OAOI PEOU AOIi P A

name, they are he 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, and he/she sets the pace. The object of the
gameistogett OEA 1T AAAAO8O ODPI 08 4EA 1T AAAAO AACET O OE
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name on thefirst AT A OT 1T AT T A Al OA80 11 OEA OAATTA j OEA 1AI
The personwhosename is said must respond on the next set of gla 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 seat to the right of the leader, and the rest of the group
movAO Ob A OAAO j O xAOA OEA 1 AAAAOGO OPI O6q O1 EEI |
names well. The pace can be as fast as desired.

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

(Camper uses another campers name) stole the cookles from the cookle jar! Song keeps going untll each
camper's nameis 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 the ground.

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

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.

) £ UIT 60 T AT A OOAOOO xEOE ( OAU O(AA (AAAS

If your name starts with | tap your toe.
y £ UT 6O T AT A OOAOOO xEOE * OAU O(1T (T Abd

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 O) 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 S you should pat your head, | guess.

If your name startswith TAU O/ Eh UAOA®S

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 writesown on a scrap of paper a littleknown 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 person who guesses the most correctly.

Instant Replay

Group forms a @cle. 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
doesz name, vocal tone, body movement. Continue until everyoneda 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 egentact is established, 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 pelgpas 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 names of everyone with whom they
switched places. Variation: To ciinge the activity have group members share a different fact in the
center of the circle. Some exampleare: how many siblings he or she has, a favorite sport, tavorite ice-
cream. You can also change up the centaetivity by adding an action. Each playehas to dance tahe
middle, or try and make the other person laugh irossing. 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. Gambegins with group lining up shoulder to shoulder. One member starts off the
game by doing a motion across the line (to the other end of line) and saying his/her name at the same
OEi A8 4EA CcOi O6b OAOPITAO AU OAUEhd membdr goes acrossto |
the other end of line. Once that is complete, the group pairs off with person next to them and they do a
motion together (and say both of their names) to get to the other end. Group goes in twos until complete.
Depending on &e of group, individuals then group in fours, sixes, etc...then in half, and then whole. The
group works together to pick out a motion and should say each name as they get to other end. Game
continues until the whole group is working together. Good gaeto use to show the power of individuals
coming together as a team.

Mime a Name

Mime a Name is another variation of Action NamedRarticipants 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 and then shouts the action and the actitame. This
requires pretty high level of instructor energy and drama, people are pretty shto start
with. Really encourage everyone to join in and say the name and action of everyone else. To really drill
names home, go around again, it should be faster and really get the blood moving. For participants who
say "l can't think of anything", | sg "Keep thinking, we'll come back to you"If they still don't come up

with anything, | ask the group to help. Note | don't allow duplicate verbs eithermust use a unique verb.

Name by Name

Circle Up and Begin by asking everyone to say their firstnanfes 1 T OAT U8 y £ AT UTTA
02 %0 %! 486 I FOAO Al 1 OEA TAI AO EAOGA AAAT AAI 1 AA
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 ballenge before they hear the names the first time.

Name Roulette

To play this game you need to form two equal circles, one inside the other. Set the circles up so one
person from each circle is physically standing back to back to one member from the otlgércle. (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 themwvill call stop. At that point the people on each spot must turn around and face
each other. The person who names the other first wins that round and the "loser" joins the other circle.

Nametag Novelties

Participants are given a name tag and a magic mank 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, participants 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 handsut and palmsup. Go around the circle and ask

each person to say his or hename 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 hespot while the rest of

the team is playing a version of keepwayO OET ¢ AAAE [P@EbAdNS Whe bnk pefsand

shouts the name osomeone else standing in the circleThe person in the hotspot has to locate the
namedPDAOOI T AT A CEOA EEI 10 EABAQROIOI 1 AATOADBI A& A I0A
At no time may palms be pulled out of th way of the tag.Names bounce from person to person until the
center person successfully lands his or her hands down on tle@rrect outstretched palms before another
name is called.Participants then switch places and start againMake sure to always tye the center

DAOOI T AT oréne B iraggliigEnddukage participants to provide subtle headhods or hints to

help the center person find the named player antb keep play movingVariation: You can do many things

to change play, such as makinte circle bigger or smaller (and easier). Omyith groups that may know

each other,mix it up by using last ormiddle names/ OEAOO EAOA bl AUAA OEEO CA
. 5" " %4hd OEA Al 1 EOAOAGUEdeds. T ATl AO CAT A xEOE COAAO

EAESO -U . Al A
Try any ofthese name games with nicknamesNicknames 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 maiden name (last). e.g., Fluffy Houseman, Rip Tip Bag¢dmilsy Wagner, Spot Light, Tiny Walls
Rose Killer, etc.

Nickname Nugget

Form a circle with the group so that everyone can sezach other. Ask players to think ofalliteration for
his or her name.For example: Music Mike, Rhubarb Rose, or Nevada NiGkve them a minute or two to
create inventive ormemorable alliterations. Start with one person and go around the circle, lettingach
PDAOOI T OEAOA Onhekd&@yortaihds Atfodubdd Airdself or herself, explaithat the group
will next attempt to repeat the name andilliteration of each team member in the circleAsk for a
volunteer to start by introducing him or herself. Then, the person immediately to his or her left
introduces him or herself and the person who went beforeEach time a playeshares, he or she also
introduces the people who previously shared in the circlelndividuals are welcome to help others recall
their nicknames.Remember that the last person has the most challenginigsk because he or she has to
recall all the names andhicknames. Put yourself in that position or ask for an extrarave volunteer who
wants to try and introduce theentire group. Variation: Variation: Use Food Names (Banana Bart),
Adjective Names (Silly Sara), Hobbies (Rock&uilding Rick), etc. hstead ofalliterations, try rhyming
animals and/or vegetables. Or, ask players to connect a motion wigomething he or she likes to do. For
example:O- U 1 BIAMOAEEO ATA ) T EEA O1 OxEI| 8niake®swBnhidAE ET OC
motions with her arms.
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SPAT T ETS6 -ATTI

In this game group members will be spelling their namewith their melon. Ask your group to form a
circle, so that everyone can seeveryone else.Explain to them that they are going to have to spell their
name, letter by letter, using theirmelon. As they carefully draw the letters in the air, the group will
AOOAT PO O1 ¢ OA O Ghekattor WillQadvEry siodvipand shart thanext letteronly when the
group has correctly identified the previousletter. Go around the circle and leeach person have a turn.
Strongly encourage everyone to really get into theonsense that this game promotesVariation: If your

they were born. Also tiy using other body parts forOD AT 1 ET ¢8 %l AT xO AT Ah | Al
especially funny.

Surprise a Name

Once your team knows most of the names of each other, this if fun. Divide the team in half, and have each
sub team go to opposite sides dhe 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 is lowered, the people in the chairs try to be first$bout 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 on his right or left, continuing in one direction uiit gets
AAAE OiI OEA 1 AAAAOS 4EA 1 AAARAO OEAT AAITT O 10606 O
him, and that person calls out another name and lofts the ball to another person and so on. After a while,
add a second or third ball forfun. Variation: Start the circle small and have people step back, expanding
OEA AEOAI An OEAT 11 06A AlT OGAO O1 OEI EO EO OI 1 AIlIT
4 EOT x A O &\riatioA:i(OAcé the group has successfully completeld 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 group 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 timgsiriation:

Once the group has accomplished the task successfully] tisle 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 before. This is a great variation! This little twist rgdielps
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 different person, who 1)
winks back at them to acknowledge thhe/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, noséhumbing, 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 different sized objects for increased
difficulty. See howmany 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 you receivedhe ball from, the name given the ball, yauown name, the name of who you are
passing the balltoandanamgel O OEA AAlI 18 %@Ai bl Ag ) EOOO OAAAE
)y 6i DPAOGOET ¢ 41 O1 A&l OAT |1 3APAEGOI OP OEAU AAT 80 110
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 i& 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 witfyet a
Limit From 5 to 50. Count out the squares, Rip after the last square amjve all of the squares to the
camper. Repeat until all the campers have desired amouniThen go around and have each person say
stuff about themselves for each square until they are finished. The first square 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 alreadyode some initial warm-up 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 nicknani®?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 interestig 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 build intercultural 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 revdieg 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 this as people wrap a raccoon circle around their &ng 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 the energy, and loosens people up.
Supplies: Somethingo 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 participant a place holder which they should place atein feet. The leader takes a place in the

AAT OAO 1T &£# OEA AEOAI A8 4EA EAAEI EOAOT O OAUOg O4E
bl AUAA AO A AEEIT A8 ' O UiT 0811 11 0EAAh OEAOAtEO 11
AAT OAO 1T &£# OEA AEOAI A8 3ih )d11 AACEI ET OEA AAI O
| OOOEAA 1T £ OEA AEOAT A AT A EA OA OTTATTA Al OA AT A

make a statement thatis TRUE for k8 &1 O A QA | Ah EA£ ) Al xAAOET ¢ (
1T AECEAT OO xEI AOA xAAOEITC OAIAEO OET A0G8d ) A& OEAOD
ui 60 pi AAA AT A EET A AT T OEAO ObPiI O EIT yieghiordwholdve A 8

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 your space and return to it in
OEA OAI A O thd safdy. NoAubring NdlodA EAAEET Ch EEAEET C 1 0 PET
7EAT Ui O OEETE PATPI A EAOA EAA AT T OCEh OEI BPI U OA
to the last person who ends up in the center.

Balance

Request that goup members find a partner and stand, facing one another, about a feand-a-half apart.
Partners should put their hands together, palrto-D A1 I 8 7EAT UT &6 OAU O' 1T hd OE
force the other person to lose her or his balance. The motions@hld be slow and consistent, and hands

must remain in contact with palms flat. Let pairs play a few rounds and then have them fiaghother

DAOOT AO8 )1 OEA OAAITT A OI O1T Ah PAOOT AOOGE EAT AO OE
maneuverto push their partners off balance, but this time with soft bursts of hando-hand nudges.

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

play many times using both variations for maximum fun and emfrtainment. Variation: Try palm-to-palm

with hands separated, but this time in a squatting position, like a baseball catcher. This variatieduces

some of the dangers of people falling from a standing position 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 section of tubular climbing webbing
tied with a krot, 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 to the right around
the group. Someone inthe groupsay@3 O1T A6 OEA ET 1 06 001 pOh AT A OEA
I DPDT OOOT EOU O1T AEOAI T OA Oi i1 A ET OAOAOGOEI ¢ EAAAO AA
AEODPI AT AAO )y O EO 11 x OEA AEOAOOOEIT T Aiddwha@kiObi 1 O
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 can tell the real story.

After a person has reveale® E A OOOA I AOOOA T £ OEAEO Aiii AT 00 j O
OEAT O301I PA6 AT A A 1T Ax PAOOIT EAO OEA 1 bBDPIi 0001 EO
group.

The level of disclosure to the group is often a measure of thipseness, unity and respect within the o
COol Ob8 &i O AgAl bl Ah A AEOAI T OOOA OOAE AOh O) EA
helpthissummerzi T A T £ T U AAI DBAOO EAO OI i A OPAAEAI 1T AAAC
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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)6i 110 OOOCA EE£ ) ERADARAADEACEOLATZ DARAAI OET ADE

Camera Game
The team splits up into pairs. One person in eagair closestheir eyes( camera). The other guides them

Ol xEAO OEAU OEETE EO A TEAA PEAOOOA | PET Ol COADE
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 have that in common with themselves. After the teaofs
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 each new person.

Dollar Jump

Pull out a crisp dolla 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

EOI PAA 1 AT COEXxEOA AT A 110 AA OéverAdeidvards héels firdt. TheE Oi D
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 remain flat over the top of the shoes with

fingers wrappedl OAO OEA OI A08 E 91 OO ¢OiI OP xEI Il OAA EI x
their feet when jumping. This is a fantastic way to show your group your fun side.

Finding Differences

Group members are tasked to find people with whom theghare nothing or little in common. This tactic
reduces thelikelihood of friends jumping into a dyad with each otherPlayers interview one another
looking for as manydifferences as possible before they must change partneilayers ask each other
guestions, slaring personal tastesand views on any topic that comes to mindSwitch partners numerous
times to ensure manyconnections, and be mindful to provide sufficient sharingime for both partners
before making switch.Participants should matchup with new people, particularly people whom they do
not know. Again, youare trying to increase the connectedness among thlgroup, not reinforce the cliques
in which peoplecommonly and comfortably find themselves when theyoin a new group. After sufficient
sharing, ak the group members whatdifferences and similarities they discovered most oftenAsk
guestions like:Do you feel as if you know each othdyetter than before and in what way do you believe
stronger connections were made? How will this nevinformation affect your relationship with this
person? Inwhat ways did these disclosures make you curious aridterested in learning more about
another person?Variation: Instead of finding differences through questioning on@nother, ask group

i AT AAOO O1 OkEboddliicOGRED8 o7 EAT b AupQeyicBrideéhde ihéitifeD A O OT
history into 30 seconds. Each participant takes a turto share and then finds a new partner. Or, for
culminating experience, ask group members to find one thing they dlave incommon.

(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 every conversation by saying,
O(AOGAT 80 xA QIACeGEAGN ERE DA ADDOT AAEAA OAODI TTHed xEC
AEOOO Pi AUAO OAOPITAOh O-U 1T AI A EThe se®dipéréon vpuld E A
OAOPTIT AR O-U TAT A EO r ACAET h *he dv@pedpB €xchangd cArdsfabd A A
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stateto eachotherO. T xh ) Al 88 ¢ OEA DA OOIiPlaye® cohtidde o mindle, OE AE
switching cards and identitieswith each conversation partner. It is very important to remind group

members to keep thewriting o n their card hidden so that others in the grougcannot see the name on the

card. Otherwise it would bevery easy for a person to track down his or her identity.The encounters

continue until each person receives his oner own name (original note card) b&k. When a player meets
someone with his or her name cardhat person has finished the activity and becomes a coablelping

I OEAOO O1 O AwdridionHaE padidigatiskighBtbeir own name and one factunique

interest, great experience, ctous hobby,amazing accomplishment, unknown talent, or strange

eyewitness) about themselves on their card, the mormteresting and funny- the better. Then, when
playerseT OOT AOAA OEAI OAl OAOh OEAACHA tad Bbout BepérenAdSA A1 C
identity they have adopted. The game will often turn on conversations abouthese facts. If you want to
increase the fun, ask players tgtate the fact on the card and then embellish the storfzach subsequent

player then states the fact and abubsequent embellishments he or she was told befomgote cards (or
identities) were switched, and each playeadds more to the story. Players need to explain the fact ds

they did it, and be convincing for the other person. Bthe time the note card retumns to its owner, players

may barely recognize the original fact after all theembellishments are shared. Typically players begin to

laugh hysterically when another player introduces himself O EAOOAI £/ xEOE OEA 1 OE
and now hilarious embellishments to the original fact.

Have You Ever?
This is a variation of All My Neighbors7 EOE A OAAI ET A AEOAI Ah OOAT A |

AOGAO888ed YA A PAOOTT ET OEA AEOAI A EA@hwithT A OE
AT T OEAO PAOOI 1T ET OEA AEOAIT A xEIT Al O OOCADPDPAA A
the new IT.

Human Treasure Hunt /Bingo

00OAPAOA EOAI O AEAAA T &£ OEIi A OOAE AO8B8EO Al Ol ET O
1 AT COAQ AmAQ\VEl Of AA AT UOEET CB8EAO AAAT Al AAOCAA O1 A
i AO OTTATTA EAI T OO8AAT SHIERAMUA AOH D OEMIAR A0 KDOOOA RGO O
OEUA 10 EAO OEA OAI A OEUA EAT A@r Bét ¢et, But wodFal OAT O
I EEA OI 8EAO OEA OAI A AEAOT OE O AetcORelohjdct istdingle dndErdcord A |
names and information for each item on the list, using only one person for each itemRor children, use

EOAT OEAGEA8B8PAO | xEAO EO EOQB8EAO AAAT 11 A Ail1 O
OACAOAATI AOBEAO OEA OAI A 1T0i AAO 1T £ OEAI EIT gddatidn® U]
Walk to / arrange yourselves according to: the place where you were born,atplace where you live, a

place you would like to visit, a place where a memorable event took place for yodariation: Put these on

a BINGO grid. A fun, nphysicalimpact activity that gets people out of their chairs and talking to other

people in theroom. On a flipchart at the front of the room, the facilitator makes a list of five categories.
These categories can be thingslike 31T I AT T A xEOE Al Ag@gi OEA PAON 311 A

xET EAO AEAEOA 10 11 O0OA OEAI ERACOROBI OBAEAAI A0 30 ARIA,
marathon; Someone who can wiggle their ears. Each participant is given pencil and paper and asked to
| AEA EEOA T ETAO AAOI OO OEAEO PAPAOR TTA O AAO OE

lines onyour 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 categprPlease sit down once you have obtained all five
OECT AOGOOAOR O Y611 ETix xEAT Ui O8OA AiT A8 11TA E
PDAT PI1 A8 'TAh AU OEA xAUh AAOACI OEAO AAT AAfyduOl AA
were on TV when you were five as part of Captain Kangaroeo well, that counts. Everybody stand up.

'186 'O OEA AT A T &£ EFEOA 1T ET OOAOh xEAT DPATDIA 111
take a few minutes and see what the group fOT A8 &1 O A@AI bl Ah O7ET AEA Ul
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* AOous ' OAAO8 * AOOUh OAI1l OO0 AAT 6O Uil 60 ECOAT A8o
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

can play 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. Eachldion 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 pair up with a different person. The
teacher then gives a new topic tealk 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 end the game. Some topics to talk about include: favorite movigydrite 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 pcipants are in pairs, you may
want to explore quickly why they chose each other. Then, ask individuals to choose another partner, this
OEi A PEAEEI C OTiATTA OEAU Ai160 ETix j1T0 Ai180 E
used our favorites: the monkey, the scream, and the dowlnlock. You can certainly invent your own, so
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AiT1T60 1AO 100 AgAI PI AO TEIEO UT O A£OTT UI OO 1T x1T x
the count of three, partners spin simultaneously around to face el 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 monkey face, they would not have to do that face again. If they

AT fntatch, they simply get back to back and try again. Partners continue on their own until they have
OOAAAOCOAEOI T U | ACGAEAA A1l OEOAA EAAAO8 4EA 001 AO
perform or what face they will show. Individualscannot suddenly change their face during midurn

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

matched all three faces, they encourage other 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 bringing three to four
teams together, that now must attempt to matctiaces with the other teams. You can continue to grow the
AEOAT A T £ OFEAAA 1 AGAEAOOGG O1 OE1I OEA Al OEOA coOi 6b
their face

Meet & Greet Three
4EA 1 AAAARO OAUO 1 AAO AT A OE AdweariighHe Aolr blud AaE lonQekE laaik A
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 Trivia. Ask the whole

team to guess different things about Mike, i.eWhat 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 upExplain that one person will be sharing a fact aboutimself or

herself in a single sentenceThe other partner will direct the conversation. For example: Scott may say) )
EAOA Ox1 AOAU Wis gaitnerdard @ay edpbnd®@ioli OAh 6 OAE@h o GAG O AAIT/
wants to hear more aboutthetwo dogsO$ ECo6 | AAT O EA OSATIrBENs Ke isisdtisfied/EA A C
with the sharing on that topic.4 EA OEAOET ¢ PAOOI 1T 1 AU Vlherohe ofxtleU OAT
DAOOT AOOG AAIT 1T O OA Rfterbbtidpartherdhave €haredOhave thén finddn&gartners.

Pair Share

AgreatwaytoCAO DPAT BI A OAlI EET ¢ ATl i £ OOAAIT U O pPAITPI A C
engagement within a group that does know each other. Ask participants to stand up, move about the
oirTi ATT60 EOOO OO0O01T O OEA PAODAU ATAI@OO CHT 1O€ Al (
know the least of anyone else in the room. Once everyone is in pairs (if you have an odd number, one

coi 66 AAT AA A OEOAAOI I Agqh OEA ZAAEI EOAOI O OAUO(q
x EOE Ul OOldead\f@ Gidcusod: Fiadthree things you and your partner have in common.

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 orgaization? 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 instructed 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 to

get to know each other quickly and form a friendship. It's oftenasier 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 represemtho they are and what they
feel they can contribute to the group. Once participants 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 everyonecoming together, how much more of an impact a put together puzzle can have, than
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,

ET 00T AOAA OEAI OA1 6AOh AT A 1 EOOAT &I O OEA NOAOOEI]
EAEOegbo 4EA COI OPO AEOAOOO OEA NOAOOEIT T h digmisdek A A
OEAO PAOOIT O EAETA A 1TAx cOil 6 AU OAUEI ch O3AA
OET OA AEOI EOOAA &EOI I OEAEO cOi 6O AU OEI OOET ¢ O/
group. Then another question and@other round of play. Here are some questions to start you off with:
Who is wearing 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 familynembers?

Who has the most letters in their last name?

Who has the most experience 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 thiavorite

television show and how many people in their family. Once they have completed 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 picksp a snowball and reads out loud. The rest try to guess who the
correct person it.
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Thumb Ball

AEEO EO A CiT A TAgO OOAD AAOEOEOU O1 4100 ! . Al A
Using a permanent marker, divide the beach ballintb T OA OAAQOET T O AU AOAXxET C

If you use a large beach ball, 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 workA standard soccer ball could also workThe point

EO Oi I AEA OAAOETIT O OEAO AOA AEc A1i1 OGCE Ol xOEOA
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 respnse 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 gettingo-know-you quesions to deeper questions

to use once trust has been established.

1 Favorite food 1 What are your hopes and dreams?
1 People who make you laugh 1 Complete this sentence.
f Favorite toy T 07A xAOA BAOOEI 6OBBO
1 Fantasy vacation 1 If you could ask the whole world to think
1 Favorite sport about one thing for 1 hour, what would it
{1 Ideal transportation be?
1 Favorite game 1 Who do you think needs more help, the
1 Petlover? homeless or endangered animals?
1 Favorite music 1 What are some of your favorite
T People you admire organizgt_i_orls thgt hglp pthe_rs? o
1 Favorite TV show 1T $1 UT O AAI hyAeiyfbgragd, T OA
1 Story ofyour name OEUOAI A¢o6
1 Favorite candy 1 What is the most rewarding thing
T Most loved season someone has ever done for you?
9 Favorite movie 1 When was the lasttime you hadto say
91 Preferred board game O) 6.| Ol O0UG6 OF oI T ATl
1 Favorite color 91 Describe your perfect day.
7 Your hero 1 If you could have a conversation with any
1 Famous person to meet animal, which one would it be and wig?
1 Favorite field trip l :’p}’g;:r‘:‘éi:;';rtlg 32';“3'51 do you think
3 Ezjmzegegﬂe 1 \(;\r/f;igzrdﬁe);cr)ttf) usually listen to, your head
1 Blrthd_a Y Wlsh 1 What is one thing you have always
1 Favorite animal ’ -

Best book wanted to do_. to get” _
T : 1 When you think about getting older, what
1 Favorite carto_on do you look  forward to?
3 :g;?}yoﬁg; enjoy 1 If you were gven one hour of homework

: y to do, every night for the next five years,

T Favorite word which subject would you choose?
T Best place 1 What is your idea of a good surprise?
1 Favortte store 1 If you could learn something new
T Favorite restaurant tomorrow and succeed at it for life what
1 Best school subject would it be?
T Where are you from?  If you were climbing a mountan who
T Where have you been? would you bring with you & why?
1 What s the story of your name? f What is more important, knowledge or
1 What do you love? imagination?
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Where do you like to go when you have to
solve a problem?

7EAT UT O EAAO OEA «x
you think of?

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

What is the difference between wants and
needs?

What would you do if you 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 moneywvould you have the same
friends and the same worries, the same
goals, the same 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 is the definition of strong?

People who

the world?

What subject makes your brain ache?
What do you always need help with?
7EAT Ui O EAAO OEMEK
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 $10 in 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?

I OA

i OA

|l

ﬂ T ~ A pe pa ~ ~ pe A T
10 WhatiwaEthetesixdaylofdhe Adst week

T
1

|l

E = E =

E |

l
have the most courage in 1

T

1
1

==

= =4 =

= =4 =4 -9

iAO#[

|l

WEAOGO TTA T &£ Ul OO
What makes someone a good friend?

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 thirg you have ever
done?

What is your most embarrassing
moment?

Choose a unique 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 BdsdritieAour personality.

What are you proud of?

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

Who is your role model?

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 like most about yoyrself?
Whatldo (b8 Gatbe ik LLAiRd 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 u$ the members of the group. To
this end, the goal here is 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
made using maskif OADAh O PAh T O xAl1l 08 (AOA PAOOEAEDA
31T A T £ OEA Al 11T xETC AAAEOEIT O AOA EAEOI U AAOU
consequences. Others may make or break the entire summer. AftBoosing sides, give staff members a
minute to see who is on the same side of the road with them, and to discuss why they chose this
particular side. $AOECT AGA T T A OEAA 1T &£ OEA O1i1i1 AO O4()3hd
players stand n the middle of the empty room. Ask them to make a choice and 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 pointingotthe 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: Staynome OR Go out?

Do You Enjoy Running or Walking?

Do you consider 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 af®blem 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 & tdtdogs or Chicken or Salad?

Are you comfortable with a fixed 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 ta 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 detergety dream car, animal, snack food, etc).
/1 Oevdryanecalls our their 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)t@out themselves and one thing that is
not true. Then each 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 uncommorhing they all have in common the
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 mmfortable 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 traweled to), and tell us something about that placeThey 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 rost embarrassing moment? Who are your Heros?) Narrow down the
list to two or three questions that theteam likesthe best. Allow the team to mingle and ask the questions
and record (or remember) the answers.

Wrap Around My Finger

The name pretty much exlains this entire activity. Begin with anunknotted 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 borrfamily members, school
experiences, childhood pets, 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 ahance to feel like a superstar. The team makes two lines, and ene
byl TA AAAE ODPI AUAOSG ET OOT AOGAAO EEI OAl £ 1T O EAOOAIL A
members. The superstar is greeted with energetic higfives and supportive hollering bypeers. Have the
group form two equal lines facing each other. Leave-3 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 two lines 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 ¢dlitre and participates

as an enthusiastic teammate 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 membes.
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Chicken Games for the
Forming Stage

With a team in a circle, choose someone to iee Chicken Hawk = IT IT goes up so someone in the circle
points a rubber chicken atthemAT A OAUOh Ol A&AOh 6 pléy& l@Esytithe nam®of Bd) | O«
playerOT OEA OECEOh 1 AZO0 10 OEAEO 1 x1 OAOPAAOEOAI U
the player in the circle fails to sg the correct name, they are the new IT.

Chicken Catch-A-Tori (or a Tony) n——
Break into teams of 810, and stand in informal circle. The leader v
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 4EA 1 AAAARAO OEAI
the circle and lofts the chicken to him, and thgplayer 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 circle, then
move closer until it is too close to play. Variation: Ask the catcher to
OAUh O4EATES®I OAMAKDTI 6« ROEAOQET 1 d 1/
successfully completed the task, instruct them to pass the chicken in
the exact REVERSE order. Once the group has successfully complete
that part, introduce a second chicken or object of a different /
color/style/shap e. Instruct the group that they must pass the chicken |
in the original order and the second chicken in the REVERSE order at ’?0”9'”3"*”'3‘
productlon rights obta
the same time. Eventually, the chickens will cross at omptayer. 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 them that they must pass the chicken in the same name pattern as
before. This is a great variation! Thifittle 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,

ST ATy

i
\

Chick or Treat

Pair up, giveeach pair aRubber Chicken, and have them find a space where it is safe to toss the Chickens

to each other. With theplayers facing each other, abouB8' to 4' apart, have them toss the Chicken from
OEAEO AT T ETAT O EAT A O Ok thdy @sspheélithd Qe faldiite ez AT O
any food thy liketoear A AEAEAOAT O OOAAO AAAE OEI A8 7 Efikda OE /
new partner.

Dave Stole a Chicken from the Chicken Coop
Circle Up. Group (sings): Who stole the chicken from the chicken coop? Leader tosses chicken to a player

AT A OAUO O, | . jTATA T &£ AAT PAOQ 00T T A A AEE
Yes, you! Camper: Couldn't be! Group Theio? (Camper tosses chicken to another and uses that
AAI DBAOS6O T AT Aq 0011 A OEA AEEAEAT &EO0iT i OEA AEEAEA
used.

Flip me the Bird
Establish a dividing line (like a net on a vollelyall court) One team tosse the chicken to the other teang
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whoever catches it or is closest to where it lands must raise 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 chaird ipossible. 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 winted at has to
successfully name the people sitting on either side of them; if not, they 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 else)Group sits in a circle. One person is designated as the
leaderj pc 1 8 Al T Jafd hé&shesEtOthelphc€] The object of
the gameistogettothd AAAAOB O ObPI O8 4EA |
The person whose name is said must respond omte by saying
EEOFEAO T x1 TAI A AT A OEAT OI 1Al
correctly, the game continues. If the player does not do it quickly
enough, that phyer must move to the seatto thé A £O0 | mfttied /
I AAAAOh AT A OEA OAOGO 1T &£ OEA cOI
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 EAATA 1T £ AEOATI A xEOE OEA O7EII
tube or rolled up tube of newsprint, etc.) The rest of the group sits in a
circle with legs out toward center of circle (leavingenough room for
playerOOAT AET ¢ ET | EAAI AQs 4EA TAEAAU | &£ UEA CAI A
Owi - AOOAOG O CAO OOOAE ET OEA T EAAIT A 1T &£ AEOAI A
i AT AAO T £ OEA coOi Obs8 4 EA - AOOA embérdéide tHatiremnberBdys j E
the name of another member. The game goes on until the Master hits an individual before that individual
AAT OAU AT 1 OE A O(arOther Mape®d H Ghahbhit repeat name that has been said in

round already.) 7 EAT OEA - AOOAO OOAAAAAO ET O7EIT I PET Co Al
new Master. Quite crazy...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 while waiting
(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 makcertain motions. One the first grunt, your
hands are together are in grayerlike 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 creativesounds. 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 grup and move to a position that is 9 feet
from him or her. Allow time for your group to adjust positions. Next, 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 excelent topics for conversation. Round 1: Explain to your group
that they should do everything in secret, trying not 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 their 3, 6, and

9 foot people, see if they can successfully move into the final configuration. At the end of this activity, ask
the group how the ability to talk changed the dynamic.

Alphabet Soup

This is a timed event. Begin by asking participants to seetly choose a letter from A to J. Allow a short
amount of time for them to choose. Have the participants arrange themselves into small groups of like

1 AOOAOO8 4EA 180 xEOE OEA 1'180h "860 xEOE Okte "60
COil 6O OF AOOAT CA OEAI OA1 6AO Ail PEAAARAOCEAAIT T U ET I
DAOOEAEDPAT OO OAEOA OEAEO EAT A0 AT A AAI1l 10606 OEAE
group calls out their letterinturn8 3 01 b OEI A xEAT OEA 0! 6 CcOiI OBP EAQ
letters that nobody has chosen. Keep rounds 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 fasteThen, move right in

to having them secretly pick a new letter leaving no time for strategy. The task is for your group to start
working together and communicating on a level other than speech. Groups should and will become
creative. They may decide tat when secretly choosing a letter they all choose the same one, they could
COAAOI U OAAOAA OEAEO OEi A8 $1160 CEOA AT UOEEIT C A
solutions.

Continental Divide

Have the team form a straight lineg shoulder to shouder. Tell them that their shoes are fused to the
DAOOI 160 OEI A O OEAEO OECEO AT A 1 AEOS ylT OEEO
anyone disconnects shoes, the team comes back to point A.

%OAOUAT AUGO ) O 4AC

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

play again. Variation: 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 aroundthe outside of the 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 triesto pick out who has the object.

Ghosts in the Graveyard

This is a great game for witing 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 staylishnd silent. If the chosen crypikeeper
catches any movement, the player moving becomes the next cryieeper.

Go Tag

Have team lineup in a straight line. Every other person facing opposite directions. Choose an IT and a
person to be chased. The IGhases the chased around the line of people in either direction. The IT can
OOAAA 1T ££ xEOE A DPAOOIT ET 1TETA Au Oi OAEET ¢ OEAI
also switch at any time by touching someone in line on the back and yellc OO OT 8 6

Grab Bag

Youdl need paper bags and natural items for this ond.ake several natural items (leaves, bones, teeth,
fur) and place one each in a paper bag. Have the group sit iniecle and give each person a bag. They
must feel, not look at the items, take turns describing the items, and the group ctny 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 pradice to improve their time. Then using the left hand only, have them pass 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 athte beginning. Again time this and let them practice.
Finally, combine both parts above into one continuous activity and time. Record the time and practice.

Is That All?

Youdl need to gather some natural items from your settingHave the players sit crossleggeh a circle.
Choose one natural item and give it to one of the players. Thlyer must say something about the item,

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

i AOAOOAOEI 10 AAT AA AAAOOAI h OOAEAAOEOAR BdmAodE 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, dl® 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 dayintroversion / extraversion , how tired / alert you feel,

number of different countries you've visited. Give them a name of a holidaythey line up in order

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

Pass It
0AOOEAEDAT OO x1 OE O DPAOO A Al ApbEI ¢ OT OT A AOI Ol
A Al Abp O OEA 1A@O0 PAOOIT8 4EAO PAOOIT OOAAAEOAO

pass the clap to the next peson in the circle. Start slowly; if participants are way off, start again.
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Let the sound move continuously around the circle numerous times to get the group into it, gaining speed
as they get the hang of it. Once participants establish a good rhythm,sfaay and restart again with two
claps. Do this by introducing a second clap right after the first. Now participants must be very alert 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, add a snap or a foot stomp. Or, pass a high five around the circle.
You could also try passing motions and sounds. The variatioage limitless.

Perfect Square

Perfect Square is a fastnoving game with a teambuilding twist. Your group must try to keep you at the
center of their perfect square. No matter where you move or how yoturn, 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 must work to keep the perfect square intacho matter where or
how you move. Each line of the square is a team racing to be tffiest in position every time you change
positions or physicallymove. Lines must always be in the same order, location, armtoximity to you as
when they started. The line to youfront must always be to your front, the line to your backo your back,
and left and right sides to your left andright. Each line of participantssignalsthat they are in correct
position by holding up their hands together and yellingd A T 1 Bk Aréative. Have fun with this bynoving
across theroom, spinning in circles and tying to confuse the groupVariation: Introduce different shapes
into the exercise such asriangles, hexagons, trapezoids, and other fun shapes.

Quick-Change Artist

Tell the team they will need to be keen observers. Have them close their eyes for 150s&ts 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 -gh@kge
artist.

Run & Scream

with everyone lineA OB ET A OOOAECEO 1 ET A PEAE 11T A DPAOOII
screams until they are out of breath. It has to be one continuous scream. That person catches their
breath and calls on another person. Use judgment about appropriai@cations for this one.

Sit Down

All players stand up. The object of the game is to be the last person standing. It says things like: Sit down
if your mom have pierced ears. Sit down if you changed your underwear this morning. Sit down if you

are weaing black. Sit down if you pick your nose. Players who sit down remain seated until the next
game.

Sounds

Have the group sit 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 manyiffdrent sounds they hear. After
an appropriate time, theleader can end the activity. Possible follow 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 getty quick)

Triangle Tag
Arrange into teams of four (allow one or more teams to be five, to include everyone). Choose one person

Copyright: 2009 by Mike Ashcraft/ All Rights Reserved/ 6501 Lomas Blvd NE/ Albuquerque, NM 87112962880/ www.childrenshoice.org/ pagé2



to be IT. The others link arms to form a triangle (or square). The Its from each team step back from the
teams while eaclOAAT O PDEAEO O1T 1 AT T A O AA AEAOAAS /T O
person. The triangle must not detach. If the person is tagged, he/she is the new IT.

Virtual Group Juggle

Players create a pattern in the circle by pointing asomeoneAT A OAUET ¢ OUT 686 4EA |
around to everyone and then back to the person who started i¥ou can monitor this by having everyone

raise his or herright hand in the air, and bring it down, pointing at thenext person in the pattern. Spend

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

For example, a player would pointto® AOOT T T OEAO OEAT OEA DA (Qpatedn, OE/
AT A OAU OADPDI AAod ! C Adatterm with Ehdlast peréo® GasshditbActd theiesihis

time, monitor the pattern just as before, but with theeft hand. Now try both patterns at once and see if

they both makeit back to the person who started it.

What are you doing?

PlayersfomA 1 11 ¢ 1 ET A8 01 AUAO OOAOOO I EIiETC Al AAOEOEL
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 he might saymireading 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 answeed 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 is replaced. @tdor warm-up 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 object is by asking questions whichkT AA AT OxAOAA xEOE A OU
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 dog bone in 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 PAOOIT ET OEA OAAI AllT xO Obp AT A OEAOC 1 ££ 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 levéilmost 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 keep going quicker and quicker. If you make a
mistake (wrong hand motion or wong word), you are out and must be a distraction around the circle.

91 0 OO0AU ET EZ£ Ui O AT OEA A 111xETCd /TA DPAOOII

4AEA TA@O PAOOIT OF c¢ci AT A OAU 0316 EO OEA DPAOOII
OAEA TRePRA®®I 1T OAUEI ¢ 03716 AAT OOA AEOEAO EAT A xEO
pointing to must make thel T OET T AT A OAU O+1 E6 xEEI A BI ETOEI ¢ C
being pointed to can either accept th®© + | Ed A i OBHEOEATD! x& AT A 11 OET I

O+1 E6 AU OAUEIT ¢ I

U
. = AUET ¢ 0.1 6 fhohtvithdings @iwdrds théder€o wte Aidt sedrthé 0 O
O+T E8s86 )& OEAU OAEAAOh O

EA bPAOOTD! EETAEDODOIO8 OAEA

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. Monkeys fly. Teachers fly.
Bananas fly. It flaps his/her ams every time it says something fliesWheneverlt 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 something that isn't a bird. Whenever someone is caught, yrere 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 twicafter 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 OPAAEEEAA Ol O1 Ax1ixh 60 EGRN O AAAZE
NOAAEHDBxOd AROAS
Variation: Thegame 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&OAAUAAG ' O OEEO DI EI Oh OEA AEBOAOARVOEGATI B AEAEO
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 with this activity: elephant; frog; snake; seal,
donkey; eage; caterpillar; turtle; rabbit.

Bat and Moth

Have the group form a circle. Choose one player to bee bat and 3 to be moths. Have them come to the
center of the circle and blindfold the bat. The bat has to catch one of the moths. To find a moth, the bat
UAT T O7TEGRAAROADEA AAO UAIT T Oh OEA 11 O0EO OAODI T ksanE OE
must keep the bat and moth irthe boundaries, without making any noiseVariations: Have only one

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 tatch the moth.

Bite the Bag

Players sit in a circle with a brown paper bag in the center. Individually, players approach the bag and
without using their hands, pick up the bag with their teeth, without bending their knees. After eachru,
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 envirooment (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 grouphat 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 equal length sides, and four-8égree 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 complete activity works best with a
group of about a 1015 participal O 0 8 91 6 AAT AETT OA O1 ET OGEOA 11A
assist them in the completion of their task, and then to share their observations when the group has
finished. The storming stage of this activity will be very obvious.

Communicdion 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 appriate for this project team, then ask them to
AOOEI AGA A OOCEI A OEI1T AiipiAOGETIT8 £ O AOAAOGEIC O
performance standards is realistic, then ask them to establish (while blindfolded), the performaac

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 during their project

work, consider tying one end of the rope prmanently 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

COI 6P EAO OAAAEAA OEA AT A |11 OFEAAHheafewidéal fo didusO A U
Was the time estimate reasonable given the task? What was most of the time spent doing? What was
OEA OAOAAEOEOI OCES8 DI EIT O ET OEEO AAOEOEOUe 7A0
Did some membersoODEA COT OP EAOA 11 OA ObPI xA0O8 OEAT 1 OEAOC
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 behawsadid 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 playing boundaries and choose one player. Begin a normal game of tag. When a player is tagged,
xEOQOE
must cooperate tochase down and tag other people, who become part of the Blob. Only the people at the
ends are allowed to tag. The Blomust not break apart!

theyAOA 117 O OEOhG

Variations: AddOnTagStartx EOE OEA CcO1 0P EI T AET ¢ EAT AO
another pair. If tagged, they join the first pair and the four of them run off to catch another pair until the

whole group is joined.

OEARA UOARAAARA AADOEI =

EAT AO

Body Talk
Show how you can use your body to say:
p 8 0)o6i OI ObDUWI) EABAT 6O 1 AAT O
¢ 8 O) AEAIOO Al EOAG
o8 O7TEAO AEA Ui 6 OAUeb®
T8 O(TT OAUAS
v 8 O3EAT A 11 UI o
08 O) AT180 ETI 0
X 8 o#1 i A EAOAR NOEAEA®G
TE: O'"1T T A ET AAG
The Can Pass
Yowd | 1 wohahdor idckets and something to put in the canBarticipants for a circle, sit on the

ground or floor. Pass one can clockwise around thercle with their feet. 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. Thedifficulty will come when the two cans meet along the circle.

# AOAE OEA $OACII

60 4AEI

xEOE A

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 handkerchief in their pocket or belt. On

your signal, theA OACT 1

60 EAAA

i OEA AEAEOO0O DPAOOII

you have 16 to 20 people, trymaking two dragons whoare trying to catch eacH O E Aails8V@riations:

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

ET T ETAQ |

frontof OEAI 8 4EEO EO OEA AAOpdfann tagkyou assigithem i Eopl& gl | | £

up the hill, around thetree, then come back to me without breaking apart/ariations: Be creative in the

tasks!

Cheap Pass

Equipment: 2 medium to large plastic (soft) ballObjective: Cooperation 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 thie 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 AATd

set, the facilitaor starts one ball on once end and the group must pass the
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ball to the other end and backvithout 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

Youb I 1 ThiA &rib ofdbap@ or cloth. Start with a snake in the middle. The snake has a thin strip of
paper or cloth. The leader chooses a hunter whattempts to try and touch the back ofhe snake® neck
without the snake touching the hunter with the paper/cloth. If the hunter is successful, he takes the place

of the snake. If not, the snake remains the snake. So, the goal is to remain the sifakas long as
possible.Variations: The Setupstory could be that the person irnthe 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 attempt to sneakip on him and steal the treasure. If the miser hears one of the
thievAOh EA AAT BT ET O ET OE Arighd Bhe tRigEd Bt réiun@okhk Siéiting 8 ) A&
point.

Corner Grocery Store
The game leader initiates the activity by selecting a food item typically found in a greny store. He/She

OEAT ETEOEAOAO OEA CAITA AU OAUEIGh O)1 OEA Al Ol A
EOed ! £#OAO OEA AEEI AOAT 1T AEA Ox1 10 OEOAA COAOOA
This progression coninues 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

N s s~

AODOOT 1 AOBO EAAA AT A AOAAGAO A AOAUU EAEO AT 8 4 A
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 head may 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 cranes side
of the activity area and tle 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. There is no looser.

Detective

Brink those storming kids together. Everyone sits in a circle. Someone is chosen tdaleedetective. The
detective turns away from the team while the team chooses a leader. The team does whatever the leader
is doing. When the 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 the game leader. If the statement is false, the children do not

perform the specified A OET 1 8 Al b1 Ag O0) £ O0xiI bPI 6O OEOAA A0
xI 01 A Al Ap OEAEO EAT A0 OxEAAQ8 O) £ A AEEAEAT EO
raise their hands).
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Elbow Tag

Stand in pairs hooked at the elbows, and spad 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 assuntiee 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 bplayed with an unlimited number of players. Everyone begins their life in
this game as an egg. They roam around the room with their arms raised above their heads in anegg
shaped loop to signify that they are an egg. They find someone to play ROCK, RABEISSORS with.
Almost everyone knows how to play this game, but a quick review and consensus on the 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 undettheir armpits to make chicken wings and chicken walk around the room

to find another chicken or egg to play another game of ROCK, PAPER, SCISSORS with. Any winning
chickens evolve into dinosaurssignified by holding their tiny T-Rex arms out in front ofthem, making
dinosaur sounds and walking around the room like a dinosaur. Any loosing chickens devolve back into
Accos -TOA OTAiETC ATA AT T OEAO OIOTA T £ 2/ #+h 0
into superheros (arm out and flying around he room like superman). Once someone evolves into a
superhero, they cannot devolve once a superhero, 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 the donkey.

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 aroundhree 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
right hand in the palm of the person to their right. On a signal, they trytocdic OEAO DPAOOI 160
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 anywherm the activity area. When It is instructed to return to
the room, the children who make up the Geiger Counter begin making a ticking sound. The closer Itis to
the radioactive object the louder and more often the Geiger Counter should tick. This contes until the
object is found.

Ghosts in the Graveyard

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

%l OOOA AT 1T OCE OPAAA O OEAU Ai180 O OAE. WiheAtieyT OE
are ready, give a count to three. After the count, they must stay still and silent. If the chosen cigpeper
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, wizards or elves. Giants beat the wizards, wizards beat the elves, and elves beat the giants.
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When a decision isnade the teams returnto face one another and they all yell out which creature they
are and they must also display the sigfor the character they choose. Giants are arms straight out above
the head and standing on tip toes, wizards are arnsraight out in front of the body ina swaying motion
and one foot in front of the other leg stance, and elves are hands on the

head making ears with two fingers and squatting down. The team displaying the dominant sign chases
the members of theother team and tries to tag them before theyaach 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. @ect 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
Oxi AEAEOO i1 1T1TA OEAA 1T &£ OEA O1 1O0EAA |16 ROEGRRA AT |
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 additional item from the chair,

brings both items bad 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 carried 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!

p 8 7TEAO060 A EETE DPETE £ O OEA TEA 11T A O1 AA Al O
2. An imitation small horse- a hinky pinky.

3. What stinging insects kneel with a hink pink.

T8 7TEAO060 A EETE PETE & O A ATATA AT11T OAA AOATE
5. Jam made for rubbing on stomachsa hinky pinky.

6. A hink pink for trousers of little insectsthat like picnics.

7. A home for small rodents a hink pink.

Answers: 1. apoptop 2.aphonypony 3.beesknees 4.abrowngown 5. belly jelly
6. ants pants 7. a mouse hous&low make up some of your own!

O)611 'EOA on ®I4EA BAOOXx-AMO 4EA 10AO0EITT S

ol AUAA T EEA OEA CAT A OET x O* AT PAOAU8B86 4EA CAI A |
AAOAOI ET A Di OOEAI A ADDPOI POEAOA NOAOOETT O xEEAE |
ATT80 OEET H Gl OMOAR ABAT 8

In or Out

The game leader (teacher) think®f a specific category related to a topic the students are studying. For
AgAi b1 Ah EAZ OEA OOOAAT OO AOA 1 AAOTEIC AAI OO AT EI
OOADOEI AG6 1T O OATEI Al O OEAO |1 EOAstates, thecAt€yBryrsight be ) /&

sz A s A q £ @ Z 0 A 4 A N9 oz z =z z z = - sz A s A

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 ¢hcategory 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 guess is not correct, the students name another animal and the teacher
writes the name in the proper column. Afteeach animal listed, the students have one more guess what

the category is. If the class can determine the category before ten words are listed, they are the
OxETTAOO86 )y £ OAT TAI AOG AOA 1 EOOGAA AAAE Odx BIEIAA @x

In the Freezer

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

Place about 5 trash cans or tubs around each half of the room (the goals). Give each team about 20 rolled
socks or payland-OUBDA AAlI 1 O8 /T O0'/hd Pl AUAOO 60U OF OI O«
defend their goals with their hands, buttannotstand in 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 back at them, both people stick out their tongues or make
another silly face @ 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 into the starch. With a craft stick, swirl the paint a little bit to
make a marblelike design. Lay a piecef 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 thoroughly, paper will curl when
drying.

Marionette (a pantomiming activity)

#EEI AOAT DPAO&E Oi OERT AROCETI 1 PAAAODEA ORAAO OEA OA
all puppets on strings. Someone is pulling the strings that are tied to your hands. Up, up, up go your

hands! Now the string that is attached to the top of your head is being jiggled upcdadown. 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-I-U I AOOET ¢ Ai1 OEA OOOEIT CO ci 111 O0AAG

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 connected (like links of a chajror
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 write, they pass the itemto 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 of RIGHTway Street. TH2) ' ( 463 EI OOA EO C
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 &ed Mrs. WRIGHT if they had any coffee LEFT.

O0.1h
, %&4

6 OAEA -008 72)' (48 O7A EAOGA 11 Al EEAA |, %&4
53 OEOOAOO xEI , &4 7EEOA 01 AET O OI CAO O1TiA

So Mr. WRIGHT said he would do to the store ®HT 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 came to a 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(iiiheo EA OAEA OKEEEEOBOABEAOR) x{ B ARDEEAA OEAO
looked to the RIGHT and he looked to the LEFT. He saw many, many kinds of coffee. One coffee was
AAT 1T AA O"OAx 2)' (46 AT A EA AAAEAAA O AOU Gk Os
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 did not have enough to bulyoth 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 the LEFT, then the RIGidh,LEFT again.

(4héo EA OAEA xEAT EA Ci O ETI
OEA OO1 OA AAAAGOA ) AEAT 860 EAOA
1TAU , %&480

8 O7Ai 1 h Ui O AEA OEA
CAO I T OA TT1TAU OET AA

O3EO 2)' (4 Aixih ATA ) xEil [ AEA 00 A AdDP i A& " OA

Musical Costumes

Collect a variety of costume parts (from dramatic play dres-up 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 agaid an
continue until all items in bag are gone. Silly and fun.

Nervous Breakdown

01l AUAOO OOAT A ET A AEOAI A xEOE OEAEO EAT AO AAEEI
and stands in the middle with an easily catchable ball. IT tosst#® 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
OZFZAEA 106066 A1l ET AEOEAOAT AU DPOAOGAT AET ¢ O 04 66 O
from behind his back to catchthebh OEAO xAO1 80 OEOI xT1 h EA 1 000 Al «
ball or the last person standing gets to be IT for the next 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 are players, in a row one chaicing 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 whose number 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 boundary lines in your open spaweud 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 areagged 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 Deand 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) the rest of the children must run tihat 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 blown up balloon to their ankle withstring. The balloon should be 31 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 mIT110 O1 OEI AOGAOUITA EAO OEAEOGstAAI 111
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 the group and have, or memorize, a list oftaties 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 £ AEOAI Ah OPET AOI O
AT AO6 8 2 A bhariadd adokher GiddanotheQetc.

Rhythm Hunter
Instruct the group to form a circle, allowing plenty of space foeach person to move around. Select a

O0i 1 61 0AAO Oi AA OEA OOEUOEI EOI OAO85H I OE OEAO b
AT A AT OAO OEAEO AAOOS 3A1 AAO A OOEUOEI 1 AAAAOG
goupEl I AAEAOCGAT U A 111 x08 (AOA OEA OOEUOEI EOT OAO«

4EA EOI OAOGO EI A EO O AAOAAEOI T U xAOAE OEA ¢O1 ObD
change the rhythm as many times as he or she canthaut being detected by the rhythm hunter. The

hunter has three chances to correctly identify the leader. 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

Give each child a small ball of yarn. Make a large bountdar AOA A 8 /T O0'16 EAOA OE
OOAAT A T AEAAO ET OEA Oiili1 8 AEAU OxAAOGAG ET AT A
web effect.

Sell-Out

This is a dodge ball type game without teams. Use a medium sized foam, low denity,bounce (SAFE)

ball. The game starts 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 taken, the 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 throwsits down. If the ball is caught, the
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 tfwlowing letters, numbers and

shapes as quickly as possibl&, B, C ... 1,2, 3 g ie &

Shooters Delight

Procedure: 2 or 3 people stand back to back to each other whithe rest of the group 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 can catch. This is not as easy @snay 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 t@ups 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, one tam begins by singing a part of a song with that word in it.
All team members must siig 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 than being 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' herdhildiériwkile 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 ofthe string the player is out.

Speed Rabbit

Get in a circle choose an IT in the middle. That person goes to a person in theleiand 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, vhile 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 pmple on either side mess ug that

person is the next IT.Variations: Moosezil EAAT A | AEAO A 11 OA SAdrkAmidiiEe A A O
i AEAO EAxO AT A FIGHE ditdn@ant@ididie puBAicRygen maskaA OEAAO DI ET O
OstrichzOEAAO ETT A EATAO O 1 AEA O Lbwk middlekolds EaAda with D OO

OEOI AO PIT ETOET ¢ Al x1 AT A OE JefoQsidbsthbld har@Eaédundl diddei O
person and middle shakes saying | AAT Ah x 1 A Rdllek Goastelz hiddle Adlds face back with
hands (as if in heavy Gforcesind sides make roller coaster motionsk E OE  P&lrh Bre@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 cup of baking 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 secretlyeyone closes their eyes

z A N s s

AT A OOOEEAO A bl OAs /T O/ hd AOAOUITA T PAT O OEA
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 giat¢p towards the middle of the circle.
Then another. How many steps 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 (2meters) behind the line, and the other half of the team on the other side, the scene is set
Al O A TTTATO T &£ AT EIEAO j1T £ OO0 008 OOEAI 6Q8
but it is excellent for setting the stage to talk bout conflict, negotiation and win/win, win/lose, and
lose/lose scenarios.

"ACET AU EAOEIT C TTA OEAA OAUH O4EAOA AET 80 11 4A&i
ur & § pT ET O OT AITEO 11T OEA 1T @BAO ADRADOERTABD 1 GE AO
Ol xAOAO OEA TETA jxEOE EOOO OEA OECEO AiT1 010 1T &
iIT T Ah OEAOA AET 60 11 A EAO 11 1T Ah OEAOA T ECEO A
ni &£ EAO 11 1T AA6h AT A OAEAO A OOGAD OI xAOAO OEA 1E

moves to the line, followed by the second side repeating their lines, and stepping face to face with the
other side.

4EA AEAAEI] E OA Olatk 3kdconds @Ael thérper€od &cross the line from you onto your side of
OEA 1 ETAS "] Ad

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. Thigrovides an

excellent opportunity to open the door for discussion on conflict,

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

DAl p1 A8 &1 O AgAipl Ah Ui &6 AAT AOEh El IU DAO
win/lose scenario, where onemember obtained what they wanted (getting
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OEAEO PAOOTI AO O1 OEAEO OEAAQqh AOO OEA 1T OEAO i
AT OE 1T Ai AAOO O00600¢cci AAnh AOO TAEOEAO TTA T AOAE
07A0A OEAOA AT U AAAEODTOEAOOAREGEERDRA xEAOA AT OE
it about our corporate culture that so many members of our team end up in win/lose or lose/lose
OAAT AOEi Oh OAOEAO OEAT A xETTxElT Oi1 OOEYyolagedina O( I

OAOI OO OEA 1 ET A6 OEOOAOGEI T h xEAO EO OEA EEOO0OO OE

Al A
T AA
b

This is a duck

The team should stand in a circle. The first person turns to their right extending to the person on their
right ANY obiA O AT A OAUOh O4EEO EO A ADOAES8SG 4EA PAOOITI
AOAES8DO 4EA OAATTA PAOOIT OAPAAOOR O! xEAOed 4EA
OAPI EAOh O/ E A AOAEAO6 Al fsonGuinkth the porioh onlhid/keArighd 8 4 EA
extending the object OAUET Ch O4 EEO E Quniilit ghds Alllaund the circle. AFur@y in 1 1
person!

Toe Tag

Have people pair up and hold theirp@ OT AO AU OEA OET O1l AAOO8 4EA 1T AEA
foot 3 times while protecting their own feet from being touched . . . the game quickly becomes a fast

paced, foot stompingactivity!

Wa

A round lasts until there is a winner. To begin a round everyone bowsi OEA 1 AAAAO OAUE’
leaderAT xO AT A OAOOOT O OEA O7A86 4EAT OEA 1 AAARO PE.
AT A UAIT%G@A @TiAisd Al OA 1 600 ET OOAT 61 U CEOA OEA 11 OF
People get out by king too slowor by making the same motion as the leader. You continue the game by
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 playmsny 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 into a circle. Get a ball or any object to pass around in a cictll it an energy orb. The orb is
DAOOAA EI AT U AEOAAOEIT AU EATAET G EO O OEA TAQ
AEOAAOETT OI OEl EO EO O" Al CA6 AA AU OITATTA xEI
direction. ltcanal§ AA O6AOT T 1 6AA AAOTI OO OEA AEOAI A8
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Chicken Games for the
Attempting-StormingStage

Chicken A La King

Youd | 1 sdmérlibber chickens and someraccoon circles for this activity. The object is for asingle
blindfolded player z the PITCHER 01 OOAAAOOADI 1 U OEOI x A AELAEAT O
raccooncircle.7 EOE T 1T A OAAATT1T AEOAI Anh AOAAOA A PEOAEAOQ:E

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

EET G860 AOI x1 8 4EA EET C j OAddittier n3Qemaidh thd dundEOn OE
O0'/6 OEA PEOAEAO AAT AT i1 OTEAAOA xEOE OEA EEIC A
can move anywhere within the castle wall to help the toss successfully land in the crown without

touching anyone onthe 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 ot that their shoulders are touching. Elect one player be the Detective.
The Detective stands in the centre of the circle with their eyes closed. Everyone sings the "Chicken Dance"
while the rubber chicken is passed around behind the backs of the playersthe circle. Eventually the
Detective yells "STOP!", at which point everyone stops singing and freezes in place. The Detective then
has three chances to guess who has the chicken. If she guesses correctly, thepldnger caught with the
chicken moves inb the circle to take the Detective's place and the game starts again. To make the game
more challenging for older 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 &£ O AAAE ¢Oi Obph |
and one large cone per group. The object of this game is to capture three Rubber Chickens in your

COl 6P O O1 OP Al x 1 sized ghpd Pldcd theFdurGinall AoNeG id b large square in the
center of the room. One Rubber Chicken per group 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 eersiquare, with about
¢mmo Ol omo AAAO O1 Ohykrfrémiech draug rurs but t®thd cénfler addpiks dE O O
/. % 20AAA0 AT A OAOGOOI O E playé thendiskhe Gelipladed @eldy shyie)x | 8 4
who then can take a @icken from any other bowl without being prevented from doing so. The first group

to get three Rubber Chickens in 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, however, earning 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 the outside 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 throws the chicken as far away as posdibem 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 hs 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 the line, the leader yells "CHUCK THEEKEN!", 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 have
to stop. Just ensure that each &m 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 the class. Give
eachtaggeraRubberEEAEAT 8 /16" /6 10 OEA 1 OOEA OOAOOET Ccql
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 ovesuccessivameetings introducing the various elements to make it more
difficult as skills improve. The main game involves keeping a beach ball in the air. Tgreup stands in a
circle and triesto keep the ball up for at least 100 touches. This figure increases assiteached.To
increase thedifficulty 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 teanf.the ball touches the

floor or a rule is broken the count starts again from OWhen thegroup are getting
good there are a number of adens to improve the challenge. Firstly add a tennis
ball. Theplayer 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 therto catch.
Shouting "Ball" as it is thrown or just before adds to atmospherdf one ball is to easy
have 2 or 3 going round. This all has to happen while still keeping the beach ball in
the air. The second adebn is the hat. Place a hat on one of the plg. 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 nexd them to take it. (Again if to simple have

2 hats going in opposite directions) Added to keeping the ball in the air, the tennis balls being passed

this makes the whole thing get thatittle 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 noisegenerated 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.

*OCCIl EKerds #EE

Rubber Chickens make great linear juggling objects. Start with one Chicken in the dominant hand. Grasp
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 playebecomes 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 ETAT O EAT A8 "ACElT xEOE OEA #EEAEAT ET OEAe 000
#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 makeso the dominant hand back to start. A successful

trip is one that does not include a drop. Adding a second Rubber 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 (hon-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 of the figureeight and not at the ends. Encourage

the players to be aware of their peripheral vision, as this will help them to anticipate the path dii¢

Rubber Chicken.

Knee Deep in Chickens

Groups of 5¢ 8 #EOAI A 5b8 /11T O0'16 OEA AACETTAO DPEAEO
hands. He passes the chicken to the next player and around the cirglenees only. For bigger groups,

use nore chickens.

Musical Chickens

While music (the Chicken dance) is playing, players pass the chicken(s) to any player in the circle. The
I1A0O pi AUAO ET1TAEI ¢ A AEcEAEAT xEAT OEA 1 OOEA 00
caughtE T 1 AET ¢ OEA AEOAh EA OEI 8OO0 O(68xEAT O1TTATTA
$11T60 AA #EEAEAI

Players stand in a circle with their hands behind their backs. Omdayerj OOAOOET ¢ xEOE OE
and stands in the middle with a rubbe 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 thelayer catching the chicken
iTOAO EEO EAT A0 &EOI I AAEET A EEO AAAE
he must also sit down. Anyone who catches the chicken or the |gsayer

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.

Pass the 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 oneplayer 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 sodit aays,
"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 he or she can nanfeve (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.
Topics can 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

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

= =4 -4 4 -4 -8 8 A -8 -8 -8 -2 _a -8 -2 -9 9

Super Chicken Tag

= =4 -8 & 4 48 2 _9a _9 -2 _42 _9 -2 -2 -9 -2 -2

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

$AOCECT AOGA mI 60 OI OE@ bl AUAOO /‘f Vi \
bl AUAOO AO O30PAO #EEAEAT 66h Al
the Wolves a foanthickento tag with, and Super Chickens a Rubber
Chicken to rescue with which also makes them immuh  A£O0T I A xT 1 £ 0 OAC8 " AO
OACCAA 1 OO0 AOGOOI A A OOAOAOA 1T A6 PI OEOEI1T | E8AS8
CEOAO OEAI OEA 20AAARAO #EEAEAT 8 4EA OAOAOAA " AOI

# E E A E Albok to Ae$ciéle another Barnyard Chick who has been tagged. Use music such as the
O#EEAEAT $ AT AAOo -typeOnudicGoisi§ral GO Aviazh thedndidic starts, and STOP when the
music is off. The object of the tag game is for the Wolves to tag as manynBard 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 tagged Barnyard 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), tag softly, and not throw the Rubber Chicken at anyone. Thagested time for any one set

of Wolves to be taggers is two to three minutes. This game can be used as a wapmr a standalone
activity depending upon the grade level and previous experiences with chasad-flee activities.

Watch It

The number of objects you use within each set will be determined by the number of participargghe
iTOA OEA DPAOOEAEDAT OOh OEA 11T OA TAEAAOO8 91 061 1
each set for a group of 24. Each set must hawkentical objects in them either by color or size. | usually

use rubber chickens, rope rings, monkey heads, and sometimes tenaigckens. The important factor is

an even number of players. If there is an odd number, | just jump in and pl&hoose a playeto start, and

hand thatplayer a rubber chicken. The starter will hand to chicken to the player two people over to the
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OECEO AEOAO OAUEIT C O7!4#( )40 | xEOE OI T A cbOOI
player should duck to avoid theoverhand hand off. The same action goes
around the circle until the chicken returns to the starterz then they hold Sorry. We've had to close
the chicken. Now, that directly rightplayer we mentioned earlier, is given | {71 Yj’;:ﬁ‘;"y“;u“i‘j‘,’f‘fj;,:f:f;’:
A O PA OET Ch OAUO O7!4#( ) 4aksol C

avoid the overhand 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,

z A £ X

OEAT OOAOO OEA GEbngBandphybidiwbrk taphter Ei

(or not togetherz) 61 OOEI T AOAEET C xEATZ) ol
crazy!). Add in more rubber chickens and rope rings for some real fun!

$1 17160 z840QAG (), % )463 34),, &5.38

| never really spend too much timed OT AAOOET ¢ OEEO T 1 mgiiaifianeons I U

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

E (I x TATu OEEITCO Ai UI One@EETE UI O AAT UT O EATAI
Z (I x T ATU OEEIT CO Ai Ui 6 OEETE OEA coi 60 AAT EAI
Z 7TEAO AOA OEEIT COe 7EAO O1 00 T &£ OEET CO Al Ul 6 OE

Noodle Games for the
Attempting-Storming Stage

99 Red Balloons

Each person in the team blows up and ties off a ballodred if you plan on playing the song3 /[T O'/
challenge is for the team to work together to keep all of the balloons up in the aising only their

noodles. You can add in a balloon or more as an added challenge.

Bumper Cars

Lots of blindfolded trust games are played in the bumpers up positionhands out front for protection. In

this variation, the players hold each end of a noodle about belly position witl slight bend in the noodle,

so that a rounded bend points away from theng the bumper. All participants stand outside of the

activity space and blindfold themselves. When they are ready they enter the area and walk slowly

AOIl O1T As $TTO6EIICA®OUIAOO 7TEROAOEBA U AOIi P ET O1T O1 1 AI
other sound) turn slightly and start walking in another position.

Happy Handful Relay

Form two teams of 10 players each. Collect a whole bunch of short pieces of noodles. Make twolequa
OEUA OOAAEO 11 1TTA OEAA T &£ OEA Oiii 8 , ET A OAAI O
the first player in each team runs and grabs one noodle from the chair, brings it back and hands it to the
next player in line. Thatplayer takes the noodle and runs and grabs an additional noodle from the chair,

brings both noodles back to the nexplayer in line. This continues as eachlayer must carry an
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additional noodle. If a player drops a noodle(s), he must place it back on the chair. Gametinues until
all noodles are carried back to the team by onglayer.

Noodle Soup

Some of us are actually old enough to remember lawn darts, the backyard family game popular until
some head injuries and ensuing law suits put an end to them. This garadike lawn dartsz a little like
horseshoesz played in pairs or groups of fours. For this game set out some hula hoops or raccoon circles
as targets about 20 feet apart. Each player gets two noodles. The first player takes a turn trying to toss
his noodle into the target. Then the opponent gets a turn. Noodle MOST in the middle of the target gets
two points. Noodle next closest to the target gets one point. Play to 15 points.

Over Under Relay

Players line up facing forward. The first player hands his noodle to the player behind him with an
overhead pass. The next player hands the noodle to the third player with a betwe#re-legs pass.
Passes continue alternating over/under until the end of the game. This game can cover greater
distances if the first players run to the end of the line, creating an unending line of players.

Pinball Wizard

Players form a circle with their shoes touching and backs to the middle of the circle. Todsad(s) into
the circle. Players attempt to knock the noodles out of the circiethrough the legs of the other players
who use their noodles to knock theball back into play.

Smack Down

Players begin by practicing their smack down. From a seated position, themack their noodle on a hard
floor. Form teams of 1015 players. The objective is to make the number of smack downs for the number
of people in the groupz 15 people = 15 smack downs. They must do thigthout any two people
smackingat the same time and with no verbal planning. This will get your group to cooperate and focus.
When two or more people snack downsimultaneously, the entire group must start back at zero. The
group must work out an informal solution to accomplish this tak.

91 6611 EET A OEAO OAITEEI ¢ EON® O O
smacking around in a simple circleg too easy and NO FURroup
members will work out solutions in many creative ways. Variation:

If your group makes it, try a larger numbermnf smackswhere each
player can smack a number of times

Regular Size

"Big Boss™ Size

Copyright: 2009 by Mike Ashcraft/ All Rights Reserved/ 6501 Lomas Blvd NE/ Albuquerque, NM 87112962880/ www.childrenshoice.org/ pagd1l



William Tell

Form multiple groups of 3-player teams. Each team gets 3 noodles and one hula hoop. Establish a
shooting line and a target line. The distance between the two can b&Xeet per age of the plgers, and

no more than 15 feet. Each team decides a shooting order. One player holds the hula hoop on his head
like a giant applez the target. Another player is the retriever of noodles and retrieves noodles as fast as
he can so the ARCHER can take aamyg shots as possible in ONE MINUTE. The third player is the

I 2#( %28 "EOA OEAI omnm OAATTAO T &£ I ATTEI C OEI As
through the target. The target player can move on the target line, but
the hula hoop must remainon his head. When the minute is expired
players rotate roles, plan again, and play again. Play 3 rounds.
Variation: the target could face away from the ARCHER and the other:
AT 61 A OEiI OO O, w&46 10 02)' (486
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Teambuilding Games for the Transformingdge

Accessories

Youdl need accessoriesg belt, scarf, hat, gloves, watch, bandana, suspenders, headband, purse, clipon
earrings, braceletetc. The members of the group take turns being a manikin. By planning and working
together, participants willseeET x [ AT U [ AT EEET O OEAU AAT OAAAAOOI
manikin cannot help, but must remain motonlesswhile being dressed. The object is for students to plan
and work together to accessorize as many team members as possilvi¢he allotted time.

All Aboard

Use a carpet square, cardboard square, or even a chalk square as a platform, floating on the shark
infested ocean. The object is for everyone to get onto théafform and off the water while they count to
15 or sing a song like Happy Birthday.

All Aboard (Diminishing)

. AAAAA(Q /ITA w68¢9b6 4AO0DS &l 1A OEA OAODP O1T EOO O
!AOEOEOUQ /'T OECT Al t®step bnto'thA farp svAhAtdeone Is tolchiy /O OE AE D A
col 61 As8iT1 U OEA OAODS 4AEAU 1 0600 1 AET OAET-R&aWEAEO
21 x 91 60 "TAG6 j1 O AT U OEIT U OI1cqgh OEAT OOAD 1 E
fraction that will keep it challenging and fun.

[

31 &%4 9, | A TAu AA EAI A88AO 1 AAOGO T1TA A£10 i

Amoeba Race

Choose some of the players to be the protoplasm (they go to the center of the playing area). Now choose
several players to be the cell wall (they circle the protoplasm, facing out, and link elbows to make a

sturdy cell wall to contain the protoplasm). Now you need one person to be the nucleus (this person goes
inside the amoeba and has to sit othe shoulder of some of the protoplasm)BE CAREFUL with the
nglgus!&hq amoeba must race to a designated sit¥ariations: Have a relay race with multiple teams of
OAIl I AAADO

Back to Back

Every group member must find a partner of approximately equal height and weight, if possible. The
partners will lock arms with their backs to one another. With arms remaining locked at all times, the
partners will sit down on the ground, kick their legs out straight, and try to stand back up. Then groups
of four will try the same thing. Then groups of eight, sixteennd eventually, the entire group together.
This is the perfect activity to begin a trust sequence.

Blind Artists
One student is chosen to be the artist. The

facilitator shows everyone except the artist a
simple picture like the example Thegroup, then, Q @
gives directions to the artist who has the task of [: f \

duplicating the unseen picture. The artist is blind
in a sensehat he/she does not see the picture. If
the group gives clear and accurate direction, the
artist begins to see as the piure takes shape. The group may not say what it is a picture of. Once this
artist is done, rotate through giving others a chanc&his will also allow for improvement of
communication from the group to the artist.Variations: Put a blindfold on the artistfor additional
difficulty.
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Blind Tag

Need: 4 Cones, BlindfoldsT T A PAO DPAOOEAEDAT Oh iTA ONOAAEU Ol
Set the boundary corners with the 4 cones. Be careful not toake a playing area too large or small for

your group. Divide group into pairs. One partner is blindfolded and the other is sighted. One team is

0) 480 4EA OECEOAA O)406 EI 1 AO OEA ONOAAEU OT U Ob
her/his blind-folded team mate. It is the blindfolded team mate who tags. The sighted partners of the

I OEAO Pl AUAOO I 60O CEOA OAOAAI AEOAAOEIT O O1 EAA
touch his partner except to avoid collisions. Onceata@i | AAAh OEA T Ax 0O) 436 OA
continue the game.

3! &%49dOEQEGAASG 01 AUAOO 1 6600 EAAD O" Oi PAOO 5P6 DI

Blind Trust Drive

Participants are asked to choose a partner for this activity that is approximateljpe same height. This

activity should be conducted in a flat open space with no obstacles. One person stands in front, arms
extended like they are holding onto the steering wheel of a car (the driver). Their partner stands behind
them, with their handsT T OEA OET O1 AAOO T £#/ OEA DPAOOIT ET A&EOTT
TTx AT OAO OEAEO AUAOKh xEEI A OEA OECEOAA OAAA
area. Remember, this is not a demolition derby or bumper cargnd a facilitator may act as the local law
enforcement officer if necessary! Halfway through the activity, partners switch roles, and continue. At

the completion of the activity, partners can provide feedback to their backseat drivers, and tell them what
they liked about working with their partner, or what they would change about the guidance offered

during the activity.

Cinnamon Roll

Have group line up next to each other holding hands. Using a spiral technique, roll the group up into a
tight ball. Tie the rope loosely around the outside of the group and ask them to cover a specific distance
over the ground.Variations: 1) Have them raceanother cinnamon roll.2) Have them maneuver around a
set of obstacles3) Group must learn something about each individual before returning) Any
combination of not speaking or seeings) Have one or two individuals teach the group a new song.

Circle of Kindness

Form a double circle with all group members, with one partner facing the center of the circle, and their
partner behind them (also facing the center, with their hands on the shoulders of the inner circle person).
4EA ETTAO AEOAT A EO AOGEAA O1 A1l 1T OA OEAEO AUAOKh A
asked to quietly talk into the ear of the innercircle participants, mentioning something important that

they learned from them or appreciated about them during the project, or a pleasant memory, or any

other positive comment. The outer group then moves one person to the right, and continues. When the
outer group has completed the circle, they are asked to become the center group, and the process begins
again for a second round.

Dead Ants

Dead Ants is a contagiously fun and cooperative tggme. One or two people volunteer to be anteaters,

the rest start out as ants. Anteaters attempt to stun all of thants on the ant hill, while the ants struggle to
avoid the anteaters and rescue their friends. Start by creating a boundary for play (i.e., the ant hill).Use
landmarks such as trees or cones to creatBe ant-hill and have everyone step insideAsk for one or two
volunteers to become the anteaterghe rest to become ants.The anteatei® mission is to stun as many

ants as possibleoy taggingthem.4 EA AT 080 1 60O AOT EA OFEtdsavkethérd OA O
friends who have been stunnedWhen an ant is tagged by the anteater, the individual sits the ground

and calls for help. Stunned ants cannot move from the spot, but may wawbeir arms and legs to alert

other ants to their situation. To make a rescue, four ants must carefully lift and cartye stunned ant to a
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location just outside of the play areaWhen all four ants have locked into positions for a rescu#)ey
cannot be targeted by the anteatefThis allows asafer rescue withou the need to rush and potentially
drop someone.

Once an ant has been rescued, he or she returns with ttescuers to the game Play as many rounds as
you wish, and switch anteaterdrequently. Variation: To avoid the lifting and carrying of another persa,
you can change the rules, asking four rescuers to surroundstunned ant, lock their arms in a circle, and
escort theindividual off the ant hill.

$1160 41 OAE - A ) ) X X o
$1160 41 GAE - A ODPAAEAEAAI 1 U OAOCAOO OEE#BEHEC DAO
Al xAUO xEAO Ui O cAbhoe AT A OEA EAAA 1T &£ OOEET EET C

your group and challenges them to use that grey matter just to the north of their shoulders.

Sample Story

Your company is working to establigiew, more efficient ways of doing its work. You have been assembled

to design a process of satisfying 4 requirements of the job in the quickest, most efficient way. By cutting
costly time and quality issues, you will all be rewarded. First, pick a workipear across the circle from you,
come to the center, and give that person a high five. You should only have one partner. Next are the
requirements.

1. First, you must switch positions with your partner.

2.3AATT AR UIT O 1 6060 OADPAAOD redinioiion. 0 O OAE 1 Ad AT UOQEI
3. 4AEEOAh AOAOQUITA 10060 Oi GAE OEA OAI 66 Oi1 1 ACEI A £
4. Finally, no one may touch anyone else. For every touch, an unwanted second is added to your time.
These are your only requirements. When | am done speaking, | will be geliirisource and only respond to
OOEIi AO OAAAUROGOOEI AO OOI Pho AT A OxT Ol A UIT O Pl AAO
and stop when you indicate that you are ready and/or have completed the task.

Props ]

E ' Ul-refpriedto asthA O AQr y8 dan use a raccoon circle overlapping to make a small circle.

E ! OOl bxAOAE 1 O OEi ADPEAAA O EAADP OOAAE 1T £ OEA
Set Up

47 AACET h EAOA Ul OO cOi 0P A& Oi A 1 AOGCA AEOAI A Al
Instructions and Key Points

E (AOGA coOi Op 1 Ai AAOO PEAE A PAOOTI AO AAOI OO OEA A
only one partner. To ensure proper pairing of the participants, have partners step to the middle, high

five, and return to their spots (NOTE: This is the only time during the game people are allowed to touch).

E )& Ui 0 EAOGA AT TAA 1061 AAoh Ui 6 T Au xAT 6 O OOA
Z %@bl AET O OEA CcOiI Ob OEAO OEEO E Ghekollo@ikg 4kules id OAT
the quickest time possible.

1. Everyone must switch positions with their partner.

¢8 %OAOUITA 10060 OAPAAO OEA x1 OAO OAT160 OiF OAE |
08 %OAOUITA 10060 Oi OAE OEA OAIl Géss.ET OEA AAT OAO O
4. No one may touch anyone else in the group. For each touch, a second is added to their overall time.

Z ,AO0 OEA coOi Obp EiTi x OEAO AZOAO UT O AOA EET EOEAA

s N~ o

OOEi A0 OAAAUh 6 O0Eyolpeasoreieddthed AT A Ox1i Ol A 5
001 AGbso! TUOET A OEA cOi 6bp AOEO A NOAOGOEIT T h OEIPIU
E ' EOA OEA cOi Ob OEAEO OEIi A AT A OEAT AAA OEA AgO

Z 11 17Tx Ul 00 OAAI OF AOAAOGEOAIes. FAr@amplel gioGps terd DA E O
make the circle smaller, stand next to their switching

DAOOT AOh PEAE OEA OAT 06 Obh AT A AOAT AEAITT AT CA «x
be from left eye open to left eye closed not necessarily
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physical location as was initially thought. The group may also start the activity with everyone touching

the dot. The instructions you gave in the beginning limit their ability to see these solutions.

E | O OEA /EAA®LeE Aol Ealishdul thdy BeAwhEtheir time after each try. After numerous
attempts, if they are hovering around 5 to 7 seconds, ask them what they would say if you told them that
you had seen it done in about a second. Watch the fire ignite, and how they begin to challenge thei o

set of assumptions to meet or beat that time.

Variation

) £ OEA CcOI Op EO 1 AOCAOh UT O T AU OOA 1 AOCAO OAT OO
could also try the dual approach, dividing your team up into two groups each with theiven dot and

timer. They could independently work on the problem and decide to share or withhold information with

AAAE 1T OEAO8 - AT U OEiIi A0 Ul 6611l 11T O0EAA CcOi OO OOUE
variation leads to interesting conversationsabout competition.

Debrief

$11760 41 OAE - A AAT 1T AAA OI 1T AT U OUPAO 1T &£ Ail1 OAOO

revolve around thinking outside the box and challenging assumptions.

1. Discover: Describe how you felt:

E 7EAT ) CA@diony7T &6 OEA ET 0O

E 1O UI O x1 OEAA OEOI OCE OEA AEAI T A1 CAs8

g 'O Ui O Al ipi AOCAA OEA AGAOAEOAS

Connect: How did your thinking change as you worked through the problem? How did the rules initially
limit you and your group? Are there other rules that you live by that memwit your ability to work more
effectively?

Create: If you were to create a new rule to work/live/learn by what would it be? How would your life be
different if you asked for more clarity and were clear about your outcomes?

2. Discover: What did you notce the group doing as you kept working to lower your time?

Connect: Are there work processes that could be altered if you were to rethink the way you see the
problem(s)?

Create: As a group, what rules are we going to live by to take on the challenges wefelow will we know
if we are living by them?

Egg Drop

The challenge is for the team to create a contraption, using newspaper, straws, tape, etc., that will protect
an egg when it is dropped. Demonstrate the different creations and see which are succelssf

Elbow, Chin, or Knee Pass

The group passes ball, roll of toilet paper, or rulioer chickenfrom chin to chin (elbows to elbows or
knees to knees) around a circleThey may not use their hands. If the time drops or i©tiched by a hand,
the counting must start over. Theplayers should work for the highest possible number of consecutive
passes in the time allowed.

Group Square Dancing

Everyone has a partner, and they stand together in a large circle. The outside partner turns to their right,
andthe inside partner turns to their right so that they are facing each other. They then proceed to hook
arms around the circle.The object is to get everyone back to their partner simultaneously.

Helium Stick

Equipment: One hula hoop for every 4 or 5 players, or lightweight dowels or fiberglass tent poles
(number of people per stick depends upon length of the stick)

SetUp: Lay equipment on the ground. If you are using hoops, participants stharound the hoop. If you
are using a dowel, participants stand on each side of the stick. Participants need to keep their upper arms
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down, bend at the elbows so that the forearms are at a 90 degree angle at the elbow. Their forefingers
should extend outand next to the forefingers of the participants on the opposite side of the stick.

I AOEOEOU(g "ACET Au bPi AAET ¢ OEA AixAITEITI D I1T O
place their thumbs on top of the stick. At your signal, all thumbseed to be lifted and tucked under the
OOEAE AT A ET OEA EATAS )y O EO OEAT OEAO OEA coOi O
may lose contact with the stick/hoop. Should that happen, the group must start anew.

Hog Call

Ask the Groupto Form a Linez by birth year (without talking as added challenge). Ask younger end of the
line to fold around and walk toward the other end of the line, so that youngest faces oldesEach should
be facing someone. Shake hands & introduce to each athésk each pair to come up with a matching set
of words (peanut-butter, whiskey-sour, potpan) & each individual to choose one of the words as their
own. Ask each pair to announce their choicggsMake sure no duplications. Each line moves to opposite
sides of the room & mixes up to receive blindfolds (or voluntary eye closing). The object is to find their
partner by shouting (or whispering) out their word and listening for their partner. Demonstrate how
loudly they will shout. Blindfolds ONg Bumpers (hands) Up for safety Go.

Hula Pass

Have the team form a circle and link hands. One person has a hula hoop on their shoulder. The challenge
EO &£ O OEA OAAI O BPAOO OEA EIT P} OQqQ AOThBigameéag A A
alsobe done with a raccoon circle.

Human Knot

Get the team into a circle and put their right hand into the circle. Then they grab the right hand of

someone else. If there is a hand left over, someone grabs it with their right hand. Then everyone puts
theirl AZO EAT A ET O1T OEA AEOAI A AT A COAAO AT1 OEAO DA
holding right hands with). The challenge is to untie the krtowithout releasing hands.

6 A OE ASwapiKhotsO £O0T I ' O Av@w.physi@ansofbui.domin Great Britain they have a

game called Dr. Tangle that thkids love to play on the playground. The game of Knots hasen around a

long time and is a favorite among ROPHE&ilitators. This game is a combinatin of both of these fun

games and | think you will see the value to it. Make grougs 8, 10, or 12 members each. Give a bandanna

or three-foot piece of rope to % the group. The players with the rope puhem on the floor so they cross

each other in an astrisk like shape. Once this is done, invite the other players in the grotup take hold of

the other ends of the ropes. This is where thBr. Tangle comes in. Allow each group two to three minutes

to tangle the ropes as much as possible without letting guf the ends. At the end of the time, ask the

teams to carefullyplace the tangled ropes on the floor so the ends of the ropean be seen. Once this is

done, ask the groupstomovetd T T OEAO OAAI 8O0 OAT Cl A8 %A Affhe BpedA UA O
and the group will try to untangle the ropes untilthey are standing in pairs. The first group to untangle is
awarded 10 points, second will get 7 points and third will ge#t points. After each group has become free,

ask them torepeat the process and plgagain. Play to 25 pointsorplayEl O A OAO Ai 1 61 O 1
like this one. Debriefing: How are we conneted to each other? How are we connected to the world

around us? What happens when ware not connected to others or to the world around us? (If we do not

care about others or the natural world around us thermpeople and our environment get hurt.)

Inside Out

This is a great intial problem solving activity. Begin with a Raccoon

Circle (15 foot longwebbing/ rope, tied into a circle) on the floor. Have

the entire group step inside the circle. The task now is for the entire

group to go from the inside of the circle to the outside, by going
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underneath the Raccoon Circle, without anyone in the group using their arms, shoulders, or hands.

What is important in this activity is to stress the group problem solving process. In order for other
members of the group to assist in the completion of the task, they need to know the plan, and what their
part is in the solution.

47 OEEO AT Ah AT Al OOACKEGE ATQOIOCERTOTO xOBIEA 1O EREAE M |
to ANY action, the group will need to plan their approach to solving this problem, and making sure that
everyone in the group knows their part of the plan.

After completing the task, debriefing questins include asking the group if they had a plan, and did they
change the plan during the completion of the activity, and if so, why? As a second part to this activity, you
can also ask the group to go Outside In, again without using their hands, arms boslders.... and see if
OEAU OPI AT OEAEO x1 OEo6 AAZEI OA OxI OEETI ¢ OEAEO bPI A

Finally, Inside Out can be used to explore ethical behavior in the workplace. At a time when corporate
responsibility and financial accounting irregularities both make the businss headlines, ethical behavior

EO AAOOAET T U EIiI pT OOAT 08 /' TAA OEA CcOlI 6P EAO OAO
will likely nod their heads yes. Then ask if anyone used his or her arms, shoulders or hands to complete
the task. For example, to crawl on their hands and knees. Or to assist another member of their group, by

Ei 1 AET ¢ OEAI 0D8 3Q0AAATI U OITA Ai1EO xEIl OAAI
the Raccoon Circle with our arms, shoulders df A T A 086 4EEO EO Al A @A A I ] Al
DOAIl EAOS6 DPAOAAPOEIT 1T &£ OEEO CcOiI OP6O AAEI EOU 0O1 £
ordinances.

Islands

Use rubber dots, carpet squares, chalk drawings, or even rags as islanda shark infested ocean.

- AT AROO AAT OxEih AT AOh EAO OEE 10 O11 OEAI ET OE
everyone to be touching an island with no part of their body in the water. Safe to swim again, but now
Global Warming! Thece caps are melting and the ocean is risingeach round take away an island.
2APDAAO O3 (! 2+Ad 4EA T AEAAO EO &I O AOGAOUITA O ¢
to 15 or sing a song like Happy Birthday.

Jump the Rope

Get the team @ one side of rope. You and another adult slowly swing the rope a little. The challenge is
for the whole team to get to the other side of the rope, one at a time, without touching the rope.

Kansas Weather

In Kansas the weather can change very quickly (Tmand Dorothy can attest to this fact)! For this activity,
have the children get in a circle in which each child faces the back of the person in front of him/her. Have
the children demonstrate on the back of the child in front of him/her the effects of # following weather
conditions. Stress that the goal of the activity is to see how enjoyable and pleasant the children can make
the activity feel for one another.

The group leader initiates the activity as follows:

0) 0 EO A AAAQCacaEOWiInd Bléwing. 8how dnlthe back of the person in front of you
how the gentle wind feels as it blows through the trees.

Suddenly, raindrops begin to fall from the sky. Show how the raindrops feel as they land on the streets
and rooftops.
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