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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 action. Variation: With the group standing in a circle, have the 
participants each choose an action for every syllable of their name. Example: Elvis has 2 syllables, so he 
ÄÏÅÓ Á ÈÉÐ ÓÈÁËÅ ×ÉÔÈ Ȱ%Ìȱ ÁÎÄ ÓÎÁÐÓ ÈÉÓ ÆÉÎÇÅÒÓ ÆÏÒ ȰÖÉÓȱȢ /ÎÃÅ %ÌÖÉÓ ÈÁÓ ÄÏÎÅ ÈÉÓ ÁÃÔÉÏÎ ×ÈÉÌÅ ÓÁÙÉÎÇ ÈÉÓ 
name, the whole group repeats. After the 2nd person does his/her name, the whole group repeats, then 
ÄÏÅÓ %ÌÖÉÓȭÓ ÁÇÁÉÎȢ !ÎÄ ÓÏ ÏÎ ȬÔÉÌ ÅÖÅÒÙÏÎÅȭÓ ÄÏÎÅ ÉÔȢ 

Animal Name Game 

Each person in the team thinks of an animal whose name begins with the same letter as their first name 
(with younger children, any animal name will do).  Then they go around the circle clockwise, introducing 
themselves by their animal name and first name.  Anteater Annie, Monkey Mike, etc.  Repeat, but this time 
ÔÈÅ ÆÉÒÓÔ ÐÅÒÓÏÎ ÓÁÙÓ ÔÈÅÉÒ Ï×Î ÎÁÍÅȟ ÔÈÅ ÓÅÃÏÎÄ ÐÅÒÓÏÎ ÓÁÙÓ ÔÈÅ ÆÉÒÓÔ ÐÅÒÓÏÎȭÓ ÁÎÄ ÔÈÅÉÒ Ï×Î ÎÁÍÅȟ ÔÈÅ 
third person says ÔÈÅ ÆÉÒÓÔ Ô×Ï ÐÅÏÐÌÅȭÓ ÎÁÍÅ ÁÎÄ ÔÈÅÉÒ Ï×Î ÎÁÍÅȟ ÁÎÄ ÓÏ ÏÎȣÕÎÔÉÌ ÔÈÅ ÌÁÓÔ ÐÅÒÓÏÎ 
ÁÔÔÅÍÐÔÓ ÔÏ ÓÁÙ ÅÖÅÒÙÏÎÅȭÓ ÎÁÍÅ ÉÎ ÏÒÄÅÒ ÅÎÄÉÎÇ ×ÉÔÈ ÔÈÅÉÒ Ï×Î ÎÁÍÅȢ  2ÅÐÅÁÔ ÔÈÉÓ ÔÉÍÅ ÇÏÉÎÇ ÃÏÕÎÔÅÒ 
clockwise.  Variation: Have each person describe him/herself by using the first letter of his/her name. For 
example: My name is Steve and I like Spaghetti, my favorite candy is Sugarbabies and my favorite animal 
is a Snake. 

Animal Sounds Name Game 

The group forms a circle. One person is chosen to be the Guesser and they go into the middle of the circle. 
The Guesser is blindfolded or asked to keep their eyes closed.  Note: Be sure to ask that the Guesser is 
ÃÏÍÆÏÒÔÁÂÌÅ ÐÌÁÙÉÎÇ ÔÈÅ ÇÁÍÅ ÂÌÉÎÄÆÏÌÄÅÄȢ )Æ ÔÈÅÙ ÁÒÅ ÎÏÔȟ ÌÅÔ ÔÈÅÍ ËÎÏ× ÉÔȭÓ ÁÌÒÉÇÈÔ ÁÎÄ ÃÈÏÏÓÅ ÁÎÏÔÈÅÒ 
person to be the Guesser. The game begins with an adult spinning the Guesser around in a circle. The 
group is asked to spin around in a circle as well, but in the other direction. When the spinning stops, the 
Guesser points in the direction of one of the people in the circle and says the name of an animal. That 
person must make the noise that that animal makes. The guesser will then try to guess who the person is 
by the sounds they make.  

Bumpity Bump Bump  

With a team in a circle, choose someone to be IT.  IT goes up so someonÅ ÉÎ ÔÈÅ ÃÉÒÃÌÅ ÁÎÄ ÓÁÙÓȟ ȰÌÅÆÔȟȱ 
ȰÒÉÇÈÔȟȱ ÏÒ ȰÙÏÕÒÓȢȱ  4ÈÁÔ ÐÅÒÓÏÎ ÍÕÓÔ ÓÁÙ ÔÈÅ ÎÁÍÅ ÏÆ ÔÈÅ ÐÅÒÓÏÎ ÔÏ ÔÈÅ ÒÉÇÈÔȟ ÌÅÆÔ ÏÒ ÔÈÅÉÒ Ï×Î 
ÒÅÓÐÅÃÔÉÖÅÌÙ ÂÅÆÏÒÅ ÔÈÅ )4 ÓÁÙÓȟ ȰÂÕÍÐÉÔÙ ÂÕÍÐ ÂÕÍÐȢȱ  )Æ ÔÈÅ ÐÅÒÓÏÎ ÉÎ ÔÈÅ ÃÉÒÃÌÅ ÆÁÉÌÓ ÔÏ ÓÁÙ ÔÈÅ ÃÏÒÒÅÃÔ 
name, they are the new IT. 
 
Concentration  
The rhythm for the game is slap, slap (on the knees), snap, snap (one on each hand (right, then left).  
Group sits in a circle.  One person is designated as the leader, and he/she sets the pace.  The object of the 
game is to get tÏ ÔÈÅ ÌÅÁÄÅÒȭÓ ÓÐÏÔȢ  4ÈÅ ÌÅÁÄÅÒ ÂÅÇÉÎÓ ÔÈÅ ÒÈÙÔÈÍȟ ÁÎÄ ÏÎ ÏÎÅ ÓÅÔ ÏÆ ÓÎÁÐÓ ÓÁÙÓ ÈÉÓȾÈÅÒ 
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name on the first  ÁÎÄ ÓÏÍÅÏÎÅ ÅÌÓÅȭÓ ÏÎ ÔÈÅ ÓÅÃÏÎÄ ɉÔÈÅ ÎÁÍÅÓ -534 ÁÌ×ÁÙÓ ÂÅ ÓÁÉÄ ÏÎ ÔÈÅ Ô×Ï ÓÎÁÐÓɊȢ  
The person whose name is said must respond on the next set of slaps and snaps by saying his/her own 
ÎÁÍÅ ÁÎÄ ÔÈÅÎ ÓÏÍÅÏÎÅ ÅÌÓÅȭÓȢ  )Æ ÔÈÅ ÐÌÁÙÅÒ ÄÏÅÓ ÉÔ ÃÏÒÒÅÃÔÌÙȟ ÔÈÅ ÇÁÍÅ ÃÏÎÔÉÎÕÅÓȢ  )Æ ÔÈÅ ÐÌÁÙÅÒ ÄÏÅÓ ÎÏÔ 
do it quickly enough, that player must move to the seat to the right of the leader, and the rest of the group 
movÅÓ ÕÐ Á ÓÅÁÔ ɉÔÏ×ÁÒÄ ÔÈÅ ÌÅÁÄÅÒȭÓ ÓÐÏÔɊ ÔÏ ÆÉÌÌ ÉÎ ÔÈÅ ÓÅÁÔÓȢ  'ÁÍÅ ÃÏÎÔÉÎÕÅÓ ÕÎÔÉÌ ÇÒÏÕÐ ÈÁÓ ÌÅÁÒÎÅÄ 
names well.  The pace can be as fast as desired.   

Dave Stole a Cookie from the Cookie Jar 

Group (sings): Who stole the cookies from the cookie jar?  (insert name of camper) stole the cookies from 
the cookie jar!  Camper: Who, me!?!?!  Group: Yes, you!  Camper: Couldn't be!  Group: Then who?  
(Camper uses another campers name) stole the cookies from the cookie jar! Song keeps going until each 
camper's name is used. Perfect for bus rides!  

If Your Name Starts With...ɉ3ÉÎÇ ÔÏ ÔÈÅ ÔÕÎÅ ÏÆ Ȱ)Æ 9ÏÕȭÒÅ (ÁÐÐÙ ÁÎÄ 9ÏÕ +ÎÏ× )ÔȱɊ 

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 your knee. 
Clap your hands if your name starts with D. 
If your name starts with E wink your eye. 
If your name starts with F try to fly. 
If your name starts with G blow a kiss up here to me. 
)Æ ÙÏÕÒ ÎÁÍÅ ÓÔÁÒÔÓ ×ÉÔÈ ( ÓÁÙ Ȱ(ÅÅ (ÅÅȦȱ 
If your name starts with I tap your toe. 
)Æ ÙÏÕÒ ÎÁÍÅ ÓÔÁÒÔÓ ×ÉÔÈ * ÓÁÙ Ȱ(Ï (ÏȦȱ 
If your name starts with K then stand up and start to sway. 
)Æ ÙÏÕÒ ÎÁÍÅ ÓÔÁÒÔÓ ×ÉÔÈ , ÓÁÙ Ȱ/ÌÅȦȱ 
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. 
)Æ ÙÏÕÒ ÎÁÍÅ ÓÔÁÒÔÓ ×ÉÔÈ 0 ÓÁÙ Ȱ) ËÎÏ×Ȧȱ 
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, I guess. 
If your name starts with T sÁÙ Ȱ/Èȟ ÙÅÓȦȱ 
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 
4ÈÅÎ ÓÔÁÎÄ ÕÐ ÁÎÄ ÔÁËÅ Á ÂÏ× ÁÎÄ ÓÁÙ Ȱ4ÈÁÔȭÓ ÍÅȦȱ 
  
Guess Who 
Who's it? Best for smaller groups. Each student writes down on a scrap of paper a little-known 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 circle.  Each person introduces self to the group and does a body motion that represents 
something about them (a hobby like skiing).  Everyone in the group imitates exactly what each person 
does ɀ name, vocal tone, body movement.  Continue until everyone has a turn. 
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Look at Me 
Ask participants to arrange themselves in a circle.  Have them look around at the other group members 
until  they make eye contact with someone. Once eye-contact is established, the two players walk to 
the center (maintaining eye-contact), shake hands, and introduce themselves.  They then continue across 
the circle, switching places with each other.  The aim of the game is for each person to meet as many 
different people as possible. Participants want to switch spots with as many people as they can in the 
time given (usually a minute is sufficient). When the minute is up, go around the circle and ask how many 
switches each person had. Then find out who can remember the names of everyone with whom they 
switched places.  Variation: To change the activity have group members share a different fact in the 
center of the circle. Some examples are: how many siblings he or she has, a favorite sport, or favorite ice-
cream. You can also change up the center activity by adding an action. Each player has to dance to the 
middle, or try and make the other person laugh in crossing. Have fun with it and be creative. 
 
Line Names 
This game is a variation of Action Names.  Can be played with group of any size.  Best if group has more 
than 10 members.  Game begins with group lining up shoulder to shoulder.  One member starts off the 
game by doing a motion across the line (to the other end of line) and saying his/her name at the same 
ÔÉÍÅȢ  4ÈÅ ÇÒÏÕÐ ÒÅÓÐÏÎÄÓ ÂÙ ÓÁÙÉÎÇȟ Ȱ(É ͺͺͺͺͺͺͺͺͺͺͺȦȱ  4ÈÅ ÇÁÍÅ ÃÏÎÔÉÎÕÅÓ ÁÓ each member goes across to 
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 size 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 game to use to show the power of individuals 
coming together as a team.  
 
Mime a Name 
Mime a Name is another variation of Action Names.  Participants stand in a circle, arms 
distance apart.  Ask each person to think of a verb and action which starts with the 
same letter as the person's first name e.g., "Jumping James". The person does the action. 
Everyone then guesses the action and then shouts the action and the action-name. This 
requires pretty high level of instructor energy and drama, people are pretty shy to start 
with. Really encourage everyone to join in and say the name and action of everyone else. To really drill 
names home, go around again, it should be faster and really get the blood moving. For participants who 
say "I can't think of anything", I say "Keep thinking, we'll come back to you".  If they still don't come up 
with anything, I ask the group to help. Note I don't allow duplicate verbs either - must use a unique verb. 

Name by Name 

Circle Up and Begin by asking everyone to say their first namesȟ ÌÏÕÄÌÙȢ  )Æ ÁÎÙÏÎÅ ÄÏÅÓÎȭÔ ÈÅÁÒȟ ÃÁÌÌ ÏÕÔ 
Ȱ2%0%!4Ȣȱ  !ÆÔÅÒ ÁÌÌ ÔÈÅ ÎÁÍÅÓ ÈÁÖÅ ÂÅÅÎ ÃÁÌÌÅÄ ÁÎÎÏÕÎÃÅ ÔÈÅ ÃÈÁÌÌÅÎÇÅȢ  !ÌÌ ÐÌÁÙÅÒÓ ÍÕÓÔ ÎÏÒ ÒÅÁÒÒÁÎÇÅ 
themselves in alphabetical order without talking, no signing, no gesturing.  Take a Test ɀ listen as all 
names are called again.  Make corrections.  Take another test.  The challenge is to form an alphabetical 
circle with the fewest number of tests.  Variation:  If the team knows each other, use middle names. 
Variation:  With kids it is useful to tell them the challenge before they hear the names the first time. 
 
Name Roulette  
To play this game you need to form two equal circles, one inside the other. Set the circles up so one 
person from each circle is physically standing back to back to one member from the other circle. (I use a 
spot on the ground to mark the spot for each circle). These circles both start moving in clockwise motion, 
ensuring each member of the circle passes through the "spot". Someone who is not in either one of the 
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circles and not facing them, will call stop. At that point the people on each spot must turn around and face 
each other. The person who names the other first wins that round and the "loser" joins the other circle.  
 
Nametag Novelties 
Participants are given a name tag and a magic marker.  They are asked to print their name on the upper 
portion of the name tag and then to draw three objects that represent who they are on the bottom 
portion of the tag.  After completing the activity, participants are then asked to share their names and 
what they drew on the tags.  (i.e.  My name is Jess.  I drew a sailboat, a dolphin, and a paint brush.)  
 
Name Tag 
The group first forms a loose circle, standing with hands out and palms-up. Go around the circle and ask 
each person to say his or her name loudly.  Ask for a volunteer to begin in the center of the circle, 
otherwise known as the hot-spot. The center person is trying to get out of the hot-spot while the rest of 
the team is playing a version of keep away ÕÓÉÎÇ ÅÁÃÈ ÏÔÈÅÒȭÓ ÎÁÍÅÓȢ  Play begins when one person 
shouts the name of someone else standing in the circle.  The person in the hot-spot has to locate the 
named ÐÅÒÓÏÎ ÁÎÄ ÇÉÖÅ ÈÉÍ ÏÒ ÈÅÒ Á ȰÌÏ× ÔÅÎȱ ÂÅÆÏÒÅ ÔÈÁÔ ÎÁÍÅÄ ÐÅÒÓÏÎ ÃÁÎ ÓÈÏÕÔ ÓÏÍÅÏÎÅ ÅÌÓÅȭÓ ÎÁÍÅȢ 
At no time may palms be pulled out of the way of the tag.  Names bounce from person to person until the 
center person successfully lands his or her hands down on the correct outstretched palms before another 
name is called.  Participants then switch places and start again.  Make sure to always give the center-
ÐÅÒÓÏÎ ÁÎ ȰÏÕÔȱ ÉÆ ÈÅ or she is struggling. Encourage participants to provide subtle head-nods or hints to 
help the center person find the named player and to keep play moving. Variation: You can do many things 
to change play, such as making the circle bigger or smaller (and easier). Or, with groups that may know 
each other, mix it up by using last or middle names. /ÔÈÅÒÓ ÈÁÖÅ ÐÌÁÙÅÄ ÔÈÉÓ ÇÁÍÅ ÁÆÔÅÒ Ȱ.)#+.!-% 
.5''%4ȟȱ ÔÈÅ ÁÌÌÉÔÅÒÁÔÉÏÎ ÎÁÍÅÓ ÇÁÍÅ ×ÉÔÈ ÇÒÅÁÔ success. 
 
.ÉÃËȭÓ -Ù .ÁÍÅ 
Try any of these name games with nicknames!  Nicknames 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 Bacon, Tailsy Wagner, Spot Light, Tiny Walls 
Rose Killer, etc. 
 
Nickname Nugget  
Form a circle with the group so that everyone can see each other.  Ask players to think of alliteration  for 
his or her name. For example: Music Mike, Rhubarb Rose, or Nevada Nick. Give them a minute or two to 
create inventive or memorable alliterations. Start with one person and go around the circle, letting each 
ÐÅÒÓÏÎ ÓÈÁÒÅ ÔÈÅÉÒ ȰÎÉÃËÎÁÍÅȢȱ After everyone has introduced himself or herself, explain that the group 
will next attempt  to repeat the name and alliteration of each team member in the circle. Ask for a 
volunteer to start by introducing him or herself. Then, the person immediately to his or her left 
introduces him or herself and the person who went before. Each time a player shares, he or she also 
introduces the people who previously shared in the circle. Individuals are welcome to help others recall 
their  nicknames. Remember that the last person has the most challenging task because he or she has to 
recall all the names and nicknames. Put yourself in that position or ask for an extra brave volunteer who 
wants to try and introduce the entire group. Variation: Variation:  Use Food Names (Banana Bart), 
Adjective Names (Silly Sara), Hobbies (Rocket-Building Rick), etc. Instead of alliterations, try rhyming 
animals and/or vegetables. Or, ask players to connect a motion with something he or she likes to do. For 
example: Ȱ-Ù ÎÁÍÅ ÉÓ 3ÁÒÁÈ ÁÎÄ ) ÌÉËÅ ÔÏ Ó×ÉÍȢȱ!Ó 3ÁÒÁÈ ÉÎÔÒÏÄÕÃÅÓ ÈÅÒÓÅÌÆȟ ÓÈÅ makes swimming 
motions with her arms. 
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SpÅÌÌÉÎȭ -ÅÌÏÎ 
In this game group members will be spelling their names with their melon. Ask your group to form a 
circle, so that everyone can see everyone else.  Explain to them that they are going to have to spell their 
name, letter by letter, using their melon. As they carefully draw the letters in the air, the group will 
ÁÔÔÅÍÐÔ ÔÏ ÇÕÅÓÓ ÔÈÅ ÁÕÔÈÏÒȭÓ ÎÁÍÅȢ The author will go very slowly and start the next letter only when the 
group has correctly identified the previous letter.  Go around the circle and let each person have a turn. 
Strongly encourage everyone to really get into the nonsense that this game promotes.  Variation: If your 
ÇÒÏÕÐ ÁÌÒÅÁÄÙ ËÎÏ×Ó ÅÁÃÈ ÏÔÈÅÒȭÓ ÎÁÍÅÓȟ ÓÕÂÓÔÉÔÕÔÅ ×ÉÔÈ ÍÉÄÄÌÅ ÎÁÍÅÓȟ ÐÅÔȭÓ ÎÁÍÅÓȟ ÏÒ ÔÈÅ ÃÉÔÙ where 
they were born. Also try using other body parts for ÓÐÅÌÌÉÎÇȢ %ÌÂÏ×Ó ÁÎÄȟ ɉÄÏ ×Å ÄÁÒÅ ÓÁÙɊ ȰÂÏÔÔÏÍÓȱ ÁÒÅ 
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 of the room.  Two people hold up a sheet between two chairs facing each 
other in the center of the room.  While the sheet is raised, have two people volunteer to sit in the facing 
chairs.  When the sheet is lowered, the people in the chairs try to be first to shout out the name of the 
other person. 

Toss a Name 

Break into teams of 8-10, 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 until it gets 
ÂÁÃË ÔÏ ÔÈÅ ÌÅÁÄÅÒȢ  4ÈÅ ÌÅÁÄÅÒ ÔÈÅÎ ÃÁÌÌÓ ÏÕÔ ÓÏÍÅÏÎÅȭÓ ÎÁÍÅ ÁÎÙ×ÈÅÒÅ ÉÎ ÔÈÅ ÃÉÒÃÌÅ ÁÎÄ ÌÏÆÔÓ ÔÈÅ ÂÁÌÌ ÔÏ 
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 for fun.  Variation:  Start the circle small and have people step back, expanding 
ÔÈÅ ÃÉÒÃÌÅȟ ÔÈÅÎ ÍÏÖÅ ÃÌÏÓÅÒ ÕÎÔÉÌ ÉÔ ÉÓ ÔÏÏ ÃÌÏÓÅ ÔÏ ÐÌÁÙȢ  6ÁÒÉÁÔÉÏÎȡ !ÓË ÔÈÅ ÃÁÔÃÈÅÒ ÔÏ ÓÁÙȟ Ȱ4ÈÁÎË ÙÏÕ 
4ÈÒÏ×ÅÒȭÓ .ÁÍÅȱ Variation: Once the group has successfully completed the task, instruct them to pass 
the ball in the exact REVERSE order.  Once the group has successfully completed that part, introduce a 
second ball or object of a different color/style/shape. Instruct the 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 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 ball in the same name pattern as before.  This is a great variation! This little twist really helps 
participants learn each other's names and faces.  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 that he/she "caught" the wink, and then winks at a different person 
in the circle. And so on... Variation: 1) Instruct the group to begin passing winks as described above. Then 
tell the group that you will also have nods, nose-thumbing, tongue sticking-outings (?), and others. 2) 
Participants do not need to stay in any particular passing order - however, if you receive a nod, you must 
pass a nod, receive a wink, pass a wink, etc.  More variations: Use different sized objects for increased 
difficulty.   See how many balls they can juggle in 30 seconds instead of time a specific number of balls 
back to the leader. Instead of saying only the name of the person you throw the ball to give the name of 
the person you received the ball from, the name given the ball, your own name, the name of who you are 
passing the ball to and a name ÆÏÒ ÔÈÅ ÂÁÌÌȢ %ØÁÍÐÌÅȡ ) ÊÕÓÔ ÒÅÃÅÉÖÅÄ Á ÃÌÏÕÄ ÆÒÏÍ 4ÏÍˊ ÍÙ ÎÁÍÅ ÉÓ *ÁÎÅˊ 
)ȭÍ ÐÁÓÓÉÎÇ Á ÓÎÁÉÌ ÔÏ 3ÁÒÁÈȢ $Ï ÎÏÔ ÔÅÌÌ ÔÈÅ ÇÒÏÕÐ ÔÈÅÙ ÃÁÎȭÔ ÍÏÖÅ ÆÒÏÍ ÔÈÅÉÒ ÐÏÓÉÔÉÏÎ ÉÎ ÔÈÅ ÃÉÒÃÌÅȢ *ÕÓÔ ÔÅÌÌ 
the group that the ball must touch everyone in the same order. Once they figure to move around some, 
then the time will drop dramatically. More problem solving in this case. Discussion Questions: How 
difficult is it to change directions? How easy or hard is it to juggle so many things at once? 
Simplify lifestyle? 
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Toilet Paper Game 
Take a roll of toilet paper and ask a person how many squares they want, but don't tell them why.  Set a 
Limit From 5 to 50.  Count out the squares, Rip after the last square and give all of the squares to the 
camper.  Repeat until all the campers have desired amount.  Then go around and have each person say 
stuff about themselves for each square until they are finished. The first square has to be their name. 
 
7ÈÁÔȭÓ ÉÎ Á .ÁÍÅȩ 
What's in a name?  More than we often realize. This is an interesting, novel way for people to introduce 
themselves to others, especially in ethnically diverse groups. Ensure that an appropriate group 
atmosphere is established in which people have already done some initial warm-up activities and name 
games. Ask small groups to sit around the perimeter of a spread out raccoon circle or stand while holding 
a raccoon circle.  They take turns, explaining what their  name means (if anything) and where it comes 
from. Who were they named after?  Why their parents picked their name?  Is there a nickname? Do family 
members call them something different than their friends?  What they would like to be called by staff?  
Most people reveal a surprising amount of interesting information about where their name comes from 
and what it means. The greater the ethnic and cultural diversity in the group, the better this exercise 
tends to work. Can be specifically used to help build intercultural respect and understanding or to more 
generally help develop self-identity and open respect and sharing. Optional: Ask each person to introduce 
his/her partner to the larger group and to explain what his/her name means and where it comes from. 
Optional: The activity can be extended into revealing the background behind other names e.g., Nicknames 
Pets, Alter-ego or "fantasy name," Names of children - or 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 finger ɀ it 
decreases stress and pressure giving them something to fiddle with. 
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Get to Know You Games for the Forming Stage 
 
All My Neighbors  
A fun, moving-around activity that breaks the ice, pumps up the energy, and loosens people up. 
Supplies: Something to use as a place marker for each individual (a name tag, a napkin, a note card). Ask 
participants to form a shoulder-to-shoulder standing circle and then have each person take a step back. 
Give each participant a place holder which they should place at their feet.  The leader takes a place in the 
ÃÅÎÔÅÒ ÏÆ ÔÈÅ ÃÉÒÃÌÅȢ  4ÈÅ ÆÁÃÉÌÉÔÁÔÏÒ ÓÁÙÓȡ Ȱ4ÈÉÓ ÁÃÔÉÖÉÔÙ ÉÓ ÓÉÍÉÌÁÒ ÔÏ ÔÈÅ ÇÁÍÅ ÏÆ ÍÕÓÉÃÁÌ ÃÈÁÉÒÓ ÔÈÁÔ ÙÏÕ 
ÐÌÁÙÅÄ ÁÓ Á ÃÈÉÌÄȢ !Ó ÙÏÕȭÌÌ ÎÏÔÉÃÅȟ ÔÈÅÒÅ ÉÓ ÏÎÅ ÌÅÓÓ ÐÌÁÃÅ ÔÈÁÎ ÐÅÏÐÌÅ ÉÎ ÔÈÅ ÇÒÏÕÐȢ 4ÈÁÔȭÓ ×ÈÙ )ȭÍ Én the 
ÃÅÎÔÅÒ ÏÆ ÔÈÅ ÃÉÒÃÌÅȢ 3Ïȟ )ȭÌÌ ÂÅÇÉÎ ÉÎ ÔÈÅ ÃÅÎÔÅÒ ÏÆ ÔÈÅ ÃÉÒÃÌÅȟ ÂÕÔ ÍÙ ÔÁÓË ÉÓ ÔÏ ÔÒÙ ÁÎÄ ÆÉÎÄ Á ÐÌÁÃÅ ÏÎ ÔÈÅ 
ÏÕÔÓÉÄÅ ÏÆ ÔÈÅ ÃÉÒÃÌÅ ÁÎÄ ÈÁÖÅ ÓÏÍÅÏÎÅ ÅÌÓÅ ÅÎÄ ÕÐ ×ÉÔÈÏÕÔ Á ÐÌÁÃÅȢ 4ÈÅ ×ÁÙ )ȭÍ ÇÏÉÎÇ ÔÏ ÄÏ ÔÈÁÔ ÉÓ ÔÏ 
make a statement that is TRUE for mÅȢ &ÏÒ ÅØÁÍÐÌÅȟ ÉÆ ) ÁÍ ×ÅÁÒÉÎÇ ÔÅÎÎÉÓ ÓÈÏÅÓȟ ) ÍÉÇÈÔ ÓÁÙ Ȭ!ÌÌ ÍÙ 
ÎÅÉÇÈÂÏÒÓ ×ÈÏ ÁÒÅ ×ÅÁÒÉÎÇ ÔÅÎÎÉÓ ÓÈÏÅÓȢȭ )Æ ÔÈÁÔ ÓÔÁÔÅÍÅÎÔ ÉÓ ÁÌÓÏ ÔÒÕÅ ÆÏÒ ÙÏÕȟ ÔÈÅÎ ÙÏÕ ÍÕÓÔ ÃÏÍÅ ÏÆÆ 
ÙÏÕÒ ÐÌÁÃÅ ÁÎÄ ÆÉÎÄ ÁÎÏÔÈÅÒ ÓÐÏÔ ÉÎ ÔÈÅ ÃÉÒÃÌÅȢ ) ÃÏÕÌÄ ÁÌÓÏ ÓÁÙ ÓÏÍÅÔÈÉÎÇ ÌÉËÅ Ȭ!ÌÌ Íy neighbors who love 
ÔÏ Ó×ÉÍȟȭ ÁÎÄ ÉÆ ÔÈÁÔȭÓ ÔÒÕÅ ÆÏÒ ÙÏÕ ÏÎ ÔÈÅ ÏÕÔÓÉÄÅ ÏÆ ÔÈÅ ÃÉÒÃÌÅȟ ÙÏÕ ÍÕÓÔ ÍÏÖÅ ÁÎÄ ÆÉÎÄ Á ÎÅ× ÐÌÁÃÅȢ 9ÏÕ 
may not move immediately to your right or left and you may not move off your space and return to it in 
ÔÈÅ ÓÁÍÅ ÒÏÕÎÄȢ ,ÅÔȭÓ ÄÏ this safely. No running. No body-ÃÈÅÃËÉÎÇȟ ËÉÃËÉÎÇ ÏÒ ÐÉÎÃÈÉÎÇȢ /+Ȣ )ȭÌÌ ÓÔÁÒÔȢȱ  
7ÈÅÎ ÙÏÕ ÔÈÉÎË ÐÅÏÐÌÅ ÈÁÖÅ ÈÁÄ ÅÎÏÕÇÈȟ ÓÉÍÐÌÙ ÓÁÙ Ȱ/+ȟ ÔÈÉÓ ÉÓ ÔÈÅ ÌÁÓÔ ÒÏÕÎÄȢȱ 'ÉÖÅ Á ÒÏÕÎÄ ÏÆ ÁÐÐÌÁÕÓÅ 
to the last person who ends up in the center. 
 
Balance 
Request that group members find a partner and stand, facing one another, about a foot-and-a-half apart. 
Partners should put their hands together, palm-to-ÐÁÌÍȢ 7ÈÅÎ ÙÏÕ ÓÁÙ Ȱ'Ïȟȱ ÔÈÅ ÐÁÉÒÓ ×ÉÌÌ ÁÔÔÅÍÐÔ ÔÏ 
force the other person to lose her or his balance. The motions should be slow and consistent, and hands 
must remain in contact with palms flat. Let pairs play a few rounds and then have them find another 
ÐÁÒÔÎÅÒȢ )Î ÔÈÅ ÓÅÃÏÎÄ ÒÏÕÎÄȟ ÐÁÒÔÎÅÒÓȭ ÈÁÎÄÓ ÓÈÏÕÌÄ ÎÏÔ ÂÅ ÔÏÕÃÈÉÎÇȢ 9ÅÔȟ ÁÓ ÔÈÅÙ ÄÉÄ ÂÅÆÏÒÅȟ ÐÁÒÔÉÃÉÐÁÎÔÓ 
maneuver to push their partners off balance, but this time with soft bursts of hand-to-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 entertainment. Variation: Try palm-to-palm 
with hands separated, but this time in a squatting position, like a baseball catcher. This variation reduces 
some of the dangers of people falling from a standing 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  knot,  or,  if  webbing  is  not available,  a  15  foot  long  rope  knotted  to  form  a  circle),  the  
knot  is  used  as  a  pointer  to  identify  the  person talking.  Begin by passing the knot to the right around 
the group.  Someone in the group says Ȱ3ÔÏÐȦȱ ÔÈÅ ËÎÏÔ ÓÔÏÐÓȟ ÁÎÄ ÔÈÅ ÐÅÒÓÏÎ ÎÅÁÒÅÓÔ ÔÏ ÉÔ ÈÁÓ ÔÈÅ 
ÏÐÐÏÒÔÕÎÉÔÙ ÔÏ ÄÉÓÃÌÏÓÅ ÓÏÍÅ ÉÎÔÅÒÅÓÔÉÎÇ ÆÁÃÔ ÁÂÏÕÔ ÔÈÅÍÓÅÌÖÅÓȟ ÓÕÃÈ ÁÓȟ Ȱ) ÈÁÖÅ ÎÅÖÅÒ ÆÌÏ×Î ÉÎ ÁÎ 
ÁÉÒÐÌÁÎÅȦȱ  )Ô ÉÓ ÎÏ× ÔÈÅ ÄÉÓÃÕÓÓÉÏÎ ÁÎÄ ÒÅÓÐÏÎÓÉÂÉÌÉÔÙ ÏÆ ÔÈÅ ÒÅÓÔ ÏÆ ÔÈÅ ÐÁÒÔÉÃÉÐÁÎÔÓ ÔÏ ÄÅÃÉde whether 
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 revealed ÔÈÅ ÔÒÕÅ ÎÁÔÕÒÅ ÏÆ ÔÈÅÉÒ ÃÏÍÍÅÎÔÓ ɉÔÒÕÅ ÏÒ ÆÁÌÓÅɊȟ ÔÈÅÙ ÓÁÙ ȰÌÅÆÔȱ ÏÒ ȰÒÉÇÈÔȱ ÁÎÄ 
ÔÈÅÎ Ȱ3ÔÏÐȦȱ ÁÎÄ Á ÎÅ× ÐÅÒÓÏÎ ÈÁÓ ÔÈÅ ÏÐÐÏÒÔÕÎÉÔÙ ÔÏ ÄÉÓÃÌÏÓÅ ÓÏÍÅÔÈÉÎÇ ÉÎÔÅÒÅÓÔÉÎÇ ÏÒ ÕÎÕÓÕÁÌ ÔÏ ÔÈÅ 
group. 
The level of disclosure to the group is often a measure of the closeness, unity and respect within the 
ÇÒÏÕÐȢ  &ÏÒ ÅØÁÍÐÌÅȟ Á ÄÉÓÃÌÏÓÕÒÅ ÓÕÃÈ ÁÓȟ Ȱ) ÈÁÖÅ Ô×Ï ÂÒÏÔÈÅÒÓȟȱ ÉÓ Á ÌÏ×ÅÒ ÌÅÖÅÌ ÏÆ ÄÉÓÃÌÏÓÕÒÅ ÔÈÁÎ Ȱ) ÎÅÅÄ 
help this summer ɀ ÏÎÅ ÏÆ ÍÙ ÃÁÍÐÅÒÓ ÈÁÓ ÓÏÍÅ ÓÐÅÃÉÁÌ ÎÅÅÄÓȢȱ  $ÅÐÅÎÄÉÎÇ ÏÎ ÔÈÅ ÇÒÏÕÐ ÓÅÔÔÉÎÇȟ ÁÎÄ ÔÈÅ 
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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.  
ɉȰ)ȭÍ ÎÏÔ ÓÕÒÅ ÉÆ ) ÈÁÖÅ ÅÎÏÕÇÈ ÒÅÓÏÕÒÃÅÓ ÔÏ ÃÏÍÐÌÅÔÅ ÔÈÅ ÓÔÁÆÆ ÍÁÎÕÁÌ ÉÎ ÔÉÍÅȢȱɊ 

Camera Game 

The team splits up into pairs.  One person in each pair closes their eyes( camera).  The other guides them 
ÔÏ ×ÈÁÔ ÔÈÅÙ ÔÈÉÎË ÉÓ Á ÎÉÃÅ ÐÉÃÔÕÒÅ ɉÐÈÏÔÏÇÒÁÐÈÅÒɊȢ  4Ï ÔÁËÅ Á ÐÉÃÔÕÒÅȟ ÐÈÏÔÏÇÒÁÐÈÅÒÓ ÓÁÙ ȰÃÌÉÃËȢȱ  4ÈÅ 
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 teams of 
favorite colors gather, have them give a cheer to let the rest of the team know their commonality. 
 
Creative Handshakes  
All stand up and introduce self to others finding a new way to shake hands with each new person. 
 
Dollar Jump  
Pull out a crisp dollar bill.  Explain to your group that all they have to do is jump over it. There will surely 
be some suspicion among the group members due to the simplicity of this game. The dollar must be 
ÊÕÍÐÅÄ ÌÅÎÇÔÈ×ÉÓÅ ÁÎÄ ÎÏÔ ÂÅ ÔÏÕÃÈÅÄȢ Ɇ !ÌÌ ÊÕÍÐÓ ÍÕÓÔ ÂÅ ÆÏÒ×ÁÒÄȟ Îever backwards heels first. The 
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 wrapped ÏÖÅÒ ÔÈÅ ÔÏÅÓȢ Ɇ 9ÏÕÒ ÇÒÏÕÐ ×ÉÌÌ ÓÅÅ ÈÏ× ÄÉÆÆÉÃÕÌÔ ÉÔ ÉÓ ÔÏ ËÅÅÐ ÈÁÎÄÓ ÆÒÏÍ ÐÏÐÐÉÎÇ ÆÒÏÍ 
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 they share nothing or little in common. This tactic 
reduces the likelihood of friends jumping into a dyad with each other. Players interview one another 
looking for as many differences as possible before they must change partners. Players ask each other 
questions, sharing personal tastes and views on any topic that comes to mind. Switch partners numerous 
times to ensure many connections, and be mindful to provide sufficient sharing time for both partners 
before making switch. Participants should match-up with new people, particularly people whom they do 
not know. Again, you are trying to increase the connectedness among the group, not reinforce the cliques 
in which people commonly and comfortably find themselves when they join a new group.  After sufficient 
sharing, ask the group members what differences and similarities they discovered most often.  Ask 
questions like: Do you feel as if you know each other better than before and in what way do you believe 
stronger connections were made? How will this new information affect your relationship with this 
person? In what ways did these disclosures make you curious and interested in learning more about 
another person? Variation: Instead of finding differences through questioning one another, ask group 
ÍÅÍÂÅÒÓ ÔÏ ÓÈÁÒÅ ÔÈÅÉÒ Ȱσ0-second life ÓÔÏÒÙȢȱ 7ÈÅÎ ÐÁÒÔÉÃÉÐÁÎÔÓ ÐÁÒÔÎÅÒ-up, they condense their life 
history into 30 seconds. Each participant takes a turn to share and then finds a new partner. Or, for 
culminating experience, ask group members to find one thing they all have in common. 
 
(ÁÖÅÎȭÔ 7Å -ÅÔ 
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, 
Ȱ(ÁÖÅÎȭÔ ×Å ÍÅÔȩȱ  4ÈÅ ÐÅÒÓÏÎ ÔÈÁÔ ÔÈÅÙ ÁÐÐÒÏÁÃÈÅÄ ÒÅÓÐÏÎÄÓ ×ÉÔÈȟ Ȱ.Ïȟ ) ÄÏÎȭÔ ÂÅÌÉÅÖÅ ×Å ÈÁÖÅȢȱ The 
ÆÉÒÓÔ ÐÌÁÙÅÒ ÒÅÓÐÏÎÄÓȟ Ȱ-Ù ÎÁÍÅ ÉÓ ɍÓÔÁÔÉÎÇ ÔÈÅ ÎÁÍÅ ÁÐÐÅÁÒÉÎÇ ÏÎ ÔÈÅ ÃÁÒÄɎȢȰ The second person would 
ÒÅÓÐÏÎÄȟ Ȱ-Ù ÎÁÍÅ ÉÓ ɍÁÇÁÉÎȟ ×ÈÁÔÅÖÅÒ ÎÁÍÅ ÁÐÐÅÁÒÓ ÏÎ ÔÈÅ ÃÁÒÄɎȢȰ The two people exchange cards, and 
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state to each other, Ȱ.Ï×ȟ ) ÁÍ ȣȢ ɍÔÈÅ ÐÅÒÓÏÎȭÓ ÎÁÍÅ ÏÎ ÔÈÅÉÒ ÎÅ× ÃÁÒÄɎȢȱ  Players continue to mingle, 
switching cards and identities with each conversation partner.  It is very important to remind group 
members to keep the writing o n their card hidden so that others in the group cannot see the name on the 
card. Otherwise it would be very easy for a person to track down his or her identity.  The encounters 
continue until each person receives his or her own name (original note card) back.  When a player meets 
someone with his or her name card, that person has finished the activity and becomes a coach helping 
ÏÔÈÅÒÓ ÔÏ ȰÆÉÎÄ ÔÈÅÍÓÅÌÖÅÓȢȱ Variation: Have participants right their own name and one fact (unique 
interest, great experience, curious hobby, amazing accomplishment, unknown talent, or strange 
eyewitness) about themselves on their card, the more interesting and funny- the better. Then, when 
players ÉÎÔÒÏÄÕÃÅ ÔÈÅÍÓÅÌÖÅÓȟ ÔÈÅÙ ÁÌÓÏ ÍÕÓÔ ÒÅÖÅÁÌ ÔÈÅ ȰÆÕÎ-ÆÁÃÔȱ on the card about the person whose 
identity they have adopted. The game will often turn on conversations about these facts. If you want to 
increase the fun, ask players to state the fact on the card and then embellish the story. Each subsequent 
player then states the fact and all subsequent embellishments he or she was told before note cards (or 
identities) were switched, and each player adds more to the story. Players need to explain the fact as if 
they did it, and be convincing for the other person. By the time the note card returns to its owner, players 
may barely recognize the original fact after all the embellishments are shared. Typically players begin to 
laugh hysterically when another player introduces himself ÏÒ ÈÅÒÓÅÌÆ ×ÉÔÈ ÔÈÅ ÏÒÉÇÉÎÁÌ ÐÌÁÙÅÒȭÓ ÎÁÍÅȟ ÆÁÃÔȟ 
and now hilarious embellishments to the original fact. 

Have You Ever? 

This is a variation of All My Neighbors.  7ÉÔÈ Á ÔÅÁÍ ÉÎ Á ÃÉÒÃÌÅȟ ÓÔÁÎÄ ÉÎ ÔÈÅ ÍÉÄÄÌÅ ÁÎÄ ÓÁÙȟ Ȱ(ÁÖÅ ÙÏÕ 
ÅÖÅÒȣȢȢȩȱ  )Æ Á ÐÅÒÓÏÎ ÉÎ ÔÈÅ ÃÉÒÃÌÅ ÈÁÓ ÄÏÎÅ ÔÈÁÔ ÔÈÉÎÇȟ ÔÈÅÙ ÓÔÅÐ ÉÎÔÏ ÔÈÅ ÍÉÄÄÌÅ ÁÎÄ ÔÈÅÎ Ó×Étch with 
ÁÎÏÔÈÅÒ ÐÅÒÓÏÎ ÉÎ ÔÈÅ ÃÉÒÃÌÅ ×ÈÏ ÁÌÓÏ ÓÔÅÐÐÅÄ ÆÏÒ×ÁÒÄȢ  )Æ ÓÏÍÅÏÎÅ ÉÓ ÌÅÆÔ ÉÎ ÔÈÅ Ȱ-ÕÓÈ 0ÏÔȟȱ ÔÈÁÔ ÐÅÒÓÏÎ ÉÓ 
the new IT. 

Human Treasure Hunt /Bingo  

0ÒÅÐÁÒÅ ÉÔÅÍÓ ÁÈÅÁÄ ÏÆ ÔÉÍÅ ÓÕÃÈ ÁÓȣÉÓ ÂÏÒÎ ÉÎ ÔÈÅ ÓÁÍÅ ÍÏÎÔÈ ÁÓ ÙÏÕȣÃÁÎ ÓÐÅÁË Á ÆÏÒÅÉÇÎ 
ÌÁÎÇÕÁÇÅȣÈÁÓ ÐÅÒÆÏÒÍÅÄ ÁÎÙÔÈÉÎÇȣÈÁÓ ÂÅÅÎ ÅÌÅÃÔÅÄ ÔÏ Á ÐÏÓÉÔÉÏÎȣÖÏÌÕÎÔÅÅÒÓ ÆÏÒ ÁÎ ÏÒÇÁÎÉÚÁÔÉÏÎȣÈÁÓ 
ÍÅÔ ÓÏÍÅÏÎÅ ÆÁÍÏÕÓȣÃÁÎ ÐÌÁÙ Á ÍÕÓÉÃÁÌ ÉÎÓÔÒÕÍÅÎÔȣ ÈÁÄ ÔÈÅ ÓÁÍÅ ÂÒÅÁËÆÁÓÔ ÁÓ ÙÏÕȣÈÁÓ ÔÈÅ ÓÁÍÅ ÓÈÏÅ 
ÓÉÚÅ ɉÏÒ ÈÁÓ ÔÈÅ ÓÁÍÅ ÓÉÚÅ ÈÁÎÄɊȣÈÁÓ Á ÄÉÆÆÅÒÅÎÔ ÒÅÌÉÇÉÏÕÓ ÂÅÌÉÅÆȣÙÏÕ Èaven't met yet, but would really 
ÌÉËÅ ÔÏȣÈÁÓ ÔÈÅ ÓÁÍÅ ÆÁÖÏÒÉÔÅ ÓÅÁÓÏÎȣÈÁÓ ÔÈÅ ÓÁÍÅ ÆÁÖÏÒÉÔÅ ÓÅÎÓÅ, etc.  The object is to mingle and record 
names and information for each item on the list, using only one person for each item.  For children, use 
ÉÔÅÍÓ ÌÉËÅȣÈÁÓ Á ÐÅÔ ɉ×ÈÁÔ ÉÓ ÉÔɊȣÈÁÓ ÂÅÅÎ ÏÎ Á ÃÏÏÌ ÖÁÃÁÔÉÏÎ ɉ×ÈÅÒÅɊȣÈÁÔÅÓȾÌÏÖÅÓ ÔÏ ÅÁÔ 
ÖÅÇÅÔÁÂÌÅÓȣÈÁÓ ÔÈÅ ÓÁÍÅ ÎÕÍÂÅÒ ÏÆ ÓÉÂÌÉÎÇÓ ÁÓ ÙÏÕȣ×ÁÓ ÂÏÒÎ ÉÎ ÔÈÅ ÓÁÍÅ ÍÏÎÔÈ ÁÓ ÙÏÕȟ ÅÔÃȢ  Variation: 
Walk to / arrange yourselves according to: the place where you were born, the place where you live, a 
place you would like to visit, a place where a memorable event took place for you.  Variation: Put these on 
a BINGO grid.  A fun, no-physical-impact activity that gets people out of their chairs and talking to other 
people in the room.  On a flip-chart at the front of the room, the facilitator makes a list of five categories. 
These categories can be things like ɂ3ÏÍÅÏÎÅ ×ÉÔÈ ÁÎ ÅØÏÔÉÃ ÐÅÔȠ 3ÏÍÅÏÎÅ ×ÈÏȭÓ ÂÅÅÎ ÏÎ 46Ƞ 3ÏÍÅÏÎÅ 
×ÈÏ ÈÁÓ ÆÉÖÅ ÏÒ ÍÏÒÅ ÓÉÂÌÉÎÇÓȠ 3ÏÍÅÏÎÅ ×ÈÏȭÓ ÂÅÅÎ ÉÎ ÔÒÏÕÂÌÅ ×ÉÔÈ ȰÔÈÅ ÌÁ×ȱ Ƞ 3ÏÍÅÏÎÅ ×ÈÏȭÓ ÒÕÎ Á 
marathon; Someone who can wiggle their ears.  Each participant is given pencil and paper and asked to 
ÍÁËÅ ÆÉÖÅ ÌÉÎÅÓ ÁÃÒÏÓÓ ÔÈÅÉÒ ÐÁÐÅÒȟ ÏÎÅ ÕÎÄÅÒ ÔÈÅ ÏÔÈÅÒȢ &ÁÃÉÌÉÔÁÔÏÒ ÓÁÙÓ ÔÈÅ ÆÏÌÌÏ×ÉÎÇȡ Ȱ0ÌÅÁÓÅ ÄÒÁ× ÆÉÖÅ 
lines on your paper with enough room on each to have someone sign their name. In just a moment, I am 
going to turn over a list of categories. Your job, in the next five minutes, is to move around the room and 
obtain the signatures of a person who fits each category. Please sit down once you have obtained all five 
ÓÉÇÎÁÔÕÒÅÓȟ ÓÏ )ȭÌÌ ËÎÏ× ×ÈÅÎ ÙÏÕȭÒÅ ÄÏÎÅȢ !ÎÄ ÈÁÖÅ ÆÕÎ ×ÉÔÈ ÔÈÉÓȢ )ÔȭÓ Á ÇÒÅÁÔ ÏÐÐÏÒÔÕÎÉÔÙ ÔÏ ÔÁÌË ÔÏ ÏÔÈÅÒ 
ÐÅÏÐÌÅȢ !ÎÄȟ ÂÙ ÔÈÅ ×ÁÙȟ ÃÁÔÅÇÏÒÉÅÓ ÃÁÎ ÂÅ ÂÒÏÁÄÌÙ ÄÅÆÉÎÅÄȟ ÓÏ ÄÏÎȭÔ ×ÏÒÒÙ ÁÂÏÕÔ ÂÅÉÎÇ ÔÏÏ ÅØÁÃÔ. If you 
were on TV when you were five as part of Captain Kangaroo ɂ well, that counts. Everybody stand up. 
'ÏȢȱ !Ô ÔÈÅ ÅÎÄ ÏÆ ÆÉÖÅ ÍÉÎÕÔÅÓȟ ×ÈÅÎ ÐÅÏÐÌÅ ÌÏÏË ÌÉËÅ ÔÈÅÙȭÒÅ ÇÅÔÔÉÎÇ ÃÌÏÓÅȟ ÁÓË ÔÈÅÍ ÔÏ ÓÉÔ ÄÏ×ÎȢ 4ÈÅÎ 
take a few minutes and see what the group fÏÕÎÄȢ &ÏÒ ÅØÁÍÐÌÅȟ Ȱ7ÈÏ ÄÉÄ ÙÏÕ ÆÉÎÄ ÔÈÁÔ ÈÁÓ ÁÎ ÅØÏÔÉÃ ÐÅÔȩ 
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*ÅÒÒÙȢ 'ÒÅÁÔȢ *ÅÒÒÙȟ ÔÅÌÌ ÕÓ ÁÂÏÕÔ ÙÏÕÒ ÉÇÕÁÎÁȢȱ 2ÕÎ ÔÈÒÏÕÇÈ ÁÌÌ ÆÉÖÅ ÃÁÔÅÇÏÒÉÅÓȢ !Ô ÔÈÅ ÅÎÄȟ ÁÓË ÐÅÏÐÌÅ ÔÏ 
give themselves a hand. 
 

 

_______________ 

has five or more 

siblings  

 

_______________ 

can speak a 

foreign language 

 

_______________ 

has performed 

anything 

 

_______________ 

has been elected to 

a position 

 

_______________ 

volunteers for 

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 

×ÉÔÈ ȰÔÈÅ ÌÁ×ȱ   

 

_______________ 

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. Each child on the 
inside pairs up with someone from the outside circle. The teacher gives the children a topic to talk about 
for a couple of minutes, then the inside circle rotates clockwise to pair up with a different person. The 
teacher then gives a new topic to talk about for a couple of minutes. This process is continued until all of 
the children on the inside circle gave been paired with each child on the outside or until the teacher 
decides to end the game. Some topics to talk about include: favorite movie, favorite book, favorite video 
game, etc. Objects of the game are for the children to get to know one another a little better and to 
practice oral communication skills. 
 
Match Face 
Ask participants to pick a partner and to stand next to him or her.  After participants are in pairs, you may 
want to explore quickly why they chose each other. Then, ask individuals to choose another partner, this 
ÔÉÍÅ ÐÉÃËÉÎÇ ÓÏÍÅÏÎÅ ÔÈÅÙ ÄÏÎȭÔ ËÎÏ× ɉÏÒ ÄÏÎȭÔ ËÎÏ× ×ÅÌÌɊȢ  0ÁÒÔÎÅÒÓ ÍÕÓÔ ÍÁÔÃÈ ÔÈÒÅÅ ÃÒÁÚÙ ÆÁÃÅÓȢ 7Å 
used our favorites: the monkey, the scream, and the down-block.  You can certainly invent your own, so 
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ÄÏÎȭÔ ÌÅÔ ÏÕÒ ÅØÁÍÐÌÅÓ ÌÉÍÉÔ ÙÏÕ ÆÒÏÍ ÙÏÕÒ Ï×Î ×ÈÁÃËÙ ÃÒÅÁÔÉÏÎÓȢ  (ÁÖÅ ÐÁÒÔÎÅÒÓ ÓÔÁÎÄ ÂÁÃË ÔÏ ÂÁÃËȢ /Î 
the count of three, partners spin simultaneously around to face each other and perform (or show) one of 
three designated faces. If they match, they play again trying to match the two remaining faces on your list. 
For example, if they both performed the monkey face, they would not have to do that face again.  If they 
ÄÏÎȭt match, they simply get back to back and try again. Partners continue on their own until they have 
ÓÕÃÃÅÓÓÆÕÌÌÙ ÍÁÔÃÈÅÄ ÁÌÌ ÔÈÒÅÅ ÆÁÃÅÓȢ 4ÈÅ ÒÕÌÅÓ ÁÒÅ ÓÉÍÐÌÅȢ 0ÁÒÔÎÅÒÓ ÍÕÓÔÎȭÔ ÔÅÌÌ ÅÁÃÈ ÏÔÈÅÒ ×ÈÁÔ ÆÁÃÅ ÔÏ 
perform or what face they will show.  Individuals cannot suddenly change their face during mid-turn 
(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 
ÃÏÍÍÅÎÔÓ ÁÎÄ ÁÃÔÉÏÎÓ ÁÒÅ ÐÏÓÉÔÉÖÅ ÁÎÄ ÓÕÐÐÏÒÔÉÖÅȢ  6ÁÒÉÁÔÉÏÎȡ 4ÈÅ ÍÏÓÔ ÃÏÍÍÏÎ ÖÁÒÉÁÔÉÏÎ ×ÅȭÖÅ ÕÓÅÄ ÉÓ 
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 match faces with the other teams. You can continue to grow the 
ÃÉÒÃÌÅ ÏÆ ȰÆÁÃÅ ÍÁÔÃÈÅÒÓȱ ÕÎÔÉÌ ÔÈÅ ÅÎÔÉÒÅ ÇÒÏÕÐ ÉÓ ÓÐÌÉÔ ÉÎÔÏ ÔÈÒÅÅ ÓÕÂÇÒÏÕÐÓȟ ×ÉÔÈ ÅÁÃÈ ÓÕÂÇÒÏÕÐ ÐÌÁÎÎÉÎÇ 
their face 

Meet & Greet Three  
4ÈÅ ÌÅÁÄÅÒ ÓÁÙÓ ÍÅÅÔ ÁÎÄ ÓÈÁËÅ ÈÁÎÄÓ ×ÉÔÈ ÔÈÒÅÅ ÐÅÏÐÌÅ ×ÈÏȣÁre wearing the color blue, has longer hair 
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.e., What is his favorite color?  Let the first kid reveal the 
truths and then move on to the next kid. 
 
More, Dig, Done! 
Have your group members partner up. Explain that one person will be sharing a fact about himself or 
herself in a single sentence. The other partner will direct the conversation.  For example: Scott may say, Ȱ) 
ÈÁÖÅ Ô×Ï ÃÒÁÚÙ ÄÏÇÓ ÁÔ ÈÏÍÅȢȱ His partner Marc may respond, ȰÍÏÒÅȟȱȰÄÉÇȟȱ ÏÒ ȰÄÏÎÅȢȱ  Ȱ-ÏÒÅȱ ÍÅÁÎÓ ÈÅ 
wants to hear more about the two dogs.  Ȱ$ÉÇȱ ÍÅÁÎÓ ÈÅ ×ÁÎÔÓ Á ÎÅ× ÆÁÃÔȢ  Ȱ$ÏÎÅȱ means he is satisfied 
with the sharing on that topic.  4ÈÅ ÓÈÁÒÉÎÇ ÐÅÒÓÏÎ ÍÁÙ ÁÌÓÏ ÓÁÙ ȰÄÏÎÅȱ ÁÔ ÁÎÙ ÔÉÍÅȢ  When one of the 
ÐÁÒÔÎÅÒÓ ÃÁÌÌÓ ȰÄÏÎÅȟȱ ÔÈÅÙ Ó×ÉÔÃÈ ÒÏÌÅÓȢ After both partners have shared, have them find new partners. 
 
Pair Share 
A great way to ÇÅÔ ÐÅÏÐÌÅ ÔÁÌËÉÎÇ ÃÏÍÆÏÒÔÁÂÌÙ ÔÏ ÐÅÏÐÌÅ ÔÈÅÙ ÄÏÎȭÔ ËÎÏ× ÏÒ ÔÏ ÒÁÉÓÅ ÔÈÅ ÌÅÖÅÌ ÏÆ 
engagement within a group that does know each other.  Ask participants to stand up, move about the 
ÒÏÏÍ ɉÄÏÎȭÔ ÊÕÓÔ ÔÕÒÎ ÔÏ ÔÈÅ ÐÅÒÓÏÎ ÎÅØÔ ÔÏ ÔÈÅÍɊȟ ÁÎÄ ÆÉÎÄ Á ÐÁÒÔÎÅÒ ×ÈÏ ÔÈÅÙ ÄÏÎȭÔ ËÎÏ× ÏÒ ×ÈÏ ÔÈÅÙ 
know the least of anyone else in the room. Once everyone is in pairs (if you have an odd number, one 
ÇÒÏÕÐ ÃÁÎ ÂÅ Á ÔÈÒÅÅÓÏÍÅɊȟ ÔÈÅ ÆÁÃÉÌÉÔÁÔÏÒ ÓÁÙÓȡ Ȱ9ÏÕ ×ÉÌÌ ÈÁÖÅ Ô×Ï ÍÉÎÕÔÅÓ ÔÏ ÄÉÓÃÕÓÓ ÔÈÅ ÆÏÌÌÏ×ÉÎÇ ÔÏÐÉÃ 
×ÉÔÈ ÙÏÕÒ ÐÁÒÔÎÅÒȢȢȢȱ Ideas for discussion: Find three 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 organization? At the end of two 
ÍÉÎÕÔÅÓȟ ÔÈÅ ÆÁÃÉÌÉÔÁÔÏÒ ÇÅÔÓ ÔÈÅ ÇÒÏÕÐȭÓ ÁÔÔÅÎÔÉÏÎ ÁÎÄ ÍÁÙ ÉÎÖÉÔÅ ÐÁÒÔÉÃÉÐÁÎÔÓ ÔÏ ÓÈÁÒÅ ×ÈÁÔ ÔÈÅÙ ÔÁÌËÅÄ 
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 often easier for people to talk about others than 
themselves. 
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Putting it Together  
Facilitator should cut a puzzle out of poster paper ahead of time.  (There should be one piece for each 
member of the group.)  Have participants decorate their piece to represent who they are and what they 
feel they can contribute to the group.  Once 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 everyone coming 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 4-5 players around the room.  Players choose a circle to stand in, 
ÉÎÔÒÏÄÕÃÅ ÔÈÅÍÓÅÌÖÅÓȟ ÁÎÄ ÌÉÓÔÅÎ ÆÏÒ ÔÈÅ ÑÕÅÓÔÉÏÎȢ  4ÈÅ ÌÅÁÄÅÒ ÁÓËÓ ÓÏÍÅÔÈÉÎÇ ÌÉËÅ Ȱ7ÈÏ ÈÁÓ ÔÈÅ ÌÏÎÇÅÓÔ 
ÈÁÉÒȩȱ  4ÈÅ ÇÒÏÕÐÓ ÄÉÓÃÕÓÓ ÔÈÅ ÑÕÅÓÔÉÏÎȟ ÄÅÃÉÄÅ ×ÈÏ ÉÓ ÔÈÅ ÃÏÒÒÅÃÔ ÐÌÁÙÅÒ ÆÏÒ ÅÁÃÈ ÇÒÏÕÐȢ  4ÈÅÙ dismisses 
ÔÈÁÔ ÐÅÒÓÏÎ ÔÏ ÆÉÎÄ Á ÎÅ× ÇÒÏÕÐ ÂÙ ÓÁÙÉÎÇȟ Ȱ3ÅÅ 9!Ȧȱ  4ÈÅÎ ÁÌÌ ÐÌÁÙÅÒÓ ÔÒÙ ÔÏ ÒÅÃÒÕÉÔ Á ÎÅ× ÐÌÁÙÅÒ ÆÒÏÍ ÁÌÌ 
ÔÈÏÓÅ ÄÉÓÍÉÓÓÅÄ ÆÒÏÍ ÔÈÅÉÒ ÇÒÏÕÐÓ ÂÙ ÓÈÏÕÔÉÎÇ Ȱ/6%2 (%2%Ȧȱ ÁÎÄ ÍÏÔÉÏÎÉÎÇ ÆÏÒ ÎÅ× ÐÌÁÙÅÒ ÔÏ ÊÏÉÎ ÔÈÅÉÒ 
group.  Then another question and another 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 family members?   
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 their favorite 
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 picks up a snowball and reads out loud.  The rest try to guess who the 
correct person it. 
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Thumb Ball  
4ÈÉÓ ÉÓ Á ÇÏÏÄ ÎÅØÔ ÓÔÅÐ ÁÃÔÉÖÉÔÙ ÔÏ 4ÏÓÓ ! .ÁÍÅȢ  9ÏÕȭÌÌ ÎÅÅÄ ÔÏ ÍÏÄÉÆÙ Á ÂÅÁÃÈ ÂÁÌÌɉÓɊ ÆÏÒ ÔÈÉÓ ÇÁÍÅȢ  
Using a permanent marker, divide the beach ball into ÍÏÒÅ ÓÅÃÔÉÏÎÓ ÂÙ ÄÒÁ×ÉÎÇ ÔÈÒÅÅ ȰÌÏÎÇÉÔÕÄÉÎÁÌȱ ÌÉÎÅÓȢ  
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 work.  A standard soccer ball could also work.  The point 
ÉÓ ÔÏ ÍÁËÅ ÓÅÃÔÉÏÎÓ ÔÈÁÔ ÁÒÅ ÂÉÇ ÅÎÏÕÇÈ ÔÏ ×ÒÉÔÅ ÐÈÒÁÓÅÓ ÉÎ ÔÈÅÍȢ  /Î Ȱ'/ȱ ÃÈÉÌÄÒÅÎ ÐÁÓÓ ÔÈÅ ÂÁÌÌ ÁÒÏÕÎÄ 
the circle or in a pattern, bouncing around the circle until everyone gets a turn.  The child who catches the 
beach ball must provide a response to the phrase that is closest to his right thumb.  Variation: he can 
choose to respond to either phrase closest to either thumb.  Here are some sample phrases to write on 
the beach ball sections.  They are arranged from basic getting-to-know-you questions to deeper questions 
to use once trust has been established. 
¶ Favorite food 
¶ People who make you laugh 
¶ Favorite toy 
¶ Fantasy vacation 
¶ Favorite sport 
¶ Ideal transportation 
¶ Favorite game 
¶ Pet lover? 
¶ Favorite music 
¶ People you admire 
¶ Favorite TV show 
¶ Story of your name 
¶ Favorite candy 
¶ Most loved season 
¶ Favorite movie 
¶ Preferred board game 
¶ Favorite color 
¶ Your hero 
¶ Famous person to meet 
¶ Favorite field trip  
¶ Best video game 
¶ Favorite dessert 
¶ Birthday wish 
¶ Favorite animal 
¶ Best book 
¶ Favorite cartoon 
¶ Hobby you enjoy 
¶ Best holiday 
¶ Favorite word 
¶ Best place 
¶ Favorite store 
¶ Favorite restaurant 
¶ Best school subject 
¶ Where are you from? 
¶ Where have you been? 
¶ What is the story of your name? 
¶ What do you love? 

¶ What are your hopes and dreams? 
¶ Complete this sentence. 
¶ Ȱ7Å ×ÅÒÅ ÐÕÔ ÏÎ ÔÈÉÓ ÅÁÒÔÈ ÔÏȣȱ 
¶ If you could ask the whole world to think 

about one thing for 1 hour, what would it 
be? 

¶ Who do you think needs more help, the 
homeless or endangered animals? 

¶ What are some of your favorite 
organizations that help others? 

¶ $Ï ÙÏÕ ÂÅÌÉÅÖÅȡ Ȱ,ÏÖÅ Ôhy neighbor as 
ÔÈÙÓÅÌÆȩȱ 

¶ What is the most rewarding thing 
someone has ever done for you? 

¶ When was the last time you had to say 
Ȱ)ȭÍ ÓÏÒÒÙȱ ÔÏ ÓÏÍÅÏÎÅȩ 

¶ Describe your perfect day. 
¶ If you could have a conversation with any 

animal, which one would it be and why? 
¶ When we talk to animals, do you think 

they understand us? 
¶ Which do you usually listen to, your head 

or your heart? 
¶ What is one thing you have always 

wanted to do? to get? 
¶ When you think about getting older, what 

do you look     forward to? 
¶ If you were given one hour of homework 

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

¶ What is your idea of a good surprise? 
¶ If you could learn something new 

tomorrow and succeed at it for life what 
would it be? 

¶ If you were climbing a mountain who 
would you bring with you & why? 

¶ What is more important, knowledge or 
imagination? 
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¶ Where do you like to go when you have to 
solve a problem? 

¶ 7ÈÅÎ ÙÏÕ ÈÅÁÒ ÔÈÅ ×ÏÒÄ ȰÕÎÆÁÉÒȱ ×ÈÁÔ ÄÏ 
you think of? 

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

¶ What is the difference between wants and 
needs? 

¶ What would you do 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 money, would 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 _____ have the most courage in 

the world? 
¶ What subject makes your brain ache? 
¶ What do you always need help with? 
¶ 7ÈÅÎ ÙÏÕ ÈÅÁÒ ÔÈÅ ×ÏÒÄ ȰÃÏÍÐÅÔÉÔÉÏÎȱ 

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? 
¶ 7ÈÁÔȭÓ ÔÈÅ ÂÉÇÇÅÓÔ ÌÅÓÓÏÎ ÙÏÕȭÖÅ ÌÅÁÒÎÔ 

from your past relationships? 
¶ What are your best traits? 

¶ WÈÁÔȭÓ ÏÎÅ ÏÆ ÙÏÕÒ ×ÏÒÓÔ ÈÁÂÉÔÓȩ 
¶ What makes someone a good friend? 
¶ What was the best day of the past week 

for you - why? 
¶ Who is the biggest influence in your life? 
¶ What are you wearing today which is 

most reflective of who you are? 
¶ What is the craziest thing you have ever 

done? 
¶ What is your most embarrassing 

moment? 
¶ Choose a 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.  
¶ Describe your personality. 
¶ What are you proud of? 
¶ What are the easiest and hardest 

emotions for you to express and why?  
¶ What is something that few people know 

about you?  
¶ Who is your 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 yourself?  
¶ What do you value in a caring 

relationship?  
¶ What do you value most in life?  
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This or That  
Possibly one of the greatest needs within a group is to identify what unites the members of the group.  To 
this end, the goal 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 maskinÇ ÔÁÐÅȟ ÒÏÐÅȟ ÏÒ ×ÁÌÌÓȢ   (ÁÖÅ ÐÁÒÔÉÃÉÐÁÎÔÓ ÂÅÇÉÎ ÂÙ ȬÓÔÁÎÄÉÎÇ ÉÎ ÔÈÅ ÍÉÄÄÌÅ ÏÆ ÔÈÅ ÒÏÁÄȢȭ   
3ÏÍÅ ÏÆ ÔÈÅ ÆÏÌÌÏ×ÉÎÇ ÄÅÃÉÓÉÏÎÓ ÁÒÅ ÆÁÉÒÌÙ ÅÁÓÙ ÁÎÄ ÔÈÅ ÉÎÆÏÒÍÁÔÉÏÎ ÃÏÎÔÅÎÔ ÄÏÅÓÎȭÔ ÈÁÖÅ ÓÅÖÅÒÅ 
consequences.   Others may make or break the entire summer.  After choosing 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.   $ÅÓÉÇÎÁÔÅ ÏÎÅ ÓÉÄÅ ÏÆ ÔÈÅ ÒÏÏÍ ÁÓ Ȱ4()3ȟȱ ÁÎÄ ÔÈÅ ÏÔÈÅÒ ÓÉÄÅ ÏÆ ÔÈÅ ÒÏÏÍ ÁÓ Ȱ4(!4Ȣȱ  !ÌÌ 
players stand in 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 pointing to the THAT side of the room when you say 
the other choice. 
¶ Which do you like more, Chocolate cake (THIS) OR white cake (THAT)? 
¶ Are you a Macintosh person or a PC Person? 
¶ Are you Quiet or Loud? 
¶ Do you identify more with: Birds OR Fish? 
¶ Do you like to: Stay home OR Go out? 
¶ Do You Enjoy Running or Walking? 
¶ Do 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 a Problem Maker? 
¶ Do Normally Save Money or Spend Money? 
¶ Are you better at remembering: Names OR Numbers? 
¶ Do you more often: Speak your mind OR Hold your tongue? 
¶ Would you rather have: A million dollars OR great happiness for life? 
¶ Do you prefer Hamburgers & Hotdogs or Chicken or Salad? 
¶ Are you comfortable with a 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 to a dentist? 
¶ Do you prefer: Hot days OR Cold days? 
¶ Would you rather go to a: Football Game OR an Opera? 
¶ Do you prefer: Showers OR Baths? 
¶ Are you better in Math OR English? 

Toothpaste Barnyard  

Everyone thinks of their favorite brand of toothpaste (or detergent, dream car, animal, snack food, etc).  
/Î Ȱ'/ȱ everyone calls 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) about 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 3-4.  Have the people find the most uncommon thing they all have in common - the 
weirdest thing that they all have in common. 
 

Wal-Mart  
Say your name and what object in Wal-Mart that you are most like and describe why. (i.e. My name is Jeni 
and I am most like a pair of work boots because I like to be comfortable and don't really care about 
whether others like the fashion statement I make with them). 
 
Where Ya From? Where Ya Been? 
Use the Raccoon Circle to create a map of the city, county, state or country you are from (or a place you 
have recently traveled to), and tell us something about that place.  They tell stories about the important 
places in their lives. 

Who are You 

Ask the team to brainstorm a list of questions they would want to know about a person (What is your 
favorite TV show? What is your most embarrassing moment? Who are your Heros?)  Narrow down the 
list to two or three questions that the team likes the best.  Allow the team to mingle and ask the questions 
and record (or remember) the answers. 
 
Wrap Around My Finger  
The name pretty much explains this entire activity.   Begin with an unknotted segment of webbing.  One 
person in the group begins wrapping the webbing around their index finger, and while doing so, provides 
the group with some information about themselves (where they were born, family members, school 
experiences, 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 a chance to feel like a superstar. The team makes two lines, and one-
by-ÏÎÅ ÅÁÃÈ ȰÐÌÁÙÅÒȱ ÉÎÔÒÏÄÕÃÅÓ ÈÉÍÓÅÌÆ ÏÒ ÈÅÒÓÅÌÆ ÁÎÄ ÊÏÇÓ ÂÅÔ×ÅÅÎ ÔÈÅ Ô×Ï ÌÉÎÅÓ ÏÆ ÅÎÔÈÕÓÉÁÓÔÉÃ ÔÅÁÍ 
members. The superstar is greeted with energetic high-fives and supportive hollering by peers. Have the 
group form two equal lines facing each other. Leave 4-5 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 team-member 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 to the line 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 members. 
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Chicken Games for the  
Forming Stage 

Bawk, Bawk, Bawk  
With a team in a circle, choose someone to be the Chicken Hawk = IT.  IT goes up so someone in the circle 
points a rubber chicken at them ÁÎÄ ÓÁÙÓȟ ȰÌÅÆÔȟȱ ȰÒÉÇÈÔȟȱ ÏÒ ȰÙÏÕÒÓȢȱ  4ÈÁÔ player must say the name of the 
player ÔÏ ÔÈÅ ÒÉÇÈÔȟ ÌÅÆÔ ÏÒ ÔÈÅÉÒ Ï×Î ÒÅÓÐÅÃÔÉÖÅÌÙ ÂÅÆÏÒÅ ÔÈÅ )4 ÓÁÙÓȟ Ȱ"Á×Ëȟ "Á×Ëȟ "Á×Ëȱ ÌÉËÅ Á ÃÈÉÃËÅÎȢ  )Æ 
the player in the circle fails to say the correct name, they are the new IT.  
 
Chicken Catch-A-Tori (or a Tony)  
Break into teams of 8-10, and stand in informal circle.  The leader 
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 
ÔÏ ÔÈÅ ÌÅÁÄÅÒȢ  4ÈÅ ÌÅÁÄÅÒ ÔÈÅÎ ÃÁÌÌÓ ÏÕÔ ÓÏÍÅÏÎÅȭÓ ÎÁÍÅ ÁÎÙ×ÈÅÒÅ ÉÎ 
the circle and lofts the chicken to him, and that player calls out 
another name and lofts the chicken to another player 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 
ÓÁÙȟ Ȱ4ÈÁÎË ÙÏÕ 4ÈÒÏ×ÅÒȭÓ .ÁÍÅȱ 6ÁÒÉÁÔÉÏÎȡ /ÎÃÅ ÔÈÅ ÇÒÏÕÐ ÈÁÓ 
successfully completed the task, instruct them to pass the chicken in 
the exact REVERSE order.  Once the group has successfully completed 
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 
the same time. Eventually, the chickens will cross at one player. Good 
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! This little twist really helps participants learn each other's names and 
faces.   
 
Chick or Treat  
Pair up, give each pair a Rubber Chicken, and have them find a space where it is safe to toss the Chickens 
to each other. With the players facing each other, about 3' to 4' apart, have them toss the Chicken from 
ÔÈÅÉÒ ÄÏÍÉÎÁÎÔ ÈÁÎÄ ÔÏ ÔÈÅÉÒ ÐÁÒÔÎÅÒȭÓ ÄÏÍÉÎÁÎÔ ÈÁÎÄȢ As they toss, they tell the other a favorite treat ɀ 
any food thy like to eat ɀ Á ÄÉÆÆÅÒÅÎÔ ÔÒÅÁÔ ÅÁÃÈ ÔÉÍÅȢ  7ÈÅÎ ÔÈÅ ÌÅÁÄÅÒ ÃÁÌÌÓ Ȱ#()#+ /2 42%!4ȱ ÔÈÅÙ find a 
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 
ÁÎÄ ÓÁÙÓ Ȱͺͺͺͺͺͺͺͺͺ ɉÎÁÍÅ ÏÆ ÃÁÍÐÅÒɊ ÓÔÏÌÅ Á ÃÈÉÃËÅÎ ÆÒÏÍ ÔÈÅ ÃÈÉÃËÅÎ ÃÏÏÐȦ  #ÁÍÐÅÒȡ 7ÈÏȟ ÍÅȦȩȦȩȦ  'ÒÏÕÐȡ 
Yes, you!  Camper: Couldn't be!  Group: Then who?  (Camper tosses chicken to another and uses that 
ÃÁÍÐÅÒȭÓ ÎÁÍÅɊ ÓÔÏÌÅ ÔÈÅ ÃÈÉÃËÅÎ ÆÒÏÍ ÔÈÅ ÃÈÉÃËÅÎ ÃÏÏÐȦ 3ÏÎÇ ËÅÅÐÓ ÇÏÉÎÇ ÕÎÔÉÌ ÅÁÃÈ ÃÁÍÐÅÒͻÓ ÎÁÍÅ ÉÓ 
used.  
 
Flip me the Bird  
Establish a dividing line (like a net on a volleyball court)  One team tosses the chicken to the other team ɀ 
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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 chairs if possible. One player begins by standing in the middle of the 
circle (the Head Chick), brandishing the rubber chicken. This player can approach anyone in the circle, 
point the rubber chicken at them and ask "who's in the chicken coop?"  The player being pointed 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 
Concentration  
The rhythm for the game is slap, slap (noodles on 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 
leader ɉρς ÏȭÃÌÏÃË ÐÏÓÉÔÉÏÎɊ, and he/she sets the pace.  The object of 
the game is to get to the ÌÅÁÄÅÒȭÓ ÓÐÏÔȢ  4ÈÅ ÌÅÁÄÅÒ ÂÅÇÉÎÓ ÔÈÅ ÒÈÙÔÈÍ. 
The person whose name is said must respond on time by saying 
ÈÉÓȾÈÅÒ Ï×Î ÎÁÍÅ ÁÎÄ ÔÈÅÎ ÓÏÍÅÏÎÅ ÅÌÓÅȭÓȢ  )Æ ÔÈÅ ÐÌÁÙÅÒ ÄÏÅÓ ÉÔ 
correctly, the game continues.  If the player does not do it quickly 
enough, that player must move to the seat to the ÌÅÆÔ ɉρ ÏȭÃÌÏÃËɊ of the 
ÌÅÁÄÅÒȟ ÁÎÄ ÔÈÅ ÒÅÓÔ ÏÆ ÔÈÅ ÇÒÏÕÐ ÍÏÖÅÓ ÕÐ Á ÓÅÁÔ ɉÔÏ×ÁÒÄ ÔÈÅ ÌÅÁÄÅÒȭÓ 
spot) to fill in the seats.  Game continues until group has learned 
names well.  Quicken the pace for appropriate challenge.   
 
7ÈÏÍÐ Ȭ%Í 
One player ÉÓ ÔÈÅ Ȱ7ÈÏÍÐ Ȭ%Í -ÁÓÔÅÒȢȱ  4ÈÁÔ ÉÎÄÉÖÉÄÕÁÌ ÓÔÁÎÄÓ ÉÎ ÔÈÅ 
ÍÉÄÄÌÅ ÏÆ ÃÉÒÃÌÅ ×ÉÔÈ ÔÈÅ Ȱ7ÈÏÍÐ Ȭ%Í 3×ÏÒÄȢȱ  ɉ#ÏÕÌÄ ÕÓÅ 3ÔÙÒÏÆÏÁÍ 
tube or rolled up tube of newsprint, etc.)  The rest of the group sits in a 
circle with legs out toward center of circle (leaving enough room for 
player ÓÔÁÎÄÉÎÇ ÉÎ ÍÉÄÄÌÅɊȢ  4ÈÅ ÏÂÊÅÃÔ ÏÆ ÔÈÅ ÇÁÍÅ ÉÓ ÆÏÒ ÔÈÅ Ȱ7ÈÏÍÐ 
Ȭ%Í -ÁÓÔÅÒȱ ÔÏ ÇÅÔ ÓÔÕÃË ÉÎ ÔÈÅ ÍÉÄÄÌÅ ÏÆ ÃÉÒÃÌÅȢ  3ÏÍÅÏÎÅ ÓÔÁÒÔÓ ÏÆÆ ÒÏÕÎÄ ÂÙ ÓÁÙÉÎÇ ÔÈÅ ÎÁÍÅ ÏÆ Á 
ÍÅÍÂÅÒ ÏÆ ÔÈÅ ÇÒÏÕÐȢ  4ÈÅ -ÁÓÔÅÒ ÍÕÓÔ Ȱ7ÈÏÍÐȱ ɉÈÉÔɊ ÔÈÅ ÌÅÇÓ ÏÆ ÔÈÁÔ Íember, before that member says 
the name of another member.  The game goes on until the Master hits an individual before that individual 
ÃÁÎ ÓÁÙ ÁÎÏÔÈÅÒ Ȱ) ÐÁÓÓ ÉÔ ÔÏ ͺͺͺͺͺͺͺ (another playerȭÓ ÎÁÍÅ - cannot repeat name that has been said in 
round already.)  7ÈÅÎ ÔÈÅ -ÁÓÔÅÒ ÓÕÃÃÅÅÄÓ ÉÎ Ȱ7ÈÏÍÐÉÎÇȱ ÁÎ ÉÎÄÉÖÉÄÕÁÌȟ ÔÈÁÔ ÉÎÄÉÖÉÄÕÁÌ ÂÅÃÏÍÅÓ ÔÈÅ 
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 the Attempting Stage 
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 make certain motions. One the first grunt, your 
hands are together are in a prayerlike position and they start out high above the head and come down 
closer to you. One the second grunt, the hands go from the chest towards someone (pointing to them so 
they know it is their turn next). Participants must make creative sounds. No one ever gets out ɀ they 
should just laugh!! 

3 Foot, 6 Foot, 9 Foot 

Ask your group to start by secretly identifying a person in the group and move to a position that is 9 feet 
from him or her. Allow time for your group to adjust positions. 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 excellent 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 to 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 secretly 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 
ÌÅÔÔÅÒÓȢ 4ÈÅ !ȭÓ ×ÉÔÈ ÔÈÅ !ȭÓȟ "ȭÓ ×ÉÔÈ ÔÈÅ "ȭÓ ÁÎÄ ÓÏ ÏÎȢ 7ÈÅÎ ÙÏÕ ÙÅÌÌ ÇÏȟ ÓÔÁÒÔ ÔÈÅ ÔÉÍÅÒȢ  .ÅØÔȟ ÁÓk the 
ÇÒÏÕÐÓ ÔÏ ÁÒÒÁÎÇÅ ÔÈÅÍÓÅÌÖÅÓ ÁÌÐÈÁÂÅÔÉÃÁÌÌÙ ÉÎ ÌÉÎÅȟ !ȭÓ ÔÏ *ȭÓȢ  "ÅÇÉÎÎÉÎÇ ×ÉÔÈ * ÁÎÄ ÅÎÄÉÎÇ ×ÉÔÈ !ȟ ÈÁÖÅ 
ÐÁÒÔÉÃÉÐÁÎÔÓ ÒÁÉÓÅ ÔÈÅÉÒ ÈÁÎÄÓ ÁÎÄ ÃÁÌÌ ÏÕÔ ÔÈÅÉÒ ÇÒÏÕÐȭÓ ÌÅÔÔÅÒȢ ,ÉËÅ ÔÈÅ Ȱ×ÁÖÅȱ ÁÔ Á ÆÏÏÔÂÁÌÌ ÇÁÍÅȟ ÅÁÃÈ 
group calls out their letter in turnȢ 3ÔÏÐ ÔÉÍÅ ×ÈÅÎ ÔÈÅ Ȱ!ȱ ÇÒÏÕÐ ÈÁÓ ÆÉÎÉÓÈÅÄȢ  'ÒÏÕÐÓ ÓÈÏÕÌÄ ÓËÉÐ ÏÖÅÒ 
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 faster.  Then, 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 that when secretly choosing a letter they all choose the same one, they could 
ÇÒÅÁÔÌÙ ÒÅÄÕÃÅ ÔÈÅÉÒ ÔÉÍÅȢ $ÏÎȭÔ ÇÉÖÅ ÁÎÙÔÈÉÎÇ Á×ÁÙȠ ÁÌÌÏ× ÙÏÕÒ ÇÒÏÕÐ ÔÏ ÃÏÍÅ ÕÐ ×ÉÔÈ ÔÈÅÉÒ Ï×Î 
solutions. 

Continental Divide  

Have the team form a straight line ɀ shoulder to shoulder.  Tell them that their shoes are fused to the 
ÐÅÒÓÏÎȭÓ ÓÈÏÅ ÔÏ ÔÈÅÉÒ ÒÉÇÈÔ ÁÎÄ ÌÅÆÔȢ  )Î ÔÈÉÓ ÆÏÒÍÁÔÉÏÎ ÈÁÖÅ ÔÈÅ ÔÅÁÍ ÍÏÖÅ ÆÒÏÍ ÐÏÉÎÔ ! ÔÏ ÐÏÉÎÔ "Ȣ  )Æ 
anyone disconnects shoes, the team comes back to point A. 

%ÖÅÒÙÂÏÄÙȭÓ )Ô 4ÁÇ 

Everybody is it!  If you 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. 
The leader walks around the outside of the circle and drops a small object (like a rock) into one persons 
hands. The players in the circle must pass the object around behind their backs, trying to concel from the 
middle person who has the object. The middle person has three tries to pick out who has the object. 
 
Ghosts in the Graveyard  
This is a great game for waiting in quiet places.   All players lay on the floor in any position they choose.  
%ÎÓÕÒÅ ÅÎÏÕÇÈ ÓÐÁÃÅ ÓÏ ÔÈÅÙ ÄÏÎȭÔ ÔÏÕÃÈ ÅÁÃÈ ÏÔÈÅÒȢ  'ÉÖÅ ÅÖÅÒÙÏÎÅ ÔÉÍÅ ÔÏ ÇÅÔ ÃÏÍÆÏÒÔÁÂÌÅȢ  7ÈÅÎ ÔÈÅÙ 
are ready, give a count to three.  After the count, they must stay still and silent.  If the chosen crypt-keeper 
catches any movement, the player moving becomes the next crypt-keeper. 

Go Tag 

Have team line up in a straight line.  Every other person facing opposite directions.  Choose an IT and a 
person to be chased.  The IT chases the chased around the line of people in either direction.  The IT can 
ÔÒÁÄÅ ÏÆÆ ×ÉÔÈ Á ÐÅÒÓÏÎ ÉÎ ÌÉÎÅ ÂÙ ÔÏÕÃÈÉÎÇ ÔÈÅÍ ÏÎ ÔÈÅ ÂÁÃË ÁÎÄ ÓÁÙÉÎÇȟ ȰÃÈÁÓÅȢȱ  4ÈÅ ÃÈÁÓÅÄ ÐÅÒÓÏÎ ÃÁÎ 
also switch at any time by touching someone in line on the back and yelliÎÇ ȰÒÕÎȢȱ 
 
Grab Bag 
Youȭll need paper bags and natural items for this one. Take several natural items (leaves, bones, teeth, 
fur) and place one each in a paper bag. Have the group sit in a circle and give each person a bag. They 
must feel, not look at the items, take turns describing the items, and the group can try to guess what it is. 

Inside Outside  

Standing in a circle, using both hands, pass a ball 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 practice to improve their time. Then using the left hand only, have them pass the ball to the 
left around the inside of the circle. Once the ball is at the start again it reverses directions (goes to the 
right), is handled only by the right hand and stops at the beginning. Again time this and let them practice. 
Finally, combine both parts above into one continuous activity and time it. Record the time and practice. 

Is That All?  

Youȭll need to gather some natural items from your setting.  Have the players sit crosslegged in a circle. 
Choose one natural item and give it to one of the players. The player must say something about the item, 
then should pass it to the person next to them, who has to say something about the item, etc. The 
ÏÂÓÅÒÖÁÔÉÏÎÓ ÃÁÎ ÂÅ ÆÁÃÔÕÁÌȟ ÓÕÂÊÅÃÔÉÖÅȟ ÐÏÅÔÉÃȟ ÓÅÎÓÏÒÙȟ ÅÔÃȢˊ ÔÈÅ ÏÎÌÙ ÒÕÌÅ ÉÓ ÔÈÁÔ ÙÏÕ ÃÁÎȭÔ ÒÅÐÅÁÔ someone 
ÅÌÓÅȭÓ ÏÂÓÅÒÖÁÔÉÏÎȢ 

Line Ups 

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

Pass It 

0ÁÒÔÉÃÉÐÁÎÔÓ ×ÏÒË ÔÏ ÐÁÓÓ Á ÃÌÁÐÐÉÎÇ ÓÏÕÎÄ ÁÒÏÕÎÄ ÔÈÅ ÃÉÒÃÌÅ ÑÕÉÃËÌÙ ÁÎÄ ×ÉÔÈ ÑÕÁÌÉÔÙȢ /ÎÅ ÐÅÒÓÏÎ ȰÇÉÖÅÓȱ 
Á ÃÌÁÐ ÔÏ ÔÈÅ ÎÅØÔ ÐÅÒÓÏÎȢ 4ÈÁÔ ÐÅÒÓÏÎ ȰÒÅÃÅÉÖÅÓȱ ÔÈÅ ÓÏÕÎÄ ÂÙ ÃÌÁÐÐÉÎÇ ÁÔ ÔÈÅ ÓÁÍÅ ÔÉÍÅȟ ÔÈÅÎ ÔÕÒÎÓ ÔÏ 
pass the clap to the next person in the circle. Start slowly; if participants are way off, start again. 



Copyright: 2009 by Mike Ashcraft/ All Rights Reserved/ 6501 Lomas Blvd NE/ Albuquerque, NM 87110/ 505-296-2880/ www.childrens-choice.org/ page 22 

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, stop play 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 variations are limitless. 

Perfect Square 

Perfect Square is a fast-moving game with a team-building twist. Your group must try to keep you at the 
center of their perfect square. No matter where you move or how you turn, group members must remain 
in the same orientation to you as when they started. Participants need to form four equal lines to create a 
perfect square around you.  Participants must work to keep the perfect square intact no matter where or 
how you move.  Each line of the square is a team racing to be the first in  position every time you change 
positions or physically move.  Lines must always be in the same order, location, and proximity to you as 
when they started. The line to your front must always be to your front, the line to your back to your back, 
and left and right sides to your left and right.  Each line of participants signals that they are in correct 
position by holding up their hands together and yelling ȰÄÏÎÅȦȱ  Be creative. Have fun with this by moving 
across the room, spinning in circles and trying to confuse the group. Variation: Introduce different shapes 
into the exercise such as triangles, 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 15 seconds while you 
change one thing about yourself: your hair, sleeve, watch, etc.  Tell them to open their eyes and guess 
what you changed.  Keep adding changes or let someone who observes the change be the quick-change 
artist. 

Run & Scream 

With everyone lineÄ ÕÐ ÉÎ Á ÓÔÒÁÉÇÈÔ ÌÉÎÅ ÐÉÃË ÏÎÅ ÐÅÒÓÏÎ ÔÏ ÂÅ ÉÔȢ  /Î Ȱ'/ȱ ÔÈÁÔ ÐÅÒÓÏÎ ÒÕÎÓ ÁÒÏÕÎÄ ÁÎÄ 
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 appropriate locations 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 wearing 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 many, different sounds they hear. After 
an appropriate time, the leader can end the activity. Possible follow up activities are to discuss and 
describe all the different sounds, to explore the origin 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.  (It is fun, but gets old pretty quick)  

Triangle Tag  
Arrange into teams of four (allow one or more teams to be five, to include everyone).    Choose one person 
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to be IT.  The others link arms to form a triangle (or square).  The Its from each team step back from the 
teams while each ÔÅÁÍÓ ÐÉÃËÓ ÓÏÍÅÏÎÅ ÔÏ ÂÅ ÃÈÁÓÅÄȢ  /Î Ȱ'/ȱ ÔÈÅ ÔÒÉÁÎÇÌÅ ÓÐÉÎÓ ÔÏ ÐÒÏÔÅÃÔ ÔÈÅ ÃÈÁÓÅÄ 
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 at someone ÁÎÄ ÓÁÙÉÎÇ ȰÙÏÕȢȱ 4ÈÅ ÐÁÔÔÅÒÎ ÍÕÓÔ ÇÅÔ 
around to everyone and then back to the person who started it. You can monitor this by having everyone 
raise his or her right hand in the air, and bring it down, pointing at the next person in the pattern. Spend 
time mastering this pattern.  Create a new and different pattern, passing the name of a fruit or vegetable. 
For example, a player would point to a ÐÅÒÓÏÎ ÏÔÈÅÒ ÔÈÁÎ ÔÈÅ ÐÅÒÓÏÎ ÔÈÅÙ ÐÏÉÎÔÅÄ ÁÔ ÉÎ ÔÈÅ ȰÙÏÕȱ pattern, 
ÁÎÄ ÓÁÙ ȰÁÐÐÌÅȦȱ!ÇÁÉÎȟ ÔÈÅÙ ÍÕÓÔ ÃÒÅÁÔÅ ÔÈÅ pattern with the last person passing it back to the first. This 
time, monitor the pattern just as before, but with the left hand.  Now try both patterns at once and see if 
they both make it back to the person who started it. 
 
What are you doing?  
Players form Á ÌÏÎÇ ÌÉÎÅȢ 0ÌÁÙÅÒ ÓÔÁÒÔÓ ÍÉÍÉÎÇ ÁÎ ÁÃÔÉÖÉÔÙȢ 0ÌÁÙÅÒ ς ÁÓËÓ Ȱ7ÈÁÔ ÁÒÅ ÙÏÕ ÄÏÉÎÇȩȱ  4ÈÅ ÆÉÒÓÔ 
player answers something that does NOT resemble what he`s actually doing. E.g. if player 1 is cutting 
someone`s hair, when asked what he`s doing he might say "I`m reading the newspaper." First player 
moves away, and the second player starts miming the activity stated by the previous player. A third 
player comes up to player 2, asks what he is doing, and so on. Play until everyone has mimed something, 
and has answered the question. Variation: You can also play this at super high speed, with 2 players. We 
mean super-super 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. Great for warm-up and energy!   
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Low Threat Games & Activities  
for the Storming Stage 

 
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 which cÁÎ ÂÅ ÁÎÓ×ÅÒÅÄ ×ÉÔÈ Á ȰÙÅÓȱ ÏÒ ȰÎÏȢȱ 4ÈÅ 
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 
ÃÁÎɊȢ 4ÈÅ ÃÈÉÌÄÒÅÎ ÈÁÖÅ Ô×ÅÎÔÙ ȰÙÅÓȱ ÏÒ ȰÎÏȱ ÑÕÅÓÔÉÏÎÓ ÔÏ ÄÅÔÅÒÍÉÎÅ ×ÈÁÔ ÉÓ ÉÎ ÔÈÅ ÃÁÎȢ Helpful tip:  
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  

%ÁÃÈ ÐÅÒÓÏÎ ÉÎ ÔÈÅ ÔÅÁÍ ÂÌÏ×Ó ÕÐ ÁÎÄ ÔÉÅÓ ÏÆÆ Á ÂÁÌÌÏÏÎȢ  /Î Ȱ'/ȱ ÔÈÅ ÃÈÁÌÌÅÎÇÅ ÉÓ ÆÏÒ ÔÈÅ ÔÅÁÍ ÔÏ ×ÏÒË 
together to keep all of the balloons up in the air.  You can add in a balloon or more as an added challenge. 
 
AhSoKoh 
Each word has a motion. Ah is a stiff hand at chest level with either hand (right hand with fingers pointing 
left and left hand with fingers pointing right). So is a stiff hand at forehead level (almost like a salute). 
Koh is both hands together with arms extended straight in front of you. These words must always be said 
in order: AhSoKoh, AhSoKoh, etc. The purpose is to keep going quicker and quicker. If you make a 
mistake (wrong hand motion or wrong word), you are out and must be a distraction around the circle. 
9ÏÕ ÓÔÁÙ ÉÎ ÉÆ ÙÏÕ ÄÏ ÔÈÅ ÆÏÌÌÏ×ÉÎÇȡ /ÎÅ ÐÅÒÓÏÎ ÓÔÁÒÔÓ ×ÉÔÈ ÔÈÅ Ȱ!ÈȢȱ 
4ÈÅ ÎÅØÔ ÐÅÒÓÏÎ ÔÏ ÇÏ ÁÎÄ ÓÁÙ Ȱ3Ïȱ ÉÓ ÔÈÅ ÐÅÒÓÏÎ ×ÈÏ ÉÓ ÂÅÉÎÇ ÐÏÉÎÔÅÄ ÔÏ ÂÙ ÔÈÅ ÆÉÎÇÅÒÓ ÏÆ ÔÈÅ ÐÅÒÓÏÎ ×ÈÏ 
ÓÁÉÄ Ȱ!ÈȢȱ The ÐÅÒÓÏÎ ÓÁÙÉÎÇ Ȱ3Ïȱ ÃÁÎ ÕÓÅ ÅÉÔÈÅÒ ÈÁÎÄ ×ÉÔÈ ÔÈÅ ÃÏÒÒÅÃÔ ÍÏÔÉÏÎȢ 4ÈÅÎ ÔÈÅ ÐÅÒÓÏÎ ÔÈÅÙ ÁÒÅ 
pointing to must make the ÍÏÔÉÏÎ ÁÎÄ ÓÁÙ Ȱ+ÏÈȱ ×ÈÉÌÅ ÐÏÉÎÔÉÎÇ ÔÏ ÓÏÍÅÏÎÅ ÁÃÒÏÓÓ ÔÈÅ ÃÉÒÃÌÅȢ 4ÈÅ ÐÅÒÓÏÎ 
being pointed to can either accept the Ȱ+ÏÈȱ ÂÙ ÍÏÖÉÎÇ ÏÎ ×ÉÔÈ ÔÈÅ Ȱ!Èȱ ÁÎÄ ÍÏÔÉÏÎ ÏÒ ÔÈÅÙ ÃÁÎ ÒÅÊÅÃÔ ÔÈÅ 
Ȱ+ÏÈȱ ÂÙ ÓÁÙÉÎÇ Ȱ.Ïȱ ÁÎÄ ÐÕÔÔÉÎÇ ÂÏÔÈ ÈÁÎÄÓ ÏÕÔ front with palms towards the person who just sent the 
Ȱ+ÏÈȢȱ )Æ ÔÈÅÙ ÒÅÊÅÃÔȟ ÔÈÅ ÐÅÒÓÏÎ ×ÈÏ ÊÕÓÔ ÓÁÉÄ Ȱ+ÏÈȱ ÍÕÓÔ ÓÔÁÒÔ ÏÆ ÔÈÅ Ȱ!Èȱ ÁÇÁÉÎȢ 
 
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 arms every time it says something flies.  Whenever It names something that 
is a bird, all the children must flap his/her arms.  The object is to catch anyone flapping his/her arms 
whenever It says something that isn't a bird.  Whenever someone is caught, they are out for the rest of the 
game.  When only one child remains in or after 3-5 minutes, a new it is chosen and the children who are 
out can play again. 
 
Animal Rhythm  
The children establish the rhythm by slapping legs twice, then snapping fingers twice. After the rhythm 
has been established, the game leader makes an animal sound on the snaps and the children name the 
ÁÎÉÍÁÌ ÔÈÁÔ ÍÁËÅÓ ÔÈÅ ÓÐÅÃÉÆÉÅÄ ÓÏÕÎÄ ÏÎ ÔÈÅ ÎÅØÔ ÓÎÁÐÓȢ %ØÁÍÐÌÅÓȡ ȰÈÅÅȟ ÈÁ×ȟȱ ȰÂÏ×-×Ï×ȟȱ ȰÑÕÁÃË-
ÑÕÁÃËȟȱ ȰÍÅÅ-Ï×ȟȱ ÅÔÃȢ 
    Variation: The game can also be played using math facts, states and capitals, etc. 
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Animal Freeze  
Have the children act out (with no sounds!) the movements of a specified animal until the teacher says, 
Ȱ&ÒÅÅÚÅȦȱ !Ô ÔÈÉÓ ÐÏÉÎÔȟ ÔÈÅ ÃÈÉÌÄÒÅÎ ÓÔÏÐ ÔÈÅÉÒ ÍÏÖÅÍÅÎÔÓ ÁÓ ÁÂÒÕÐÔÌÙ ÁÓ ÐÏÓÓÉÂÌÅ ÁÎÄ ȰÆÒÅÅÚÅȱ ÕÎÔÉÌ ÔÈÅ 
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; eagle; caterpillar; turtle; rabbit. 
 
Bat and Moth  
Have the group form a circle. Choose one player to be the bat and 3 to be moths. Have them come to the 
center of the circle and blindfold the bat. The bat has to catch one of the moths. To find a moth, the bat 
ÙÅÌÌÓ Ȱ"ÁÔȦȱȢ 7ÈÅÎ ÔÈÅ ÂÁÔ ÙÅÌÌÓȟ ÔÈÅ ÍÏÔÈÓ ÒÅÓÐÏÎÄ ×ÉÔÈ Ȱ-ÏÔÈȦȱ 4ÈÅ ÐÅÏÐÌÅ ÉÎ ÔÈÅ ÃÉÒÃÌÅ ÁÃÔ ÁÓ ÔÒÅes and 
must keep the bat and moth in the boundaries, without making any noise. Variations: Have only one 
moth. Blindfold the moth and give both the bat and moth a canister with pebbles in it to act as sound 
waves. Instead of yelling, shake the canisters to catch the moth. 
 
Bite the Bag 
Players sit in a circle with a brown paper bag in the center.  Individually, players approach the bag and 
without using their hands, pick up the bag with their teeth, without bending their knees.  After each turn, 
cut part of the bag off at the top.  Children try again at this height.  Continue process of cutting and biting 
until it becomes impossible. 

Blind Square  

In a safe environment  (large open carpeted room with no obstacles, or perhaps a flat grassy outdoor 
space) blindfold the entire group, and allow them to search as a group and find a nearby piece of rope 
(about 100 feet long).   After finding the rope, instruct the group that their goal, while still blindfolded, is 
to create a perfect square with the rope.  You might continue and remind the group that a square 
geometrically consists of a closed shape with four equal length sides, and four 90-degree 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 10-15 participaÎÔÓȢ  9ÏÕ ÃÁÎ ÃÈÏÏÓÅ ÔÏ ÉÎÖÉÔÅ ÏÎÅ ÐÅÒÓÏÎ ÔÏ ȬÏÂÓÅÒÖÅȭ ÔÈÅ ÇÒÏÕÐȟ ÂÕÔ ÎÏÔ 
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.  
 
Communication breakdowns, leadership abilities, directions, power issues and resource constraints all 
contribute to team member frustration and often make what appears to be a simple task infinitely more 
difficult.  If establishing realistic scheduling goals is appropriate for this project team, then ask them to 
ÅÓÔÉÍÁÔÅ Á ȬÔÉÍÅ ÔÉÌÌ ÃÏÍÐÌÅÔÉÏÎȭ ÆÏÒ ÃÒÅÁÔÉÎÇ ÔÈÉÓ ÒÏÐÅ ÓÑÕÁÒÅȢ  )Æ ÅÓÔÁÂÌÉÓÈÉÎÇ ÑÕÁÌÉÔÙ ÓÔÁÎÄÁÒÄÓȟ ÏÒ ×ÏÒË 
performance standards is realistic, then ask them to establish (while blindfolded), the performance 
criteria on how they will measure the outcome of this rope square project..   If team members are likely to 
encounter limitations in technology, wrong or misleading information, or confusion during their project 
work, consider tying one end of the rope permanently to a tree, fence, car or other non-moving 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 
ÇÒÏÕÐ ÈÁÓ ÒÅÁÃÈÅÄ ÔÈÅ ÅÎÄ ɉÎÏÔÉÃÅȟ ) ÄÉÄÎȭÔ ÓÁÙ ȬÃÏÍÐÌÅÔÅÄȭ ÔÈÅ ÁÃÔÉÖÉÔÙɊȟ ÈÅÒÅ ÁÒe a few ideas to discuss:   
Was the time estimate reasonable given the task?   What was most of the time spent doing?   What was 
ÔÈÅ ȬÂÒÅÁËÔÈÒÏÕÇÈȭ ÐÏÉÎÔ ÉÎ ÔÈÉÓ ÁÃÔÉÖÉÔÙȩ   7ÅÒÅ ÁÌÌ ÍÅÍÂÅÒÓ ÏÆ ÔÈÅ ÇÒÏÕÐ ÅÑÕÁÌÌÙ ÅÎÇÁÇÅÄ ÉÎ ÔÈÅ ÁÃÔÉÖÉÔÙȩ 
Did some members of ÔÈÅ ÇÒÏÕÐ ÈÁÖÅ ÍÏÒÅ ȬÐÏ×ÅÒȭ ÔÈÁÎ ÏÔÈÅÒÓȩ  )Æ ÔÈÅ ÇÒÏÕÐ ×ÁÓ ÁÓËÅÄ ÔÏ ÃÒÅÁÔÅ ÁÎÏÔÈÅÒ 
shape blindfolded, do you think you could be more efficient?  Quicker?  Accurate?  This stage of group 
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formation is called the Storming stage.   What types of team behaviors did you notice during this activity 
that tells you the group was storming?  What skills do you have now that you can use at camp when tasks 
become frustrating or difficult? 
 
Blob 
Set up playing boundaries and choose one player. Begin a normal game of tag. When a player is tagged, 
they ÁÒÅ ÎÏÔ ȰÉÔȟȱ ÔÈÅÙ ÂÅÃÏÍÅ ÐÁÒÔ ÏÆ ÔÈÅ Ȱ"ÌÏÂȟȱ ÁÎÄ ÊÏÉÎ ÈÁÎÄÓ ×ÉÔÈ ÔÈÅ ÆÉÒÓÔ ÐÌÁÙÅÒȢ .Ï× ÔÈÅ Ô×Ï ÏÆ ÔÈÅÍ 
must cooperate to chase down and tag other people, who become part of the Blob. Only the people at the 
ends are allowed to tag. The Blob must not break apart! 
Variations: AddOnTag: Start ×ÉÔÈ ÔÈÅ ÇÒÏÕÐ ÈÏÌÄÉÎÇ ÈÁÎÄÓ ×ÉÔÈ Á ÐÁÒÔÎÅÒȢ /ÎÅ ÐÁÉÒ ÉÓ ȬÉÔȭ ÁÎÄ ÔÒÉÅÓ ÔÏ ÔÁÇ 
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.  

Body Talk  

Show how you can use your body to say: 
 ρȢ  Ȱ)ȭÍ ÓÏÒÒÙȟ ) ÄÉÄÎȭÔ ÍÅÁÎ ÔÏ ÄÏ ÉÔȢȱ 
 ςȢ  Ȱ) ÄÉÄÎȭÔ ÄÏ ÉÔȦȱ 
 σȢ  Ȱ7ÈÁÔ ÄÉÄ ÙÏÕ ÓÁÙȩȱ 
 τȢ  Ȱ(ÏÏÒÁÙȦȱ 
 υȢ  Ȱ3ÈÁÍÅ ÏÎ ÙÏÕȦȱ 
 φȢ  Ȱ) ÄÏÎȭÔ ËÎÏ×Ȧȱ 
 χȢ  Ȱ#ÏÍÅ ÈÅÒÅȟ ÑÕÉÃËȦȱ 
 ψȢ  Ȱ'ÏÏÄ ÊÏÂȦȱ  
The Can Pass 
YouȭÌÌ ÎÅÅÄ Ôwo cans or buckets and something to put in the cans. Participants for a circle, sit on the 
ground or floor. Pass one can clockwise around the circle 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. The difficulty will come when the two cans meet along the circle. 

#ÁÔÃÈ ÔÈÅ $ÒÁÇÏÎȭÓ 4ÁÉÌ 

Have everyone line up, one behind the other. Now have everyone put their arms around the waist of the 
person in front of them. The last person in line (the tail) tucks the handkerchief in their pocket or belt. On 
your signal, the ÄÒÁÇÏÎȭÓ ÈÅÁÄ ɉÔÈÅ ÆÉÒÓÔ ÐÅÒÓÏÎ ÉÎ ÌÉÎÅɊ ÍÕÓÔ ÔÒÙ ÔÏ ÃÁÔÃÈ ÁÎÄ ÃÁÐÔÕÒÅ ÔÈÅ ÈÁÎÄËÅÒÃÈÉÅÆȢ )Æ 
you have 16 to 20 people, try making two dragons who are trying to catch each ÏÔÈÅÒȭÓ tails. Variations: 
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 
front of ÔÈÅÍȢ 4ÈÉÓ ÉÓ ÔÈÅ ÃÁÔÅÒÐÉÌÌÁÒˊ ÔÈÅÙ ÍÕÓÔ ÃÏÏÐÅÒÁÔÅ to perform tasks you assign them. Example: go 
up the hill, around the tree, then come back to me without breaking apart. Variations: Be creative in the 
tasks! 
 
Cheap Pass 
Equipment: 2 medium to large plastic (soft) balls Objective: 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 their partner) and lay on their 
back with the bottom of their feet touching the bottom of their partners feet. When laying down and 
touching feet, their feet and legs need to be in the air so ÐÁÒÔÎÅÒÓ ÃÁÎȭÔ ÂÅ ÔÏÏ ÆÁÒ ÁÐÁÒÔȢ /ÎÃÅ ÅÖÅÒÙÏÎÅ ÉÓ 
set, the facilitator starts one ball on once end and the group must pass the 
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ball to the other end and back without  the ball hitting the floor. If the ball touches the floor, the group 
starts over. Variations: For added challenge, start one ball on each end. The goal here is for both balls to 
reach the opposite end. The tricky part is when the 2 balls meet in the middle. 
Safety Notes: No major safety issues on this one. 
 
Copperhead 
YouȭÌÌ ÎÅÅÄ Á Ôhin strip of paper or cloth. Start with a snake in the middle. The snake has a thin strip of 
paper or cloth. The leader chooses a hunter who attempts to try and touch the back of the snakeȭs 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 snake for as long as 
possible. Variations: The Setup story could be that the person in the middle is the Sleeping Miser and the 
rest of the group are thieves. The miser sits with eyes closed in the middle. A treasure sits in front of the 
miser. The thieves attempt to sneak up on him and steal the treasure. If the miser hears one of the 
thievÅÓȟ ÈÅ ÃÁÎ ÐÏÉÎÔ ÉÎ ÔÈÅ ÔÈÉÅÆȭÓ ÄÉÒÅÃÔÉÏÎȢ )Æ ÔÈÅ ÍÉÓÅÒ ÉÓ right, the thief must return to the starting 
point.  
 
Corner Grocery Store  
The game leader initiates the activity by selecting a food item typically found in a grocery store. He/She 
ÔÈÅÎ ÉÎÉÔÉÁÔÅÓ ÔÈÅ ÇÁÍÅ ÂÙ ÓÁÙÉÎÇȟ Ȱ)Î ÔÈÅ ÃÏÒÎÅÒ ÇÒÏÃÅÒÙ ÓÔÏÒÅ ÔÈÅÒÅ ÉÓ ÓÏÍÅÔÈÉÎÇ ÇÒÅÅÎ ÉÎ Á ÊÁÒȢ 7ÈÁÔ ÉÓ 
ÉÔȩȱ !ÆÔÅÒ ÔÈÅ ÃÈÉÌÄÒÅÎ ÍÁËÅ Ô×Ï ÏÒ ÔÈÒÅÅ ÇÕÅÓÓÅÓȟ ÔÈÅ ÌÅÁÄÅÒ ÁÄÄÓ ÁÎÏÔÈÅÒ ÈÉÎÔȡ Ȱ)Ô ÔÁÓÔÅÓ ÓÏÕÒȢ 7ÈÁÔ ÉÓ ÉÔȩȱ 
This progression continues until the children determine what the object is (i.e., a sour pickle). 
 
#ÒÁÚÙ &ÏÁÍ (ÁÉÒ $ÏȭÓ 
Players sit in a chair while another player stands behind customer, squirts shaving cream on the 
ÃÕÓÔÏÍÅÒȭÓ ÈÅÁÄ ÁÎÄ ÃÒÅÁÔÅÓ Á ÃÒÁÚÙ ÈÁÉÒ ÄÏȢ  4ÁËÅ ÐÉÃÔÕÒes! 

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 positions, arms, 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 the cranes must run to the crows side of the area.  If the leader called "Go 
Cranes!", the object is for the cranes to tag the crows making them become cranes, and visa versa.  The 
game ends while the game is still exciting.  There is no looser. 

Detective  

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

 
Do What I Say, If What I 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 aÃÔÉÏÎȢ  %ØÁÍÐÌÅȡ Ȱ)Æ Ô×Ï ÐÌÕÓ ÔÈÒÅÅ ÁÒÅ ÆÉÖÅȟ ÃÌÁÐ ÙÏÕÒ ÈÁÎÄÓ Ô×ÉÃÅȱ ɉÔÈÅ ÃÈÉÌÄÒÅÎ 
×ÏÕÌÄ ÃÌÁÐ ÔÈÅÉÒ ÈÁÎÄÓ Ô×ÉÃÅɊȢ Ȱ)Æ Á ÃÈÉÃËÅÎ ÉÓ Á ÍÁÍÍÁÌȟ ÒÁÉÓÅ ÙÏÕÒ ÒÉÇÈÔ ÈÁÎÄȱ ɉÔÈÅ ÃÈÉÌÄÒÅÎ ×ÏÕÌÄ ÎÏÔ 
raise their hands). 
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Elbow Tag 
Stand in pairs hooked at the elbows, and spread out randomly in an open space. Two people start out, one 
chasing the other. When either the chaser or chasee becomes tired he may hook onto one of the pairs of 
people. At this point, the person on the other end (the third person) must detach and assume the role of 
the person who just hooked on (whether chaser or chasee). When the person being chased is tagged the 
roles are reversed and chasee becomes chaser. A good adaptation to this game is to have the chasee 
mimic any movement (no matter how silly) the chaser makes!! 
 
Evolution/Morph  
This is a fun game that can be played with an unlimited number of players.  Everyone begins their life in 
this game as an egg.  They roam around the room with their arms raised above their heads in an egg-
shaped loop to signify that they are an egg.  They find someone to play ROCK, PAPER, SCISSORS with.  
Almost everyone knows how to play this game, but a quick review and 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 under their 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 dinosaurs, signified by holding their tiny T-Rex arms out in front of them, making 
dinosaur sounds and walking around the room like a dinosaur.  Any loosing chickens devolve back into 
ÅÇÇÓȢ  -ÏÒÅ ÒÏÁÍÉÎÇ ÁÎÄ ÁÎÏÔÈÅÒ ÒÏÕÎÄ ÏÆ 2/#+ȟ 0!0%2ȟ 3#)33/23ȣÔÈÉÓ ÔÉÍÅ ×ÉÎÎÉÎÇ ÄÉÎÏÓÁÕÒÓ ÅÖÏÌÖÅ 
into superheros (arm out and flying around the room like superman).  Once someone evolves into a 
superhero, they cannot devolve ɀ 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 around three times and let her try to swat the shaving cream dollop with the 
fly swatter.  

Get the Point  

Everyone stands in a circle and holds out their left hand, palm up. Then they put the index finger of their 
right  hand in the palm of the person to their right. On a signal, they try to catcÈ ÔÈÁÔ ÐÅÒÓÏÎȭÓ ÆÉÎÇÅÒ 
without getting their finger  caught. 
 
Geiger Counter 
Choose one child to be "It".  The rest are the Geiger Counter.  It must leave the room.  Then select any 
object to be radioactive.  Hide the object anywhere in the activity area.  When It is instructed to return to 
the room, the children who make up the Geiger Counter begin making a ticking sound.  The closer It is to 
the radioactive object the louder and more often the Geiger Counter should tick.  This continues until the 
object is found. 
 
Ghosts in the Graveyard  
This is a great game for unwinding and resting.   All players lay on the floor in any position they choose.  
%ÎÓÕÒÅ ÅÎÏÕÇÈ ÓÐÁÃÅ ÓÏ ÔÈÅÙ ÄÏÎȭÔ ÔÏÕÃÈ ÅÁÃÈ ÏÔÈÅÒȢ  'ÉÖÅ ÅÖÅÒÙÏÎÅ ÔÉÍÅ ÔÏ ÇÅÔ ÃÏÍÆÏÒÔÁÂÌÅ.  When they 
are ready, give a count to three.  After the count, they must stay still and silent.  If the chosen crypt-keeper 
catches any movement, the player moving becomes the next crypt-keeper. 
 
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 is made the teams return to face one another and they all yell out which creature they 
are and they must also display the sign for the character they choose. Giants are arms straight out above 
the head and standing on tip toes, wizards are arms straight out in front of the body in a swaying motion 
and one foot in front of the other leg stance, and elves are hands on the 
head making ears with two fingers and squatting down. The team displaying the dominant sign chases 
the members of the other team and tries to tag them before they reach their predetermined back line 
boundary and are safe. If a person is tagged, they become part of the other team. 
 
Happy Handful Relay  
Form two teams of 10 players each.  Collect 10 items, 2 of each items.  Make items as novel as possible.  
Some ideas are: balls, orange cones, books, dice, hats, toys, etc.  Stack one of each item into two stacks on 
Ô×Ï ÃÈÁÉÒÓ ÏÎ ÏÎÅ ÓÉÄÅ ÏÆ ÔÈÅ ÒÏÏÍȢ  ,ÉÎÅ ÔÅÁÍÓ ÕÐ ȰÒÅÌÁÙ ÓÔÙÌÅȱ ÏÎ ÔÈÅ ÏÔÈÅÒ ÓÉÄÅ ÏÆ ÔÈÅ ÒÏÏÍȢ  /Î Ȱ'/ȱ 
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 back to the next person in line.  This continues as each person must carry an additional 
item.  If a player drops an item(s), he must place the item(s) back on the chair.  Game continues until all 
items are carried back to the team by one person. 
 
Hinky -Pinky  
 
What is a HINK PINK (rhyming one-syllable words) for a chubby kitty?   
 ANSWER:  A fat cat! 
What is a HINKY PINKY (rhyming two-syllable words) for someone who bangs nails? 
 ANSWER:  A hammer slammer! 
 
ρȢ  7ÈÁÔȭÓ Á ÈÉÎË ÐÉÎË ÆÏÒ ÔÈÅ ÌÉÄ ÏÎ Á ÓÏÄÁ ÂÏÔÔÌÅȩ 
2.  An imitation small horse - a hinky pinky. 
3.  What stinging insects kneel with - a hink pink. 
τȢ  7ÈÁÔȭÓ Á ÈÉÎË ÐÉÎË ÆÏÒ Á ÃÏÃÏÁ ÃÏÌÏÒÅÄ ÅÖÅÎÉÎÇ ÄÒÅÓÓȩ 
5.  Jam made for rubbing on stomachs - a hinky pinky. 
6.  A hink pink for trousers of little insects that like picnics. 
7.  A home for small rodents - a hink pink. 
 
Answers: 1. a pop top    2. a phony pony    3. bees knees   4. a brown gown    5. belly jelly     
6. ants pants    7. a mouse houseȣNow make up some of your own!    
 

Ȱ)ȭÌÌ 'ÉÖÅ 9ÏÕ 4ÈÅ !ÎÓ×ÅÒȟ 9ÏÕ 'ÉÖÅ -Å 4ÈÅ 1ÕÅÓÔÉÏÎȱ 

0ÌÁÙÅÄ ÌÉËÅ ÔÈÅ ÇÁÍÅ ÓÈÏ× Ȱ*ÅÏÐÁÒÄÙȢȱ 4ÈÅ ÇÁÍÅ ÌÅÁÄÅÒ ÇÉÖÅÓ ÁÎ ÁÎÓ×ÅÒ ÔÏ Á ÑÕÅÓÔÉÏÎȢ 4ÈÅ ÐÌÁÙÅÒÓ 
ÄÅÔÅÒÍÉÎÅ ÐÏÓÓÉÂÌÅ ÁÐÐÒÏÐÒÉÁÔÅ ÑÕÅÓÔÉÏÎÓ ×ÈÉÃÈ ÍÉÇÈÔ ÅÌÉÃÉÔ ÔÈÅ ÒÅÓÐÏÎÓÅȢ %ØÁÍÐÌÅÓȡ Ȱ)Î Á ÍÉÎÕÔÅȦȱ  Ȱ) 
ÄÏÎȭÔ ÔÈÉÎË ÓÏȢȱ  Ȱ9ÅÓȦȱ  Ȱ)Î ÔÈÅ ÔÒÁÓÈ ÃÁÎȢȱ  

In or Out  

The game leader (teacher) thinks of a specific category related to a topic the students are studying.  For 
ÅØÁÍÐÌÅȟ ÉÆ ÔÈÅ ÓÔÕÄÅÎÔÓ ÁÒÅ ÌÅÁÒÎÉÎÇ ÁÂÏÕÔ ÁÎÉÍÁÌÓȟ ÔÈÅ ÃÁÔÅÇÏÒÙ ÍÉÇÈÔ ÂÅ ȰÁÎÉÍÁÌÓ ×ÉÔÈ ÆÏÕÒ ÌÅÇÓȱ ÏÒ 
ȰÒÅÐÔÉÌÅÓȱ ÏÒ ȰÁÎÉÍÁÌÓ ÔÈÁÔ ÌÉÖÅ ÉÎ ×ÁÔÅÒȢȱ  )Æ ÔÈÅ ÃÌÁÓÓ ÉÓ ÓÔÕÄÙÉÎÇ ÁÂÏÕÔ ÔÈÅ States, the category might be 
ȰÓÔÁÔÅÓ ×ÅÓÔ ÏÆ ÔÈÅ -ÉÓÓÉÓÓÉÐÐÉ 2ÉÖÅÒȱ ÏÒ ȰÓÔÁÔÅÓ ×ÉÔÈ ÎÁÍÅÓ ÔÈÁÔ ÓÔÁÒÔ ×ÉÔÈ Á ÖÏ×ÅÌȟȱ ÅÔÃȢ 4ÈÅ ÔÅÁÃÈÅÒ ÔÈÅÎ 
puts the following format on the board:  
 

IN                 OUT 
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Object of the game is for the children to guess the category the teacher has in mind.  
  
The teacher calls on a student to name an animal (if that is the topic being used) and writes the name in 
ÔÈÅ Ȱ)Îȱ ÃÏÌÕÍÎ ÉÆ ÉÔ ÆÉÔÓ ÉÎ ÔÈÅ ÐÒÏÐÅÒ ÃÁÔÅÇÏÒÙȠ ÉÆ ÔÈÅ ÁÎÉÍÁÌ ÉÓ ÎÏÔ ÉÎ ÔÈÅ ÃÁÔÅÇÏÒÙȟ ÔÈÅ ÔÅÁÃÈÅÒ ×ÒÉÔÅÓ ÔÈÅ 
ÎÁÍÅ ÉÎ ÔÈÅ Ȱ/ÕÔȱ ÃÏÌÕÍÎȢ  !ÆÔÅÒ ÁÔ ÌÅÁÓÔ ÏÎÅ ×ÏÒÄ ÉÓ ÌÉÓÔÅÄ ÉÎ ÅÁÃÈ ÃÏÌÕÍÎȟ ÔÈÅ ÓÔÕÄÅÎÔÓ ÃÁÎ ÔÁËÅ ÏÎÅ 
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.  After each animal listed, the students have one more guess what 
the category is.  If the class can determine the category before ten words are listed, they are the 
Ȱ×ÉÎÎÅÒÓȢȱ  )Æ ÔÅÎ ÎÁÍÅÓ ÁÒÅ ÌÉÓÔÅÄ ÂÅÆÏÒÅ ÔÈÅ ÓÔÕÄÅÎÔÓ ÃÁÎ ÇÕÅÓÓ ÔÈÅ ÃÁÔÅÇÏÒÙȟ ÔÈÅ ÔÅÁÃÈÅÒ ÉÓ ÔÈÅ Ȱ×ÉÎÎÅÒȢȱ 
 
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 playland-ÔÙÐÅ ÂÁÌÌÓȢ  /Î Ȱ'/ȟȱ ÐÌÁÙÅÒÓ ÔÒÙ ÔÏ ÔÏÓÓ ÂÁÌÌÓ ÉÎÔÏ ÔÈÅ ÏÔÈÅÒ ÔÅÁÍȭÓ ÇÏÁÌÓȢ  0ÌÁÙÅÒÓ ÍÁÙ 
defend their goals with their hands, but cannot stand in front of goals.  After a time, count the balls in the 
goals to determine who won. 

Look Up, Look Down 

4ÈÅ ÔÅÁÍ ÓÔÁÎÄÓ ÉÎ Á ÃÉÒÃÌÅȢ  %ÖÅÒÙÏÎÅ ÌÏÏËÓ ÄÏ×ÎȢ  /Î Ȱ'/ȟȱ ÅÖÅÒÙÏÎÅ ÌÏÏËÓ ÕÐ ÁÎÄ ÓÔÁÒÅÓ ÁÔ ÁÎÏÔÈÅÒ 
person in the team.  If that person is staring back at them, both people stick out their tongues or make 
another silly face at each other. 
 
Marbled Paper  
Fill a shallow pan or container with liquid starch.  Fill another container with water.  Using acrylic paint, 
squeeze a few drops of different colors into the starch.  With a craft stick, swirl the paint a little bit to 
make a marble-like design.  Lay a piece of construction paper on top, soaking up the paint.  Immediately 
lift up the paper and rinse it off in the water.  Let dry.  If not rinsed thoroughly, paper will curl when 
drying. 
 
Marionette (a pantomiming activity)  
#ÈÉÌÄÒÅÎ ÐÅÒÆÏÒÍ ÔÈÅ ÁÃÔÉÏÎÓ ÁÓ ÔÈÅ ȰÍÁÒÉÏÎÅÔÔÅ ÏÐÅÒÁÔÏÒȱ ÒÅÁÄÓ ÔÈÅ ÓÃÅÎÁÒÉÏȢ  Ȱ,ÅÔͻÓ ÐÒÅÔÅÎÄ ÔÈÁÔ ×Å ÁÒÅ 
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 up and down. Now the 
puppet master is swinging the whole puppet from side to side, slowly, back and  forth. And now the 
puppet master is s-l-o-w-l-Ù  ÌÅÔÔÉÎÇ ÁÌÌ ÔÈÅ ÓÔÒÉÎÇÓ ÇÏ ÌÏÏÓÅȦȱ 
 
 

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 chain), or 
unlinked, without touching them. 

 
Mr & Mrs Wright  
Give every player something they may keep ɀ a 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 items to the right.  
When they hear the word left, they pass the items to the left.  Pause slightly after you say a word that 
requires passing.  At the end, everyone keeps what he or she has.   
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Mr. and Mrs WRIGHT live on the LEFT side of RIGHTway Street.  The 72)'(4ȭ3 ÈÏÕÓÅ ÉÓ ÇÒÅÅÎ ×ÉÔÈ 
white trim (the work white may cause confusion and laughter).  They have lived there a long time, ever 
ÓÉÎÃÅ ÔÈÅÙ ,%&4 .Å× /ÒÌÅÁÎÓȟ ×ÈÉÃÈ ÔÈÅÙ ,%&4 ÔÏ ÇÅÔ Á ÊÏÂ ×ÏÒËÉÎÇ ÁÔ 7ÉÌÌÉÁÍ 72)'(4ȭ3 7ÉÄÇÅÔ ÓÔÏÒÅȢ  
One day, Mr. WRIGHT asked Mrs. WRIGHT if they had any coffee LEFT. 
 
Ȱ.Ïȟȱ ÓÁÉÄ -ÒÓȢ 72)'(4Ȣ  Ȱ7Å ÈÁÖÅ ÎÏ ÃÏÆÆÅÅ ,%&4 ÁÔ ÁÌÌȢ  !ÎÄ )ȭÍ ÔÏÏ ÂÕÓÙ 72)4).' ÔÈÉÓ ÌÅÔÔÅÒ ÔÏ ÔÈÅ 
,%&453 ÓÉÓÔÅÒÓ ×ÈÏ ,%&4 7ÈÉÔÅ 0ÌÁÉÎÓ ÔÏ ÇÅÔ ÓÏÍÅ ÒÉÇÈÔ ÎÏ×Ȣȱ 
 
So Mr. WRIGHT said he would do to the store RIGHT away, and he LEFT the house.  He LEFT at four 
ÏȭÃÌÏÃË ÔÏ ÇÏ 2)'(4 ÔÏ ÔÈÅ ÓÔÏÒÅ ÔÈÁÔ ÓÏÌÄ ÃÏÆÆÅÅȢ  (Å ×ÁÌËÅÄ ÄÏ×Î ÔÈÅ ÓÔÒÅÅÔ ÏÎÅ ÂÌÏÃË ÁÎÄ ÔÕÒÎÅÄ ÔÏ ÔÈÅ 
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. 
 
Ȱ2)'(4 ÏÖÅÒ ÔÈÅÒÅ ÏÎ ÔÈÅ ,%&4ȟȱ ÓÁÉÄ ÔÈÅ ÃÌÅÒËȢ 
 
Mr. WRIGHT looked at all the different kinds of coffee. 
Ȱ(ÍÍÍȟȱ ÈÅ ÓÁÉÄ ÔÏ ÈÉÍÓÅÌÆȢ  Ȱ) ×ÏÎÄÅÒ ×ÈÉÃÈ ÉÓ ÔÈÅ 2)'(4 ÃÏÆÆÅÅ ÔÈÁÔ -ÒÓȢ 72)'(4 7),, 7!.4Ȣȱ  (Å 
looked to the RIGHT and he looked to the LEFT.  He saw many, many kinds of coffee.  One coffee was 
ÃÁÌÌÅÄ Ȱ"ÒÅ× 2)'(4ȱ ÁÎÄ ÈÅ ÄÅÃÉÄÅÄ ÔÏ ÂÕÙ ÔÈÁÔȢ  (Å ÓÁ× ÔÈÁÔ ÔÈÅÒÅ ×ÅÒÅ ÏÎÌÙ Ô×Ï ÃÁÎÓ ,%&4ȟ ÓÏ ÈÅ took 
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 buy both cans of coffee.  He took one can RIGHT back and put it 
back on the shelf on the LEFT side, which was RIGHT where he got it.  Then he paid for his one can that he 
had LEFT, and he LEFT the store.  He walked home, turning to the LEFT, then the RIGHT, then LEFT again. 
 
Ȱ(ÅÌÌÏȟ -ÒÓȢ 72)'(4ȟȱ ÈÅ ÓÁÉÄ ×ÈÅÎ ÈÅ ÇÏÔ ÈÏÍÅȢ  Ȱ) ÊÕÓÔ ÂÏÕÇÈÔ ÏÎÅ ÃÁÎ ÏÆ "ÒÅ× 2)'(4 ÃÏÆÆÅÅ ÁÎÄ ÃÁÍÅ 
2)'(4 ÂÁÃË ÆÒÏÍ ÔÈÅ ÓÔÏÒÅ ÂÅÃÁÕÓÅ ) ÄÉÄÎȭÔ ÈÁÖÅ ÅÎÏÕÇÈ ÍÏÎÅÙ ,%&4 ÔÏ ÂÕÙ ÁÎÙÔÈÉÎÇ ÅÌÓÅȢ  .Ï×ȟ ) ÈÁÖÅ 
ÁÂÓÏÌÕÔÅÌÙ ÎÏ ÍÏÎÅÙ ,%&4Ȣȱ 
 
Ȱ)Ó ÔÈÁÔ 2)'(4ȩȱ ÓÁÉÄ -ÒÓȢ 72)'(4Ȣ  Ȱ7ÅÌÌȟ ÙÏÕ ÄÉÄ ÔÈÅ 2)'(4 ÔÈÉÎÇȢ  )ȭÌÌ 72)4% Á ÎÏÔÅ ÔÈÁÔ ×Å ÎÅÅÄ ÔÏ ÇÏ 
ÔÏ ÔÈÅ ÂÁÎË 2)'(4 Á×ÁÙ ÁÎÄ ÇÅÔ ÍÏÒÅ ÍÏÎÅÙ ÓÉÎÃÅ ÙÏÕ ÈÁÖÅ ÎÏÎÅ ,%&4Ȣȱ 
 
Ȱ3ÉÔ 2)'(4 ÄÏ×Îȟ ÁÎÄ ) ×ÉÌÌ ÍÁËÅ ÕÓ Á ÃÕÐ ÏÆ "ÒÅ× 2)'(4 ÃÏÆÆÅÅȢȱ  !ÎÄ ÓÈÅ ÄÉÄȢ 
 
Musical Costumes 
Collect a variety of costume parts (from dramatic play dress-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 again and 
continue until all items in bag are gone.  Silly and fun. 
 
Nervous Breakdown  
0ÌÁÙÅÒÓ ÓÔÁÎÄ ÉÎ Á ÃÉÒÃÌÅ ×ÉÔÈ ÔÈÅÉÒ ÈÁÎÄÓ ÂÅÈÉÎÄ ÔÈÅÉÒ ÂÁÃËÓȢ  /ÎÅ ÐÅÒÓÏÎ ɉÓÔÁÒÔÉÎÇ ×ÉÔÈ ÔÈÅ ÁÄÕÌÔɊ ÉÓ Ȱ)4ȟȱ 
and stands in the middle with an easily catchable ball.  IT tosses the ball (underhand) to individuals in the 
circle.  If the person catching the ball misses it, he must sit down (remaining in the circle).  It may also 
ȰÆÁËÅ ÏÕÔȱ ÁÎ ÉÎÄÉÖÉÄÕÁÌ ÂÙ ÐÒÅÔÅÎÄÉÎÇ ÔÏ ÔÏÓÓ ÔÈÅ ÂÁÌÌȢ  )Æ ÔÈÅ ÐÅÒÓÏÎ ÃÁÔÃÈÉÎÇ ÔÈÅ ÂÁÌÌ ÍÏÖÅÓ ÈÉÓ ÈÁÎÄs 
from behind his back to catch the balÌ ÔÈÁÔ ×ÁÓÎȭÔ ÔÈÒÏ×Îȟ ÈÅ ÍÕÓÔ ÁÌÓÏ ÓÉÔ ÄÏ×ÎȢ  !ÎÙÏÎÅ ×ÈÏ ÃÁÔÃÈÅÓ ÔÈÅ 
ball or the last person standing gets to be IT for the next game. 
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Not Knot s 

! ȰÄÏÏÄÌÅȱ ÉÓ ÃÏÎÓÔÒÕÃÔÅÄ ɉÓÅÅ ÅØÁÍÐÌÅÓɊ ÁÎÄ ÔÈÅ ÇÒÏÕÐ ÉÓ ÇÉÖÅÎ ÔÈÅ ÃÈÏÉÃÅ ÏÆ 
whether this doodle will create a KNOT or NOT A KNOT, when the ends of the 
webbing are pulled. 
 
Numbered Chairs  
Line up as many chairs as there are players, in a row one chair facing the back of another.  Tape a number 
on the back of each chair, starting with number 2.  When players are all seated, the child in the first chair 
yells out a number between 2 and the number of players.  The person 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 space about 20 yards apart.  
The lines are the land and the area in between is the ocean. The rest of the players stand on one 
shoreline.  When the Octopus calls "Octopus" swimmers swim across the ocean trying not to be caught by 
the octopus.  Swimmers that are tagged must become part of the octopus on the next round.  The last 
swimmer to be caught is the next octopus. 
 
Poop Deck 
Clearly mark off three sections of the activity area with chalk or tape boundaries.  Label one area the 
Poop Deck, one the Quarter Deck and the other the Main Deck.  Choose someone to be "It"  Have the rest 
of the children go onto the Poop Deck.  When It calls out the name of one of the decks (even the name of 
the deck that they are already standing in) the rest of the children must run to that deck.  When It catches 
children running into a deck that he didn't call or running out of a deck that he did call, they are out.  The 
game is over when all but one child is eliminated. 
 
Pop Stop 
All players tie a blown up balloon to their ankle with string.  The balloon should be 3-4 inches away from 
their ankle ɀ long enough for the balloon to touch the ground and not hang in the air.  All children should 
ÓÉÔ ÏÎ ÔÈÅ ÆÌÏÏÒ ÕÎÔÉÌ ÅÖÅÒÙÏÎÅ ÈÁÓ ÔÈÅÉÒ ÂÁÌÌÏÏÎ ÒÅÁÄÙȢ  /Î Ȱ'/ȟȱ ÅÖÅÒÙÏÎÅ ÓÔÁÎÄÓ ÕÐ ÁÎÄ ÁÔÔÅÍÐts to 
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 of activities for them to perform in 
sequence. &ÏÒ ÅØÁÍÐÌÅȡ 3ÈÁËÅ ÈÁÎÄÓ ×ÉÔÈ ÓÏÍÅÏÎÅ ÏÎ ÔÈÅ ÏÔÈÅÒ ÓÉÄÅ ÏÆ ÔÈÅ ÃÉÒÃÌÅˊ ÓÐÉÎ ÁÒÏÕÎÄ Ô×ÉÃÅˊ 
shake hands with someone on ÔÈÅ ÏÔÈÅÒ ÓÉÄÅ ÏÆ ÃÉÒÃÌÅȟ ÓÐÉÎ ÁÒÏÕÎÄ Ô×ÉÃÅȟ ×ÈÉÓÔÌÅ Ȱ2Ï×ȟ ÒÏ×ȟ ÒÏ×ȟ ÙÏÕ 
ÂÏÁÔȱȢ 2ÅÐÅÁÔ ÔÈÏÓÅ σ Ôhen add another, and another, etc.  
 
Rhythm Hunter  
Instruct the group to form a circle, allowing plenty of space for each person to move around.  Select a 
ÖÏÌÕÎÔÅÅÒ ÔÏ ÂÅ ÔÈÅ ȰÒÈÙÔÈÍ ÈÕÎÔÅÒȢȱ  !ÓË ÔÈÁÔ ÐÅÒÓÏÎ ÔÏ ÍÏÖÅ ÔÏ ÔÈÅ ÍÉÄÄÌÅ ÏÆ ÔÈÅ ÃÉÒÃÌÅȟ ÃÌÏÓÅ ÔÈÅÉÒ ÅÙÅÓ 
ÁÎÄ ÃÏÖÅÒ ÔÈÅÉÒ ÅÁÒÓȢ  3ÅÌÅÃÔ Á ȰÒÈÙÔÈÍ ÌÅÁÄÅÒȱ ÁÎÄ ÈÁÖÅ ÈÉÍ ÏÒ ÈÅÒ ÅÓÔÁÂÌÉÓÈ Á ÒÈÙÔÈÍȢ 4ÈÅ ÒÅÓÔ ÏÆ ÔÈÅ 
group ÉÍÍÅÄÉÁÔÅÌÙ ÆÏÌÌÏ×ÓȢ  (ÁÖÅ ÔÈÅ ȰÒÈÙÔÈÍ ÈÕÎÔÅÒȱ ÕÎÃÏÖÅÒ ÈÉÓ ÏÒ ÈÅÒ ÅÁÒÓ ÁÎÄ ÏÐÅÎ ÈÉÓ ÏÒ ÈÅÒ ÅÙÅÓȢ  
4ÈÅ ÈÕÎÔÅÒȭÓ ÊÏÂ ÉÓ ÔÏ ÃÁÒÅÆÕÌÌÙ ×ÁÔÃÈ ÔÈÅ ÇÒÏÕÐ ÁÎÄ ÆÉÇÕÒÅ ÏÕÔ ×ÈÏ ÔÈÅ ÌÅÁÄÅÒ ÉÓȢ 4ÈÅ ÌÅÁÄÅÒ ÁÔÔÅÍÐÔÓ ÔÏ 
change the rhythm as many times as he or she can, without being detected by the rhythm hunter.  The 
hunter has three chances to correctly identify 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 boundarÙ ÁÒÅÁȢ  /Î Ȱ'/ȱ ÈÁÖÅ ÔÈÅÍ ÔÉÅ ÏÎÅ ÅÎÄ ÔÏ Á 
ÓÔÁÂÌÅ ÏÂÊÅÃÔ ÉÎ ÔÈÅ ÒÏÏÍȢ  4ÈÅÙ Ȱ×ÅÁÖÅȱ ÉÎ ÁÎÄ ÏÕÔ ÏÆ ÅÁÃÈ ÏÔÈÅÒ ÔÈÒÏÕÇÈÏÕÔ ÔÈÅ ÒÏÏÍȟ ÃÒÅÁÔÉÎÇ Á ÓÐÉÄÅÒ 
web effect. 
 
Sell-Out 
This is a dodge ball type game without teams.  Use a medium sized foam, low density, low bounce (SAFE) 
ball.  The game 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 thrower sits down.  If the ball is caught, the 
ÔÈÒÏ×ÅÒ ÍÕÓÔ ÓÉÔ ÄÏ×ÎȢ  3ÉÔÔÉÎÇ ÐÅÏÐÌÅ ÍÁÙ ÓÔÁÎÄ ÂÁÃË ÕÐ ×ÈÅÎÅÖÅÒ ÔÈÅ ÐÌÁÙÅÒ ×ÈÏ ȰÇÏÔ ÔÈÅÍ ÏÕÔȱ ÓÉÔÓ 
down.  Sitting people may pass the ball to standing people, but may not move from where they are seated. 

Shape Up! 

Using a Raccoon Circle, with all member of the group holding on, form the following letters, numbers and 
shapes as quickly as possible. A, B, C ... 1, 2,  3 
 
 
Shooters Delight  
Procedure: 2 or 3 people stand back to back to each other while the rest of the group stands around them 
ÉÎ Á ςπȭσπȭ diameter circle. Each person in the outer circle has 12 objects. 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 as it may sound. See who is able to catch the most objects. 
Because it is actually very hard and the fun is in the relative failure to catch many ɀ down play success 
and competition. 
 
Sing Down 
Teams are created of anywhere from three to ten in a group.  The leader will give the groups a word (i.e. 
love, boy, dance, etc.), and give the teams one minute to think of as many songs as they can with that 
word in it.  Once the minute has passed, one tam begins by singing a part of a song with that word in it.  
All team members must sing it.  The other team then responds.  NO SONGS MAY BE REPEATED.  The 
group who has the most songs, wins.  The process then can be repeated with another word.  
 
Simon Says (With Visual Miscue)  
0ÌÁÙÅÄ ÌÉËÅ 3ÉÍÏÎ 3ÁÙÓȟ ÂÕÔ ÔÈÅ ÇÁÍÅ ÌÅÁÄÅÒ ÇÉÖÅÓ Á ÖÉÓÕÁÌ ÍÉÓÃÕÅȢ %ØÁÍÐÌÅȡ 4ÈÅ ÇÁÍÅ ÌÅÁÄÅÒ ÓÁÙÓȟ Ȱ3ÉÍÏÎ 
3ÁÙÓ ÐÏÉÎÔ ÔÏ ÙÏÕÒ ÅÁÒȱ ×ÈÉÌÅ ÐÏÉÎÔÉÎÇ ÔÏ ÈÉÓȾÈÅÒ ÎÏÓÅȢ 4ÈÉÓ ÇÁÍÅ ÈÅÌÐÓ ÔÈÅ ÃÈÉÌÄÒÅÎ ÌÅÁÒÎ ÔÏ ÆÏÃÕÓ ÏÎ ÔÈÅ 
spoken word rather than being overly influenced by visual stimuli. 
 
Skitzbombmania  
Each players has a page (or part of a page) of a Paint with Water activity sheet taped to their back.  Each 
ÐÌÁÙÅÒ ÈÁÓ Á ÓÑÕÉÒÔ ÂÏÔÔÌÅȢ  /Î Ȱ'/ȟȱ ÅÁÃÈ ÃÈÉÌÄ ÔÒÉÅÓ ÔÏ ÓÑÕÉÒÔ ÔÈÅ ÐÉÃÔÕÒÅ ÏÆ ÔÈÅ ÏÔher children while 
protecting their own page.  Once the page is fully covered, the player is out.  Variation: this game can also 
be played with Alka Seltzer tablets worn on a string around their necks.  When the effervescent tablet 
dissolves and falls off the string the player is out. 

Speed Rabbit 

Get in a circle choose an IT in the middle.  That person goes to a person in the circle and says either 
rabbit, model, or elephant.  If rabbit is said, the person that it is said to puts up rabbit ears on his/her 
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head and the people on either side thumps one of their feet.  If model is said, the person that it is said to 
strikes a pose, while the people on either side takes imaginary photographs.  If elephant is said, the 
person it is said to raises his/her arm-trunk and trumpets, while the people on either side make big 
elephant ears with their arms.  If the person in the middle or the people on either side mess up ɀ that 
person is the next IT.  Variations: Moose ɀ ÍÉÄÄÌÅ ÍÁËÅÓ Á ÎÏÓÅ ÁÎÄ ÓÉÄÅÓ ÍÁËÅ ÁÎÔÌÅÒÓˊ Shark ɀ middle 
ÍÁËÅÓ ÊÁ×Ó ÁÎÄ ÓÉÄÅÓ ÓÈÏ× ÆÅÁÒˊ Flight attendant ɀ middle puts on oxygen mask anÄ ÓÉÄÅÓ ÐÏÉÎÔ ÔÏ ÅØÉÔÓˊ 
Ostrich ɀ ÓÉÄÅÓ ÈÏÌÄ ÈÁÎÄÓ ÔÏ ÍÁËÅ ÓÁÎÄ ÁÎÄ ÍÉÄÄÌÅ ÐÕÔÓ ÈÅÁÄ ÉÎ ÓÁÎÄˊ Cow ɀ middle holds hands with 
ÔÈÕÍÂÓ ÐÏÉÎÔÉÎÇ ÄÏ×Î ÁÎÄ ÓÉÄÅÓ ÐÕÌÌ ÔÈÕÍÂÓ ÔÏ ȬÍÉÌËȭ ÔÈÅ ÃÏ×ˊ Jello ɀ sides hold hands around middle 
person and middle shakes saying 7ÏÂÂÌÅȟ ×ÏÂÂÌÅȟ ×ÏÂÂÌÅˊ Roller Coaster ɀ middle holds face back with 
hands (as if in heavy Gforces) and sides make roller coaster motions ×ÉÔÈ ÈÁÎÄÓˊ Palm Tree ɀ 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 stand-up 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 secretly.  Everyone closes their eyes 
ÁÎÄ ÓÔÒÉËÅÓ Á ÐÏÓÅȢ  /Î Ȱ'/ȟȱ ÅÖÅÒÙÏÎÅ ÏÐÅÎÓ ÔÈÅÉÒ ÅÙÅÓ ÁÎÄ ÂÅÇÉÎÓ ÔÏ ÍÉÍÉÃ ÔÈÅ ÐÅÒÓÏÎ ÔÈÅÙ ÃÈÏÓÅȢ  
Watch as the whole team morphs into the same pose. 

Texas Bigfoot  

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

4ÈÅÉÒ !ÉÎȭÔ .Ï &ÌÉÅÓ /Î -ÅȦ 

This activity requires a single straight line.  With half of the group on one side of the line and standing 
about 6 feet (2 meters) behind the line, and the other half of the team on the other side, the scene is set 
ÆÏÒ Á ÍÏÍÅÎÔ ÏÆ ÃÏÎÆÌÉÃÔ ɉÏÆ ȰÕÓȱ ÖÓȢ ȰÔÈÅÍȱɊȢ  -ÁËÅ ÎÏ ÍÉÓÔÁËÅȟ ÔÈÉÓ ÁÃÔÉÖÉÔÙ ÉÓ Á ÂÉÔ ÈÉÇÈÅÒ ÌÅÖÅÌ ÔÈÁÎ ÍÏÓÔȟ 
but it is excellent for setting the stage to talk about conflict, negotiation and win/win, win/lose, and 
lose/lose scenarios. 
"ÅÇÉÎ ÂÙ ÈÁÖÉÎÇ ÏÎÅ ÓÉÄÅ ÓÁÙȟ Ȱ4ÈÅÒÅ ÁÉÎȭÔ ÎÏ ÆÌÉÅÓ ÏÎ ÍÅȟ ÔÈÅÒÅ ÁÉÎȭÔ ÎÏ ÆÌÉÅÓ ÏÎ ÍÅȟ ÔÈÅÒÅ ÍÉÇÈÔ ÂÅ ÆÌÉÅÓ ÏÎ 
ÙÏÕ ɉÐÏÉÎÔ ÔÏ ÆÏÌËÓ ÏÎ ÔÈÅ ÏÔÈÅÒ ÓÉÄÅɊȟ ÂÕÔ ÔÈÅÒÅ ÁÉÎȭÔ ÎÏ ÆÌÉÅÓ ÏÎ ÍÅȦȱȟ ÁÎÄ ÔÈÅÎ ÂÏÌÄÌÙ ÔÁËÉÎÇ Á ÓÔÅÐ 
ÔÏ×ÁÒÄÓ ÔÈÅ ÌÉÎÅ ɉ×ÉÔÈ ÊÕÓÔ ÔÈÅ ÒÉÇÈÔ ÁÍÏÕÎÔ ÏÆ ÁÔÔÉÔÕÄÅɊȢ   4ÈÅ ÏÔÈÅÒ ÓÉÄÅ ÎÏ× ÒÅÐÌÉÅÓȟ ȰÔÈÅÒÅ ÁÉÎȭÔ ÎÏ ÆÌÉÅÓ 
ÏÎ ÍÅȟ ÔÈÅÒÅ ÁÉÎȭÔ ÎÏ ÆÌÉÅÓ ÏÎ ÍÅȟ ÔÈÅÒÅ ÍÉÇÈÔ ÂÅ ÆÌÉÅÓ ÏÎ ÙÏÕ ɉÐÏÉÎÔÉÎÇ ÁÔ ÔÈÅ ÏÔÈÅÒ ÆÏÌËÓɊȟ ÂÕÔ ÔÈÅÒÅ ÁÉÎȭÔ 
nÏ ÆÌÉÅÓ ÏÎ ÍÅȦȱȟ ÁÎÄ ÔÁËÅÓ Á ÓÔÅÐ ÔÏ×ÁÒÄÓ ÔÈÅ ÌÉÎÅȢ   4ÈÅ ÆÉÒÓÔ ÓÉÄÅ ÎÏ× ÒÅÐÅÁÔÓ ×ÉÔÈ Ô×ÉÃÅ ÔÈÅ ÁÔÔÉÔÕÄÅȟ ÁÎÄ 
moves to the line, followed by the second side repeating their lines, and stepping face to face with the 
other side. 
4ÈÅ ÆÁÃÉÌÉÔÁÔÏÒ ÎÏ× ÓÁÙÓȟ ȰÙÏu have 3 seconds to get the person across the line from you onto your side of 
ÔÈÅ ÌÉÎÅȢ  '/Ȧȱ 
Typically, this phrasing results in a rather quick tug of war between partners, and usually a physical 
solution (for one person at least) to the challenge. This provides an 
excellent opportunity to open the door for discussion on conflict, 
challenges, attitude, negotiation, and how to resolve differences between 
ÐÅÏÐÌÅȢ &ÏÒ ÅØÁÍÐÌÅȟ ÙÏÕ ÃÁÎ ÁÓËȟ  ȰÈÏ× ÍÁÎÙ ÐÁÒÔÎÅÒ ÔÅÁÍÓ ÅÎÄÅÄ ÕÐ ÉÎ Á 
win/lose scenario, where one member obtained what they wanted (getting 
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ÔÈÅÉÒ ÐÁÒÔÎÅÒ ÔÏ ÔÈÅÉÒ ÓÉÄÅɊȟ ÂÕÔ ÔÈÅ ÏÔÈÅÒ ÍÅÍÂÅÒ ÄÉÄ ÎÏÔȩȱ   Ȱ7ÈÁÔ ÁÂÏÕÔ Á ÌÏÓÅȾÌÏÓÅ ÓÃÅÎÁÒÉÏȟ ×ÈÅÒÅ 
ÂÏÔÈ ÍÅÍÂÅÒÓ ÓÔÒÕÇÇÌÅÄȟ ÂÕÔ ÎÅÉÔÈÅÒ ÏÎÅ ÏÂÔÁÉÎÅÄ ÔÈÅÉÒ ÇÏÁÌȩȱ  !ÎÄ ÆÉÎÁÌÌÙȟ 
Ȱ7ÅÒÅ ÔÈÅÒÅ ÁÎÙ ÔÅÁÍÓ ÔÈÁÔ ÁÃÈÉÅÖÅÄ Á ×ÉÎȾ×ÉÎ ÓÏÌÕÔÉÏÎȟ ×ÈÅÒÅ ÂÏÔÈ ÐÁÒÔÎÅÒÓ ÃÈÁÎÇÅÄ ÓÉÄÅÓȩȱ  Ȱ7ÈÁÔ ÉÓ 
it about our corporate culture that so many members of our team end up in win/lose or lose/lose 
ÓÃÅÎÁÒÉÏÓȟ ÒÁÔÈÅÒ ÔÈÁÎ Á ×ÉÎȾ×ÉÎ ÓÏÌÕÔÉÏÎȩȱ  Ȱ(Ï× ÃÁÎ ×Å ÆÉØ ÔÈÉÓ ÓÉÔÕÁÔÉÏÎȩȱ  4ÈÅ ÎÅØÔ ÔÉÍÅ you are in a 
ȬÃÒÏÓÓ ÔÈÅ ÌÉÎÅȭ ÓÉÔÕÁÔÉÏÎȟ ×ÈÁÔ ÉÓ ÔÈÅ ÆÉÒÓÔ ÔÈÉÎÇ ÙÏÕ ×ÉÌÌ ÄÏ ÔÏ ÁÖÏÉÄ Á ×ÉÎȾÌÏÓÅ ÏÒ ÌÏÓÅȾÌÏÓÅ ÓÃÅÎÁÒÉÏȩ 

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 objeÃÔ ÁÎÄ ÓÁÙÓȟ Ȱ4ÈÉÓ ÉÓ Á ÄÕÃËȢȱ  4ÈÅ ÐÅÒÓÏÎ ÒÅÐÌÉÅÓȟ Ȱ! ×ÈÁÔȩȱ  4ÈÅ ÆÉÒÓÔ ÐÅÒÓÏÎ ÒÅÐÅÁÔÓȟ Ȱ! 
ÄÕÃËȢȱ  4ÈÅ ÓÅÃÏÎÄ ÐÅÒÓÏÎ ÒÅÐÅÁÔÓȟ Ȱ! ×ÈÁÔȩȱ 4ÈÅ ÆÉÒÓÔ ÐÅÒÓÏÎ ÒÅÐÅÁÔÓ ÁÇÁÉÎȟ Ȱ! ÄÕÃËȢȱ  4ÈÅ ÓÅÃÏÎÄ ÐÅÒÓÏÎ 
ÒÅÐÌÉÅÓȟ Ȱ/È Á ÄÕÃËȦȱ ÁÎÄ ÔÁËÅÓ ÔÈÅ ÏÂÊÅÃÔȢ  4ÈÅ ÓÅÃÏÎÄ ÐÅrson turns to the person on his/her right, 
extending the object ɀ ÓÁÙÉÎÇȟ Ȱ4ÈÉÓ ÉÓ Á ÄÕÃËȢȱ   !ÎÄ ÓÏ ÏÎ ɀ until it goes all around the circle.  Funny in 
person! 
 
Toe Tag 
Have people pair up and hold their paÒÔÎÅÒ ÂÙ ÔÈÅ ÓÈÏÕÌÄÅÒÓȢ 4ÈÅ ÏÂÊÅÃÔ ÉÓ ÔÏ ÔÏÕÃÈ ÔÈÅ ÐÁÒÔÎÅÒȭÓ ÆÅÅÔ ÏÒ 
foot 3 times while protecting their own feet from being touched . . . the game quickly becomes a fast 
paced, foot stomping activity!  

Wa 

A round lasts until there is a winner. To begin a round everyone bows ÔÏ ÔÈÅ ÌÅÁÄÅÒ ÓÁÙÉÎÇ Ȱ7ÁȢȱ 4ÈÅ 
leader ÂÏ×Ó ÁÎÄ ÒÅÔÕÒÎÓ ÔÈÅ Ȱ7ÁȢȱ 4ÈÅÎ ÔÈÅ ÌÅÁÄÅÒ ÐÉÃËÓ ÏÎÅ ÏÆ τ ÁÎÉÍÁÌÓȢ (Å ÍÁËÅÓ ÔÈÅ ÍÏÔÉÏÎ ÑÕÉÃËÌÙ 
ÁÎÄ ÙÅÌÌÓ Ȱ7ÁȢȱ %ÖÅÒÙÏÎÅ ÅÌÓÅ ÍÕÓÔ ÉÎÓÔÁÎÔÌÙ ÇÉÖÅ ÔÈÅ ÍÏÔÉÏÎÓ ÏÆ ÏÎÅ ÏÆ ÔÈÅ τ ÁÎÉÍÁÌÓ ÁÌÓÏ ÓÁÙÉÎÇ Ȱ7ÁȢȱ 
People get out by being too slow or by making the same motion as the leader. You continue the game by 
moving left from the leader. Whoever is to the left of the leader makes a motion and everyone responds, 
and so on. The last person left wins that round. You can play as many rounds as you like. 
The four animals and motions are: Bear (hands in fist, elbows bent, hands by waist); Fireball 
(hands making the shape of a ball with arms straight in front of you); Dragon (hands up by ears, palms 
pointing forward) ; Snake (right elbow sit ting 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 circle ɀ call it an energy orb.  The orb is 
ÐÁÓÓÅÄ ÉÎ ÁÎÙ ÄÉÒÅÃÔÉÏÎ ÂÙ ÈÁÎÄÉÎÇ ÉÔ ÔÏ ÔÈÅ ÎÅØÔ ÐÅÒÓÏÎȟ ÓÁÙÉÎÇ Ȱ7ÈÉÚȦȱ  4ÈÅ ÏÒÂ ÃÏÎÔÉÎÕÅÓ ÉÎ ÔÈÁÔ 
ÄÉÒÅÃÔÉÏÎ ÕÎÔÉÌ ÉÔ ÉÓ Ȱ"ÁÎÇȦȱ ÅÄ ÂÙ ÓÏÍÅÏÎÅ ×ÈÏ ÒÅÆÕÓÅÓ ÔÏ ÔÁËÅ ÉÔȢ  )Ô ÔÈÅÎ ×ÈÉÚÚÅÓ ÏÆÆ ÉÎ ÔÈÅ ÏÐÐÏÓÉÔÅ 
direction.  It can alsÏ ÂÅ Ȱ6ÁÖÏÏÍȱÅÄ ÁÃÒÏÓÓ ÔÈÅ ÃÉÒÃÌÅȢ 
 
 



Copyright: 2009 by Mike Ashcraft/ All Rights Reserved/ 6501 Lomas Blvd NE/ Albuquerque, NM 87110/ 505-296-2880/ www.childrens-choice.org/ page 36 

Chicken Games for the  
Attempting-Storming Stage  

 
Chicken A La King 
YouȭÌÌ ÎÅÅÄ some rubber chickens and some raccoon circles for this activity.  The object is for a single 
blindfolded player ɀ the PITCHER ɀ ÔÏ ÓÕÃÃÅÓÓÆÕÌÌÙ ÔÈÒÏ× Á ÃÈÉÃËÅÎ ÔÈÒÏÕÇÈ Á ÇÉÁÎÔ ËÉÎÇȭÓ ÃÒÏ×Î ɀ a 
raccoon circle.  7ÉÔÈ ÏÎÅ ÒÁÃÃÏÏÎ ÃÉÒÃÌÅȟ ÃÒÅÁÔÅ Á ÐÉÔÃÈÅÒȭÓ ÍÏÕÎÄȢ  5ÓÅ ÓÏÍÅ ÕÎÔÉÅÄ ÒÁÃÃÏÏÎ ÃÉÒÃÌÅÓ ÔÏ 
create a castle wall ɀ a boundary.  The team holds onto a raccoon circle and spreads it out forming the 
ËÉÎÇȭÓ ÃÒÏ×ÎȢ  4ÈÅ ËÉÎÇ ɉÔÅÁÍɊ ÍÕÓÔ ÒÅÍÁÉÎ ÉÎ ÔÈÅ ÃÁÓÔÌÅ ÁÎÄ ÔÈe pitcher must remain on the mound.  On 
Ȱ'/ȱ ÔÈÅ ÐÉÔÃÈÅÒ ÃÁÎ ÃÏÍÍÕÎÉÃÁÔÅ ×ÉÔÈ ÔÈÅ ËÉÎÇ ÁÎÄȟ ×ÈÅÎ ÒÅÁÄÙȟ ÔÈÒÏ×Ó ÔÈÅ ÒÕÂÂÅÒ ÃÈÉÃËÅÎȢ  4ÈÅ ËÉÎÇ 
can move anywhere within the castle wall to help the toss successfully land in the crown without 
touching anyone on the team.  The king can make chicken clucking sounds to help the pitcher know 
where the target is. 
 

Chicken Detective  
All you need to play this game is a rubber chicken. Have all the players stand in a tight circle, facing 
inwards, close enough to each other that their shoulders are touching. Elect one player be the Detective. 
The Detective stands in the centre of the circle with their eyes closed. Everyone sings the "Chicken Dance" 
while the rubber chicken is passed around behind the backs of the players in the circle. Eventually the 
Detective yells "STOP!", at which point everyone stops singing and freezes in place. The Detective then 
has three chances to guess who has the chicken. If she guesses correctly, then the player caught with the 
chicken moves into the circle to take the Detective's place and the game starts again.  To make the game 
more challenging for 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 
9ÏÕȭÌÌ ÎÅÅÄ ÏÎÅ 2ÕÂÂÅÒ #ÈÉÃËÅÎ ÆÏÒ ÅÁÃÈ ÇÒÏÕÐȟ ÏÎÅ ÐÌÁÓÔÉÃ ÈÏÏÐ ɉÓÏÕÐ ÂÏ×ÌɊ ÐÅÒ ÇÒÏÕÐȟ ÆÏÕÒ ÓÍÁÌÌ ÃÏÎÅÓȟ 
and one large cone per group.  The object of this game is to capture three Rubber Chickens in your 
ÇÒÏÕÐȭÓ ÓÏÕÐ ÂÏ×ÌȢ  $ÉÖÉÄÅ ÉÎÔÏ ÅÑÕÁÌÌÙ sized groups. Place the four small cones in a 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 center square, with about 
ςπͻ ÔÏ σπͻ ÆÅÅÔ ÔÏ ÔÈÅ ÃÅÎÔÅÒȢ /Î Ȱ'/ȱȟ ÔÈÅ ÆÉÒÓÔ player from each group runs out to the center and picks up 
/.% 2ÕÂÂÅÒ ÁÎÄ ÒÅÔÕÒÎÓ ÉÔ ÔÏ ÔÈÅ ÇÒÏÕÐȭÓ ÂÏ×ÌȢ 4ÈÅ ÆÉÒÓÔ player then tags the next player (relay style) 
who then can take a Chicken 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 second-last player in line, 
then over the head of the next player, then through the legs of the next player, 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, the player at the front of the line yells "CHUCK 
THE CHICKEN!" as loud as they can and throws the chicken as far away as possible. Team A then 
immediately forms into a clump and one player starts to run laps around the clump, earning Team A 
points. 

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

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

Cluckers 
This is a classic tag-and-go/chase-and-flee activity. Designate four to six taggers within the class. Give 
each tagger a Rubber CÈÉÃËÅÎȢ /Îȱ'/ȱ ɉÏÒ ÔÈÅ ÍÕÓÉÃ ÓÔÁÒÔÉÎÇɊȟ ÔÈÅ ÔÁÇÇÅÒÓ ÍÕÓÔ ÃÈÁÓÅ ÁÎÄ ÔÒÙ ÔÏ ÔÁÇ 
another player with the hand not holding the Rubber Chicken. When they tag a player, they must cluck 
three times (pronounced ba-gurk!), drop the chicken and run away. The player tagged must also cluck 
ÔÈÒÅÅ ÔÉÍÅÓȟ ÐÉÃË ÕÐ ÔÈÅ ÃÈÉÃËÅÎȟ ÔÈÅÎ ÔÒÙ ÔÏ ÆÉÎÄ ÓÏÍÅ ÏÔÈÅÒ ÐÌÁÙÅÒ ÔÏ ÔÁÇȢ 4ÈÅÒÅ ÁÒÅ ÎÏ ȰÔÁÇ ÂÁÃËÓȱȟ ÓÏ ÔÈÅ 
ÎÅ×ÌÙ ÔÁÇÇÅÄ ÓÔÕÄÅÎÔ ÍÕÓÔ ÆÉÎÄ ÓÏÍÅÏÎÅ ÎÅ× ÔÏ ÔÁÇȢ %ÍÐÈÁÓÉÚÅ ÔÁÇÇÉÎÇ ×ÉÔÈ ÔÈÅ ȰÏÐÅÎȱ ÈÁÎÄ ÔÈÁÔ ÉÓ ./4 
holding the Chicken. This activity is a great for a warm up, or as a transition to another part of the lesson. 

Hat, Ball, Chicken 
The game is best played over successive meetings introducing the various elements to make it more 
difficult as skills improve. The main game involves keeping a beach ball in the air. The group stands in a 
circle and tries to keep the ball up for at least 100 touches. This figure increases as it is reached.  To 
increase the difficulty  add the rule of only fingertips to keep the ball up, then only 1 
touch per player in a row so people have to work as a team. If the ball touches the 
floor or a rule is broken the count starts again from 0.  When the group are getting 
good there are a number of add-ons to improve the challenge. Firstly add a tennis 
ball. The player with the ball needs as quickly as possible gain eye contact with 
another player on the other side of the circle and throw the ball to them to catch. 
Shouting "Ball" as it is thrown or just before adds to atmosphere. If one ball is to easy 
have 2 or 3 going round. This all has to happen while still keeping the beach ball in 
the air. The second add-on is the hat. Place a hat on one of the players. This must be 
taken by the player on the left and put on their head. Then again the player on their 
left takes the hat to put on ,and so on. If a player has a hat on their head for more than 
a few seconds they should cry "Hat" to remind the player next to them to take it. (Again if to simple have 
2 hats going in opposite directions).  Added to keeping the ball in the air, the tennis balls being passed 
this makes the whole thing get that little  more hectic and only with good teamwork and communication 
wi ll it work.   The final stage adds a touch of comedy into the game. When everything is working add a 
rubber chicken from a joke shop. This is passed in the same way as the tennis ball but with different flight 
tendencies and the shout "CHICKEN!!"  The noise generated can be considerable, soon the room is filled 
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with cries of " Hat...Ball... Ball.....CHICKEN!!.... Hat.." With everyone working together, anticipating each 
other, this is a great way to build working relationships in a troop or pack. 

*ÕÇÇÌÉÎȭ #ÈÉckens 
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 player becomes consistently successful. Now repeat the same 
procedure with the non-dominant hand. Try a figure-eight toss. Grasp the Chicken by the head with the 
ÄÏÍÉÎÁÎÔ ÈÁÎÄȢ "ÅÇÉÎ ×ÉÔÈ ÔÈÅ #ÈÉÃËÅÎ ÉÎ ÔÈÅ ÓÔÕÄÅÎÔȭÓ ÄÏÍÉÎÁÎÔ ÈÁÎÄȠ ÔÏÓÓ ÁÃÒÏÓÓ ÔÈÅ ÂÏÄÙ ÍÁËÉÎÇ Ôhe 
#ÈÉÃËÅÎ ÆÌÉÐ ÉÎ ÔÈÅ ÃÅÎÔÅÒ ÏÆ ÔÈÅ ÔÏÓÓȟ ÁÎÄ ÃÁÔÃÈ ÔÈÅ #ÈÉÃËÅÎȭÓ ÈÅÁÄ ×ÉÔÈ ÔÈÅ ÎÏÎ-dominant hand. Repeat 
the same procedure, but begin with the non-dominant hand. Challenge the players by asking them to 
count how many successful trips the Chicken makes from the dominant hand back to start. A successful 
trip is one that does not include a drop. Adding a 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 non-dominant hand (second toss). The pattern sequence is: toss one 
(dominant), toss two (non-dominant), catch one (with the non-dominant 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 figure-eight and not at the ends. Encourage 
the players to be aware of their peripheral vision, as this will help them to anticipate the path of the 
Rubber Chicken. 

Knee Deep in Chickens 
Groups of 5-φȢ  #ÉÒÃÌÅ 5ÐȢ  /Î Ȱ'/ȱ ÔÈÅ ÂÅÇÉÎÎÅÒ ÐÉÃËÓ ÕÐ Á ÃÈÉÃËÅÎ ÂÅÔ×ÅÅÎ ÈÉÓ ËÎÅÅÓ ×ÉÔÈÏÕÔ ÕÓÉÎÇ ÈÉÓ 
hands.  He passes the chicken to the next player and around the circle ɀ knees only.   For bigger groups, 
use more chickens. 

Musical Chickens 
While music (the Chicken dance) is playing, players pass the chicken(s) to any player in the circle.  The 
ÌÁÓÔ ÐÌÁÙÅÒ ÈÏÌÄÉÎÇ Á ÃÈÉÃËÅÎ ×ÈÅÎ ÔÈÅ ÍÕÓÉÃ ÓÔÏÐÓ ÍÕÓÔ ÓÈÏÕÔ ÏÕÔ Ȱ#ȱȢ  4ÈÅ ÎÅØÔ ÔÉÍÅ ÔÈÁÔ ÓÁÍÅ ÐÌÁÙÅÒ ÉÓ 
caught ÈÏÌÄÉÎÇ ÔÈÅ ÂÉÒÄȟ ÈÅ ÓÈÏÕÔÓ Ȱ(ȱȣ×ÈÅÎ ÓÏÍÅÏÎÅ ÃÏÍÐÌÅÔÅÌÙ ÓÐÅÌÌÓ #()#+%.ȟ ÔÈÅ ÇÁÍÅÓ ÉÓ ÏÖÅÒȢ 

$ÏÎȭÔ ÂÅ #ÈÉÃËÅÎ 
Players stand in a circle with their hands behind their backs.  One player ɉÓÔÁÒÔÉÎÇ ×ÉÔÈ ÔÈÅ ÁÄÕÌÔɊ ÉÓ Ȱ)4ȟȱ 

and stands in the middle with a rubber chicken.  IT tosses the chicken 
(underhand) to individuals in the circle.  If the player catching the chicken 
ÍÉÓÓÅÓ ÉÔȟ ÈÅ ÍÕÓÔ ÓÉÔ ÄÏ×Î ɉÒÅÍÁÉÎÉÎÇ ÉÎ ÔÈÅ ÃÉÒÃÌÅɊȢ  )Ô ÍÁÙ ÁÌÓÏ ȰÆÁËÅ ÏÕÔȱ ÁÎ 
individual by pretending to toss the chicken.  If the player catching the chicken 
ÍÏÖÅÓ ÈÉÓ ÈÁÎÄÓ ÆÒÏÍ ÂÅÈÉÎÄ ÈÉÓ ÂÁÃË ÔÏ ÃÁÔÃÈ ÔÈÅ ÃÈÉÃËÅÎ ÔÈÁÔ ×ÁÓÎȭÔ ÔÈÒÏ×Îȟ 
he must also sit down.  Anyone who catches the chicken or the last player 
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 lunch ɀ as kids are out, they go to the 
next activity/location.  
 

Pass the Chicken Please! 
In this game, nobody wants to hold the rubber chicken -- the game's only prop! To begin the game, all 
players sit in a circle. Select one player to be IT. IT holds the rubber chicken. The leader says to the player 
holding the chicken, "Name five presidents of the United States. Pass the chicken!" As soon as IT says, 
"Pass the chicken," the player 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 name five (or other number) 
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presidents of the United States, the holder is still IT. Otherwise, the player holding the chicken when IT 
finishes listing five presidents is the new IT. You should prepare the topics for this game in advance. 
Topics can relate to your curriculum or be general information topics. The player who is It must name 
five items in the called-out category in order to get rid of the dreaded chicken!  

Some Suggested Topics  

¶ fast-food restaurants  
¶ authors of children's books  
¶ countries in South America  
¶ sports teams  
¶ things that grow in the desert  
¶ vegetables  
¶ cartoon characters  
¶ musical groups  
¶ cereals  
¶ 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 

¶ tickets cops can give 
¶ things that are sharp 
¶ things you find on a pizza 
¶ state capitals 
¶ staff names 
¶ fairy tale characters 
¶ celebrities 
¶ kinds of chips 
¶ 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

 
Super Chicken Tag 
$ÅÓÉÇÎÁÔÅ ÆÏÕÒ ÔÏ ÓÉØ ÐÌÁÙÅÒÓ ÁÓ ÔÁÇÇÅÒÓ ÃÁÌÌÅÄ Ȱ7ÏÌÖÅÓȱȟ ÆÏÕÒ ÔÏ ÓÉØ 
ÐÌÁÙÅÒÓ ÁÓ Ȱ3ÕÐÅÒ #ÈÉÃËÅÎÓȱȟ ÁÎÄ ÔÈÅ ÒÅÓÔ ÁÓ Ȱ"ÁÒÎÙÁÒÄ #ÈÉÃËÓȱȢ 'ÉÖÅ 
the Wolves a foam chicken to tag with, and Super Chickens a Rubber 
Chicken to rescue with which also makes them immunÅ ÆÒÏÍ Á ×ÏÌÆȭÓ ÔÁÇȢ "ÁÒÎÙÁÒÄ #ÈÉÃËÓ ÔÈÁÔ ÁÒÅ 
ÔÁÇÇÅÄ ÍÕÓÔ ÁÓÓÕÍÅ Á ȰÒÅÓÃÕÅ ÍÅȱ ÐÏÓÉÔÉÏÎ ɉÉȢÅȢȟ ÄÏ×Î ÏÎ ÏÎÅ ËÎÅÅɊ ÕÎÔÉÌ Á 3ÕÐÅÒ #ÈÉÃËÅÎ ÃÏÍÅÓ ÂÙ ÁÎÄ 
ÇÉÖÅÓ ÔÈÅÍ ÔÈÅ 2ÕÂÂÅÒ #ÈÉÃËÅÎȢ 4ÈÅ ÒÅÓÃÕÅÄ "ÁÒÎÙÁÒÄ #ÈÉÃË ×ÉÌÌ ÔÈÅÎ ÐÏÐ ÕÐ ÁÎÄ ÙÅÌÌ Ȱ)ȭÍ 3ÕÐÅÒ 
#ÈÉÃËÅÎȱ ÁÎÄ look to rescue another Barnyard Chick who has been tagged. Use music such as the 
Ȱ#ÈÉÃËÅÎ $ÁÎÃÅȱ ÏÒ ÏÔÈÅÒ ÂÁÒÎÙÁÒÄ-type music to signal GO when the music starts, and STOP when the 
music is off. The object of the tag game is for the Wolves to tag as many Barnyard Chicks in the allotted 
time as possible. Teachers should emphasize that in order for the game to continue for the allotted time, 
the Super Chickens have the responsibility of rescuing all 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. The suggested time for any one set 
of Wolves to be taggers is two to three minutes. This game can be used as a warm-up or a stand-alone 
activity depending upon the grade level and previous experiences with chase-and-flee activities. 

Watch It  
The number of objects you use within each set will be determined by the number of participants ɀ the 
ÍÏÒÅ ÔÈÅ ÐÁÒÔÉÃÉÐÁÎÔÓȟ ÔÈÅ ÍÏÒÅ ÏÂÊÅÃÔÓȢ 9ÏÕȭÌÌ ÎÅÅÄ Ô×Ï ÓÅÔÓ ÏÆ ÏÂÊÅÃÔÓ ÆÏÒ Á ÇÒÏÕÐ ÏÆ ρς ÐÅÏÐÌÅȟ ÆÏÕÒ ÉÎ 
each set for a group of 24. Each set must have identical objects in them either by color or size. I usually 
use rubber chickens, rope rings, monkey heads, and sometimes tennis chickens. The important factor is 
an even number of players. If there is an odd number, I just jump in and play. Choose a player to start, and 
hand that player a rubber chicken. The starter will hand to chicken to the player two people over to the 
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ÒÉÇÈÔ ÁÆÔÅÒ ÓÁÙÉÎÇ Ȱ7!4#( )4ȱ ɉ×ÉÔÈ ÓÏÍÅ ÇÕÓÔÏɊ ÔÏ ÔÈÅ ÐÌÁÙÅÒ ÄÉÒÅÃÔÌÙ ÔÏ ÈÅÒ ÒÉÇÈÔȢ 4ÈÅ ÄÉÒÅÃÔÌÙ ÒÉÇÈÔ 
player should duck to avoid the overhand hand off. The same action goes 
around the circle until the chicken returns to the starter ɀ then they hold 
the chicken. Now, that directly right player we mentioned earlier, is given 
Á ÒÏÐÅ ÒÉÎÇȟ ÓÁÙÓ Ȱ7!4#( )4ȱ ÔÏ ÔÈÅ ȰÎÅØÔ ÄÉÒÅÃÔÌÙ ÒÉÇÈÔȱ ×ÈÏ ÄÕcks to 
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, 
ÔÈÅÎ ÓÔÁÒÔ ÔÈÅ ÒÉÎÇȢ 9ÏÕȭÌÌ ÓÅÅ ÈÏ× ÔÈe mental and physical work together 
(or not together ɀ )ȭÍ ÓÔÉÌÌ ÄÕÃËÉÎÇ ×ÈÅÎ ) ÁÍ ÓÕÐÐÏÓÅÄ ÔÏ ÂÅ ÐÁÓÓÉÎÇ ɀ 
crazy!). Add in more rubber chickens and rope rings for some real fun! 
$ÏÎȭÔ &ÏÒÇÅÔ ɀ 34/0 7(),% )4ȭ3 34),, &5.Ȣ 
 
I never really spend too much time ÐÒÏÃÅÓÓÉÎÇ ÔÈÉÓ ÏÎÅȢ )ȭÖÅ ÍÁÉÎÌÙ ÕÓÅÄ ÉÔ 
to warm-up the minds and bodies. There have always been interesting 
things to talk about. 
 
Processing:  
Ɇ 7ÈÅÎ ×ÁÓ ÔÈÅ ÁÃÔÉÖÉÔÙ ÅÁÓÙȩ 
Ɇ 7ÈÅÎ ÄÉÄ ÉÔ ÇÅÔ ÈÁÒÄÅÒȩ 
Ɇ (Ï× ÍÁÎÙ ÔÈÉÎÇÓ ÄÏ ÙÏÕ ÔÈÉÎË ÙÏÕ ÃÁÎ ÙÏÕ ÈÁÎÄÌÅ ÁÔ Ïnce? 
Ɇ (Ï× ÍÁÎÙ ÔÈÉÎÇÓ ÄÏ ÙÏÕ ÔÈÉÎË ÔÈÅ ÇÒÏÕÐ ÃÁÎ ÈÁÎÄÌÅ ÁÔ ÏÎÃÅȩ 
Ɇ 7ÈÁÔ ÁÒÅ ÔÈÉÎÇÓȩ 7ÈÁÔ ÓÏÒÔ ÏÆ ÔÈÉÎÇÓ ÄÏ ÙÏÕ ÔÈÉÎË ×ÉÌÌ ÂÅ ÈÁÐÐÅÎÉÎÇ ÄÕÒÉÎÇ ÏÕÒ ÔÉÍÅ ÔÏÇÅÔÈÅÒȩ 

Noodle Games for the  
Attempting-Storming Stage 

 
99 Red Ball oons 
Each person in the team blows up and ties off a balloon (red if you plan on playing the song)Ȣ  /Î Ȱ'/ȱ ÔÈÅ 
challenge is for the team to work together to keep all of the balloons up in the air using 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 position ɀ hands out front for protection.  In 
this variation, the players hold each end of a noodle about belly position with a slight bend in the noodle, 
so that a rounded bend points away from them ɀ the bumper.  All participants stand outside of the 
activity space and blindfold themselves.  When they are ready they enter the area and walk slowly 
ÁÒÏÕÎÄȢ  $ÏÎȭÔ ÌÅÔ ÙÏÕÒ ÄÁÒÅÄÅÖÉÌÓ ÒÕÎȦ  7ÈÅÎ ÔÈÅÙ ÂÕÍÐ ÉÎÔÏ ÓÏÍÅÏÎÅ ÔÈÅÙ ÓÔÏÐ ɉÍÉÇÈÔ ÓÁÙ Ȱ"/).'ȱ ÏÒ 
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 two equal 
ÓÉÚÅ ÓÔÁÃËÓ ÏÎ ÏÎÅ ÓÉÄÅ ÏÆ ÔÈÅ ÒÏÏÍȢ  ,ÉÎÅ ÔÅÁÍÓ ÕÐ ȰÒÅÌÁÙ ÓÔÙÌÅȱ ÏÎ ÔÈÅ ÏÔÈÅÒ ÓÉÄÅ ÏÆ ÔÈÅ ÒÏÏÍȢ  /Î Ȱ'/ȱ 
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.  That player takes the noodle and runs and grabs an additional noodle from the chair, 
brings both noodles back to the next player in line.  This continues as each player must carry an 
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additional noodle.  If a player drops a noodle(s), he must place it back on the chair.  Game continues until 
all noodles are carried back to the team by one player. 
 
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 game is like lawn darts ɀ a little like 
horseshoes ɀ 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 between-the-legs pass.  
Passes continue alternating ɀ 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.  Toss a ball(s) into 
the circle.  Players attempt to knock the noodles out of the circle ɀ through the legs of the other players 
who use their noodles to knock the ball back into play. 
 
Smack Down 
Players begin by practicing their smack down.  From a seated position, they smack their noodle on a hard 
floor.  Form teams of 10-15 players. The objective is to make the number of smack downs for the number 
of people in the group ɀ 15 people = 15 smack downs.  They must do this without any two people 
smacking at the same time and with no verbal planning. This will get your group to cooperate and focus.  
When two or more people smack down simultaneously, the entire group must start back at zero. The 

group must work out an informal solution to accomplish this task.  
9ÏÕȭÌÌ ÆÉÎÄ ÔÈÁÔ ÔÁÌËÉÎÇ ÉÓÎȭÔ ÔÈÅ ÏÎÌÙ ÍÅÔÈÏÄ ÏÆ ÃÏÍÍÕÎÉÃÁÔÉÏÎȢ No 
smacking around in a simple circle ɀ too easy and NO FUN.Group 
members will work out solutions in many creative ways. Variation: 
If your group makes it, try a larger number of smacks where each 
player can smack a number of times.  
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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 be 1-2 feet per age of the players, and 
no more than 15 feet. Each team decides a shooting order.  One player holds the hula hoop on his head 
like a giant apple ɀ the target.  Another player is the retriever of noodles and retrieves noodles as fast as 
he can so the ARCHER can take as many shots as possible in ONE MINUTE.  The third player is the 
!2#(%2Ȣ  'ÉÖÅ ÔÈÅÍ σπ ÓÅÃÏÎÄÓ ÏÆ ÐÌÁÎÎÉÎÇ ÔÉÍÅȢ  /Î Ȱ'/ȱ ÐÌÁÙÅÒÓ ÁÔÔÅÍÐÔ ÔÏ ÔÈÒÏ× ÔÈÅÉÒ ÎÏÏÄÌÅÓ 
through the target.  The target player can move on the target line, but 
the hula hoop must remain on 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 others 
ÃÏÕÌÄ ÓÈÏÕÔ Ȱ,%&4ȱ ÏÒ Ȱ2)'(4Ȣȱ 
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Team-building Games for the Transforming Stage 
Accessories 
Youȭll need accessories ɀ belt, scarf, hat, gloves, watch, bandana, suspenders, headband, purse, clipon 
earrings, bracelet, etc. The members of the group take turns being a manikin. By planning and working 
together, participants will see ÈÏ× ÍÁÎÙ ÍÁÎÉËÉÎÓ ÔÈÅÙ ÃÁÎ ȰÁÃÃÅÓÓÏÒÉÚÅȱ ÉÎ ÔÈÅ ÁÌÌÏÔÔÅÄ ÔÉÍÅȢ 4ÈÅ 
manikin cannot help, but must remain motionless while being dressed. The object is for students to plan 
and work together to accessorize as many team members as possible in the 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 the platform and off the water while they count to 
15 or sing a song like Happy Birthday.  

All Aboard (Diminishing)  

.ÅÅÄÅÄȡ  /ÎÅ ωȭ8φȭ 4ÁÒÐȢ  &ÏÌÄ ÔÈÅ ÔÁÒÐ ÓÏ ÉÔÓ ÓÉÚÅ ÉÓ ÄÅÃÒÅÁÓÅÄ ÂÙ ρȾσȢ  ,ÁÙ ÉÔ ÏÎ ÔÈÅ ÇÒÏÕÎÄȢ 
!ÃÔÉÖÉÔÙȡ /Î ÓÉÇÎÁÌ Ȱ!ÌÌ !ÂÏÁÒÄȦȱ  !ÌÌ ÐÁÒÔÉÃÉÐÁÎts step onto the tarp so that no-one is touching the 
ÇÒÏÕÎÄȣȢÏÎÌÙ ÔÈÅ ÔÁÒÐȢ  4ÈÅÙ ÍÕÓÔ ÍÁÉÎÔÁÉÎ ÔÈÅÉÒ ÐÏÓÉÔÉÏÎÓ ×ÈÉÌÅ ÓÉÎÇÉÎÇ Á ÒÏÕÓÉÎÇ ÒÏÕÎÄ ÏÆ Ȱ2Ï×-Row- 
2Ï× 9ÏÕÒ "ÏÁÔȱ ɉÏÒ ÁÎÙ ÓÉÌÌÙ ÓÏÎÇɊȟ ÔÈÅÎ ÓÔÅÐ ÏÆÆȢ  2ÅÐÅÁÔ ÔÈÅ ÁÂÏÖÅȟ ÅÁÃÈ ÔÉÍÅ ÆÏÌÄÉÎÇ ÔÈÅ ÔÁÒÐ ÂÙ Á 
fraction that will keep it challenging and fun. 
3!&%49ȡ  .Ï ÏÎÅ ÍÁÙ ÂÅ ÈÅÌÄȣȢÁÔ ÌÅÁÓÔ ÏÎÅ ÆÏÏÔ ÍÕÓÔ ÂÅ ÉÎ ÃÏÎÔÁÃÔ ×Ⱦ ÔÁÒÐȢ 

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 on the shoulder of some of the protoplasm). BE CAREFUL with the 
nucleus! The amoeba must race to a designated site. Variations: Have a relay race with multiple teams of 
ȰÁÍÏÅÂÁȱ 

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, sixteen, and 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. The group, then, 
gives directions to the artist who has the task of 
duplicating the unseen picture. The artist is blind 
in a sense that he/she does not see the picture. If 
the group gives clear and accurate direction, the 
artist begins to see as the picture takes shape. The group may not say what it is a picture of. Once this 
artist is done, rotate through giving others a chance. This will also allow for improvement of 
communication from the group to the artist. Variations: Put a blindfold on the artist for additional 
difficulty.  
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Blind Tag  

Need:  4- Cones, Blindfolds- ÏÎÅ ÐÅÒ ÐÁÒÔÉÃÉÐÁÎÔȟ  ÏÎÅ ÓÑÕÅÁËÙ ÔÏÙȾ ÅÁÃÈ Ȱ)4ȱ ÔÅÁÍ 
Set the boundary corners with the 4 cones.  Be careful not to make 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 
Ȱ)4Ȣȱ  4ÈÅ ÓÉÇÈÔÅÄ Ȱ)4ȱ ÈÏÌÄÓ ÔÈÅ ÓÑÕÅÁËÙ ÔÏÙ ÕÐ ÁÎÄ ÓÑÕÅÁËÓ ÉÔ ×ÈÉÌÅ ÓȾÈÅ ÇÉÖÅÓ ÖÅÒÂÁÌ ÄÉÒÅÃÔÉÏÎÓ ÔÏ 
her/his  blind-folded team mate.  It is the blindfolded team mate who tags. The sighted partners of the 
ÏÔÈÅÒ ÐÌÁÙÅÒÓ ÍÕÓÔ ÇÉÖÅ ÖÅÒÂÁÌ ÄÉÒÅÃÔÉÏÎÓ ÔÏ ËÅÅÐ ÔÈÅÉÒ ÂÌÉÎÄ ÔÅÁÍÍÁÔÅ ÏÕÔ ÏÆ ÈÁÒÍȭÓ ×ÁÙȢ .Ï ÏÎÅ ÍÁÙ 
touch his partner except to avoid collisions.  Once a tag iÓ ÍÁÄÅȟ ÔÈÅ ÎÅ× Ȱ)43ȱ ÔÁËÅ ÔÈÅ ÓÑÕÅÁËÙ ÔÏÙ ÁÎÄ 
continue the game. 
3!&%49ȡ  Ȱ.ÏÎ-ÓÉÇÈÔÅÄȱ 0ÌÁÙÅÒÓ ÍÕÓÔ ËÅÅÐ Ȱ"ÕÍÐÅÒÓ 5Ðȱ ÐÏÓÉÔÉÏÎȢ  4ÈÉÓ ÉÓ Á ×ÁÌËÉÎÇ ÇÁÍÅȢ 

Blind Trust Drive  

Participants are asked to choose a partner for this activity that is approximately the 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 hands ÏÎ ÔÈÅ ÓÈÏÕÌÄÅÒÓ ÏÆ ÔÈÅ ÐÅÒÓÏÎ ÉÎ ÆÒÏÎÔ ɉÔÈÅ ÂÁÃËÓÅÁÔ ÄÒÉÖÅÒɊȢ   4ÈÅ ȬÂÌÉÎÄȭ ÄÒÉÖÅÒ 
ÎÏ× ÃÌÏÓÅÓ ÔÈÅÉÒ ÅÙÅÓȟ ×ÈÉÌÅ  ÔÈÅ  ÓÉÇÈÔÅÄ  ȬÂÁÃËÓÅÁÔȭ  ÄÒÉÖÅÒ  ÓÁÆÅÌÙ  ÓÔÅÅÒÓ  ÔÈÅÍ  ÁÒÏÕÎÄ  ÔÈÅ  ÐÌÁÙÉÎÇ  
area. Remember, this is not a demolition derby or bumper cars, and 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 race another cinnamon roll. 2) Have them maneuver around a 
set of obstacles. 3) Group must learn something about each individual before returning 4) Any 
combination of not speaking or seeing. 5) 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).   
4ÈÅ ÉÎÎÅÒ ÃÉÒÃÌÅ ÉÓ ÁÓËÅÄ ÔÏ ÃÌÏÓÅ ÔÈÅÉÒ ÅÙÅÓȟ ÁÎÄ ÏÎÌÙ ÒÅÐÌÙ ȬÔÈÁÎË ÙÏÕȭ ÏÒ ËÅÅÐ ÓÉÌÅÎÔȢ  4ÈÅ ÏÕÔÅÒ ÃÉÒÃÌÅ ÉÓ 
asked to quietly talk into the ear of the inner circle 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 tag game. One or two people volunteer to be anteaters, 
the rest start out as ants. Anteaters attempt to stun all of the ants 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 create the ant-hill  and have everyone step inside.  Ask for one or two 
volunteers to become the anteaters, the rest to become ants.  The anteaterȭs mission is to stun as many 
ants as possible by tagging them.  4ÈÅ ÁÎÔȭÓ ÍÕÓÔ ÁÖÏÉÄ ÔÈÅ ÁÎÔÅÁÔÅÒ ÁÎÄ ×ÏÒË ÔÏÇÅÔÈÅÒ to save their ant 
friends who have been stunned.  When an ant is tagged by the anteater, the individual sits on the ground 
and calls for help.  Stunned ants cannot move from the spot, but may wave their arms and legs to alert 
other ants to their situation.  To make a rescue, four ants must carefully lift and carry the stunned ant to a 



Copyright: 2009 by Mike Ashcraft/ All Rights Reserved/ 6501 Lomas Blvd NE/ Albuquerque, NM 87110/ 505-296-2880/ www.childrens-choice.org/ page 45 

location just outside of the play area.  When all four ants have locked into positions for a rescue, they 
cannot be targeted by the anteater. This allows a safer rescue without the need to rush and potentially 
drop someone. 
Once an ant has been rescued, he or she returns with the rescuers to the game.  Play as many rounds as 
you wish, and switch anteaters frequently. Variation: To avoid the lifting and carrying of another person, 
you can change the rules, asking four rescuers to surround a stunned ant, lock their arms in a circle, and 
escort the individual off the ant hill. 
 
$ÏÎȭÔ 4ÏÕÃÈ -Å 
$ÏÎȭÔ 4ÏÕÃÈ -Å ÓÐÅÃÉÆÉÃÁÌÌÙ ÔÁÒÇÅÔÓ ÓÈÉÆÔÉÎÇ ÐÁÒÁÄÉÇÍÓȟ ÔÈÅ ÃÏÎÃÅÐÔ ÏÆ Ȱ×ÈÁÔ ÙÏÕ ÓÅÅ ÁÎÄ Èear is not 
ÁÌ×ÁÙÓ ×ÈÁÔ ÙÏÕ ÇÅÔȟȱ ÁÎÄ ÔÈÅ ÉÄÅÁ ÏÆ ȰÔÈÉÎËÉÎÇ ÏÕÔÓÉÄÅ ÏÆ ÔÈÅ ÂÏØȢȱ $ÏÎȭÔ 4ÏÕÃÈ -Å ÐÌÁÙÆÕÌÌÙ ÅÎÇÁÇÅÓ 
your group and challenges them to use that grey matter just to the north of their shoulders. 
Sample Story 
Your company is working to establish new, 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 work partner 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. 3ÅÃÏÎÄȟ ÙÏÕ ÍÕÓÔ ÒÅÐÅÁÔ ȰÄÏÎȭÔ ÔÏÕÃÈ ÍÅȱ ÁÎÙÔÉÍÅ ÙÏÕ Áre in motion.  
3. 4ÈÉÒÄȟ ÅÖÅÒÙÏÎÅ ÍÕÓÔ ÔÏÕÃÈ ÔÈÅ ȰÄÏÔȱ ÓÏÍÅÔÉÍÅ ÄÕÒÉÎÇ ÔÈÅ ÐÒÏÃÅÓÓȢ  
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 I am done speaking, I will be a limitedresource and only respond to 
ȰÔÉÍÅÒ ÒÅÁÄÙȟȱȰÔÉÍÅÒ ÓÔÏÐȟȱ ÁÎÄ Ȱ×ÏÕÌÄ ÙÏÕ ÐÌÅÁÓÅ ÒÅÐÅÁÔ ÔÈÅ ÒÕÌÅÓȢȱ 4ÈÉÓ ÉÓ Á ÔÉÍÅÄ ÅÖÅÎÔ ÁÎÄ ÔÉÍÅ ×ÉÌÌ ÓÔÁÒÔ 
and stop when you indicate that you are ready and/or have completed the task.  
Props 
Ɇ 'ÙÍ $ÏÔ- referred to as thÅ ȰÄÏÔȢȱ  Or you can use a raccoon circle overlapping to make a small circle. 
Ɇ ! ÓÔÏÐ×ÁÔÃÈ ÏÒ ÔÉÍÅÐÉÅÃÅ ÔÏ ËÅÅÐ ÔÒÁÃË ÏÆ ÔÈÅ ÇÒÏÕÐȭÓ ÁÃÃÏÍÐÌÉÓÈÍÅÎÔÓȢ 
Set Up 
4Ï ÂÅÇÉÎȟ ÈÁÖÅ ÙÏÕÒ ÇÒÏÕÐ ÆÏÒÍ Á ÌÁÒÇÅ ÃÉÒÃÌÅ ÁÎÄ ÐÌÁÃÅ ÔÈÅ ȰÄÏÔȱ ÉÎ ÔÈÅ ÃÅÎÔÅÒ ÏÆ ÔÈÅ ÃÉÒÃÌÅȢ 
Instructions and Key Points  
Ɇ (ÁÖÅ ÇÒÏÕÐ ÍÅÍÂÅÒÓ ÐÉÃË Á ÐÁÒÔÎÅÒ ÁÃÒÏÓÓ ÔÈÅ ÃÉÒÃÌÅ ÆÒÏÍ ÔÈÅÉÒ ÐÏÓÉÔÉÏÎȢ %ÁÃÈ ÐÁÒÔÉÃÉÐÁÎÔ ÍÕÓÔ ÈÁÖÅ 
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). 
Ɇ )Æ ÙÏÕ ÈÁÖÅ ÁÎ ÏÄÄ ÎÕÍÂÅÒȟ ÙÏÕ ÍÁÙ ×ÁÎÔ ÔÏ ÓÔÅÐ ÉÎ ÁÎÄ ÐÌÁÙ ÓÏ ÅÖÅÒÙÏÎÅ ÈÁÓ Á ÐÁÒÔÎÅÒȢ 
Ɇ %ØÐÌÁÉÎ ÔÏ ÔÈÅ ÇÒÏÕÐ ÔÈÁÔ ÔÈÉÓ ÉÓ Á ÔÉÍÅÄ ÅÖÅÎÔ ÁÎÄ ÔÈÁÔ ÔÈÅÙ ÁÒÅ ÔÒÙÉÎÇ ÔÏ ÓÁÔÉÓÆÙ the following 4 rules in 
the quickest time possible. 
1. Everyone must switch positions with their partner. 
ςȢ %ÖÅÒÙÏÎÅ ÍÕÓÔ ÒÅÐÅÁÔ ÔÈÅ ×ÏÒÄÓ ȰÄÏÎȭÔ ÔÏÕÃÈ ÍÅȦȱ ÁÎÙÔÉÍÅ ÔÈÅÙ ÁÒÅ ÉÎ ÍÏÔÉÏÎȢ 
σȢ %ÖÅÒÙÏÎÅ ÍÕÓÔ ÔÏÕÃÈ ÔÈÅ ȰÄÏÔȱ ÉÎ ÔÈÅ ÃÅÎÔÅÒ ÓÏÍÅÔÉÍÅ ÄÕÒÉÎÇ ÔÈÅ ÐÒocess. 
4. No one may touch anyone else in the group. For each touch, a second is added to their overall time. 
Ɇ ,ÅÔ ÔÈÅ ÇÒÏÕÐ ËÎÏ× ÔÈÁÔ ÁÆÔÅÒ ÙÏÕ ÁÒÅ ÆÉÎÉÓÈÅÄ ÅØÐÌÁÉÎÉÎÇ ÔÈÅ ÒÕÌÅÓ ÙÏÕ ×ÉÌÌ ÏÎÌÙ ÒÅÓÐÏÎÄ ÔÏ ÔÈÅ ÐÈÒÁÓÅÓ 
ȰÔÉÍÅÒ ÒÅÁÄÙȟȱȰÔÉÍÅÒ ÓÔÏÐȟȱ ÁÎÄ Ȱ×ÏÕÌÄ you please repeat the 
ÒÕÌÅÓȢȱ!ÎÙÔÉÍÅ ÔÈÅ ÇÒÏÕÐ ÁÓËÓ Á ÑÕÅÓÔÉÏÎȟ ÓÉÍÐÌÙ ÒÅÐÅÁÔ ÔÈÅ ÆÏÕÒ ÒÕÌÅÓȢ 
Ɇ 'ÉÖÅ ÔÈÅ ÇÒÏÕÐ ÔÈÅÉÒ ÔÉÍÅ ÁÎÄ ÔÈÅÎ ÁÄÄ ÔÈÅ ÅØÔÒÁ ÓÅÃÏÎÄɉÓɊ ÆÏÒ ÔÏÕÃÈÅÓ ÁÆÔÅÒ ÅÁÃÈ ÁÔÔÅÍÐÔȢ 
Ɇ !ÌÌÏ× ÙÏÕÒ ÔÅÁÍ ÔÏ ÃÒÅÁÔÉÖÅÌÙ ÅÓÔÁÂÌÉÓÈ ÔÈÅÉÒ ÉÎÔÅÒÐÒÅÔÁÔÉÏÎ ÏÆ ÔÈÅ rules. For example, groups tend to 
make the circle smaller, stand next to their switching 
ÐÁÒÔÎÅÒȟ ÐÉÃË ÔÈÅ ȰÄÏÔȱ ÕÐȟ ÁÎÄ ÅÖÅÎ ÃÈÁÌÌÅÎÇÅ ×ÈÁÔ Ó×ÉÔÃÈÉÎÇ ÐÏÓÉÔÉÏÎÓ ÍÅÁÎÓȢ 0ÏÓÉÔÉÏÎÓ Ó×ÉÔÃÈÅÄ ÃÏÕÌÄ 
be from left eye open to left eye closedɂnot 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. 
Ɇ !Ó ÔÈÅ ÆÁÃÉÌÉÔÁÔÏÒȟ ÃÈÅÃË-in to see how satisfied they are with their 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 their own 
set of assumptions to meet or beat that time. 
Variation  
)Æ ÔÈÅ ÇÒÏÕÐ ÉÓ ÌÁÒÇÅÒȟ ÙÏÕ ÍÁÙ ÕÓÅ ÌÁÒÇÅÒ ȬÄÏÔÓȢȭ 'ÁÒÂÁÇÅ ÃÁÎ ÌÉÄÓ ÏÒ ÓÔÏÒÁÇÅ ÌÉÄÓ ×ÏÒË ×ÅÌÌ ÆÏÒ ÔÈÉÓȢ 9ÏÕ 
could also try the dual approach, dividing your team up into two groups each with their own dot and 
timer. They could independently work on the problem and decide to share or withhold information with 
ÅÁÃÈ ÏÔÈÅÒȢ -ÁÎÙ ÔÉÍÅÓ ÙÏÕȭÌÌ ÎÏÔÉÃÅ ÇÒÏÕÐÓ ÔÒÙÉÎÇ ÔÏ ÃÁÔÃÈ Á ÇÌÉÍÐÓÅ ÏÆ ÔÈÅ ÏÔÈÅÒȭÓ ÓÔÒÁÔÅÇÙȢ 4ÈÉÓ 
variation leads to interesting conversations about competition. 
Debrief  
$ÏÎȭÔ 4ÏÕÃÈ -Å ÃÁÎ ÌÅÁÄ ÔÏ ÍÁÎÙ ÔÙÐÅÓ ÏÆ ÃÏÎÖÅÒÓÁÔÉÏÎȢ 4ÈÅ ÌÉÎÅÓ ÏÆ ÑÕÅÓÔÉÏÎÉÎÇ ×Å ÈÁÖÅ ÐÒÏÖÉÄÅÄ 
revolve around thinking outside the box and challenging assumptions. 
1. Discover: Describe how you felt: 
Ɇ 7ÈÅÎ ) ÇÁÖÅ ÙÏÕ ÔÈÅ ÉÎÓÔructions. 
Ɇ !Ó ÙÏÕ ×ÏÒËÅÄ ÔÈÒÏÕÇÈ ÔÈÅ ÃÈÁÌÌÅÎÇÅȢ 
Ɇ !Ó ÙÏÕ ÃÏÍÐÌÅÔÅÄ ÔÈÅ ÅØÅÒÃÉÓÅȢ 
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 may limit 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 notice 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 we face? How 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 successful. 
 
Elbow, Chin, or Knee Pass 
The group passes a ball, roll of toilet paper, or rubber chicken from chin to chin (elbows to elbows or 
knees to knees) around a circle. They may not use their hands. If the time drops or is touched by a hand, 
the counting must start over. The players 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, 
and the 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) 
Set-Up:  Lay equipment on the ground. If you are using hoops, participants stand around 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 out and next to the forefingers of the participants on the opposite side of the stick. 
!ÃÔÉÖÉÔÙȡ   "ÅÇÉÎ ÂÙ ÐÌÁÃÉÎÇ ÔÈÅ ÄÏ×ÅÌȾÈÏÏÐ ÏÎ ÔÈÅ ÅÎÄ ÄÉÇÉÔÓ ÏÆ ÔÈÅ ÇÒÏÕÐȭÓ ÆÏÒÅÆÉÎÇÅÒÓ ÁÎÄ ÁÓË ÔÈÅÍ ÔÏ 
place their thumbs on top of the stick.  At your signal, all thumbs need to be lifted and tucked under the 
ÓÔÉÃË ÁÎÄ ÉÎ ÔÈÅ ÈÁÎÄȢ  )Ô ÉÓ ÔÈÅÎ ÔÈÁÔ ÔÈÅ ÇÒÏÕÐ ÍÕÓÔ ÌÏ×ÅÒ ÔÈÅ ÓÔÉÃËȾÈÏÏÐ ÔÏ ÔÈÅ ÆÌÏÏÒȢ  .Ï ÏÎÅȭÓ ÆÉÎÇÅÒÓ 
may lose contact with the stick/hoop.  Should that happen, the group must start anew. 

Hog Call 

Ask the Group to Form a Line ɀ 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 oldest ɀ Each should 
be facing someone.  Shake hands & introduce to each other.  Ask each pair to come up with a matching set 
of words (peanut-butter, whiskey-sour, pot-pan) & each individual to choose one of the words as their 
own.  Ask each pair to announce their choices ɀ Make 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 ON ɀ Bumpers (hands) Up for safety ɀ Go. 

Hula Pass 

Have the team form a circle and link hands.  One person has a hula hoop on their shoulder.  The challenge 
ÉÓ ÆÏÒ ÔÈÅ ÔÅÁÍ ÔÏ ÐÁÓÓ ÔÈÅ ÈÏÏÐɉÓɊ ÁÒÏÕÎÄ ÔÈÅ ÃÉÒÃÌÅ ÂÁÃË ÔÏ ÔÈÅ ÐÅÒÓÏÎȭÓ ÏÔÈÅÒ ÓÈÏÕÌÄÅÒȢ  This game can 
also be 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 
their ÌÅÆÔ ÈÁÎÄ ÉÎÔÏ ÔÈÅ ÃÉÒÃÌÅ ÁÎÄ ÇÒÁÂÓ ÁÎÏÔÈÅÒ ÐÅÒÓÏÎȭÓ ÌÅÆÔ ÈÁÎÄ ɉÎÏÔ ÔÈÅ ÓÁÍÅ ÐÅÒÓÏÎ ÔÈÁÔ ÔÈÅÙ ÁÒÅ 
holding right hands with).  The challenge is to untie the knot without releasing hands. 
6ÁÒÉÁÔÉÏÎ ȰSwap Knotsȱ ÆÒÏÍ 'ÒÅÇ #ÁÔÁÌÁÎÏȟ www.physiciansofphun.com In Great Britain they have a 
game called Dr. Tangle that the kids love to play on the playground. The game of Knots has been around a 
long time and is a favorite among ROPES facilitators. This game is a combination of both of these fun 
games and I think you will see the value to it. Make groups of 8, 10, or 12 members each. Give a bandanna 
or three-foot piece of rope to ½ the group. The players with the rope put them on the floor so they cross 
each other in an asterisk like shape. Once this is done, invite the other players in the group to take hold of 
the other ends of the ropes. This is where the Dr. Tangle comes in. Allow each group two to three minutes 
to tangle the ropes as much as possible without letting go of the ends. At the end of the time, ask the 
teams to carefully place the tangled ropes on the floor so the ends of the ropes can be seen. Once this is 
done, ask the groups to move to ÁÎÏÔÈÅÒ ÔÅÁÍȭÓ ÔÁÎÇÌÅȢ %ÁÃÈ ÐÌÁÙÅÒ ×ÉÌÌ ÇÒÁÂ ÔÈÅ ÅÎÄ ÏÆ ÏÎÅ of the ropes 
and the group will try to untangle the ropes until they are standing in pairs. The first group to untangle is 
awarded 10 points, second will get 7 points and third will get 4 points. After each group has become free, 
ask them to repeat the process and play again. Play to 25 points or play ÆÏÒ Á ÓÅÔ ÁÍÏÕÎÔ ÏÆ ÔÉÍÅȢ 9ÏÕȭÌÌ 
like this one.  Debriefing: How are we connected to each other? How are we connected to the world 
around us? What happens when we are not connected to others or to the world around us? (If we do not 
care about others or the natural world around us then people and our environment get hurt.) 
 

Inside Out  

This is a great initial problem solving activity.  Begin with a Raccoon 
Circle (15 foot long webbing/ 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 

http://www.physiciansofphun.com/
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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. 
 
4Ï ÔÈÉÓ ÅÎÄȟ ÅÎÃÏÕÒÁÇÅ ÔÈÅ ÇÒÏÕÐ ÔÏ ȰÐÌÁÎ ÔÈÅÉÒ ×ÏÒËȱ ÁÎÄ ÔÈÅÎ Ȱ×ÏÒË ÔÈÅÉÒ ÐÌÁÎȢȱ  4ÈÉÓ ÍÅÁÎÓ ÔÈÁÔ ÐÒÉÏÒ 
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 questions 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 or shoulders.... and see if 
ÔÈÅÙ ȰÐÌÁÎ ÔÈÅÉÒ ×ÏÒËȱ ÂÅÆÏÒÅ Ȱ×ÏÒËÉÎÇ ÔÈÅÉÒ ÐÌÁÎȢȱ 
 
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 business headlines, ethical behavior 
ÉÓ ÃÅÒÔÁÉÎÌÙ ÉÍÐÏÒÔÁÎÔȢ   /ÎÃÅ ÔÈÅ ÇÒÏÕÐ ÈÁÓ ÒÅÔÕÒÎÅÄ ÉÎÔÏ ÔÈÅ ÃÉÒÃÌÅȟ ÁÓË ÉÆ ÔÈÅÙ ȬÆÏÌÌÏ×ÅÄ ÔÈÅ ÒÕÌÅÓȢȱ   -ÏÓÔ 
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 
ÈÏÌÄÉÎÇ ÔÈÅÍ ÕÐȢ   3ÕÄÄÅÎÌÙ ÓÏÍÅ ÆÏÌËÓ ×ÉÌÌ ÒÅÁÌÉÚÅ ÔÈÁÔ ÔÈÅÙ ÉÎÔÅÒÐÒÅÔÅÄ ÔÈÅ ÒÕÌÅÓ ÔÏ ÍÅÁÎȟ ȰÎÏÔ ÔÏ ÔÏÕÃÈ 
the Raccoon Circle with our arms, shoulders or ÈÁÎÄÓȢȱ  4ÈÉÓ ÉÓ ÁÎ ÅØÃÅÌÌÅÎÔ ÏÐÐÏÒÔÕÎÉÔÙ ÔÏ ÄÉÓÃÕÓÓ ÔÈÅ 
ÐÕÂÌÉÃÓȭ ÐÅÒÃÅÐÔÉÏÎ ÏÆ ÔÈÉÓ ÇÒÏÕÐȭÓ ÁÂÉÌÉÔÙ ÔÏ ÆÏÌÌÏ× ÒÕÌÅÓȟ ÃÏÒÐÏÒÁÔÅ ÇÕÉÄÅÌÉÎÅÓȟ ÐÏÌÉÃÉÅÓȟ ÁÎÄ ÃÉÖÉÌ 
ordinances. 

Islands  

Use rubber dots, carpet squares, chalk drawings, or even rags as islands in a shark infested ocean.  
-ÅÍÂÅÒÓ ÃÁÎ Ó×ÉÍȟ ÂÏÁÔȟ ÊÅÔ ÓËÉ ÏÒ ÓÎÏÒËÅÌ ÉÎ ÔÈÅ ×ÁÔÅÒ ÕÎÔÉÌ ÔÈÅ ÌÅÁÄÅÒ ÙÅÌÌÓ Ȱ3(!2+Ȧȱ  4ÈÅ ÏÂÊÅÃÔ ÉÓ ÆÏÒ 
everyone to be touching an island with no part of their body in the water.  Safe to swim again, but now 
Global Warming!  The ice caps are melting and the ocean is rising - Each round take away an island.  
2ÅÐÅÁÔ Ȱ3(!2+Ȧȱ  4ÈÅ ÏÂÊÅÃÔ ÉÓ ÆÏÒ ÅÖÅÒÙÏÎÅ ÔÏ ÇÅÔ ÏÎÔÏ ÔÈÅ ÐÌÁÔÆÏÒÍ ÁÎÄ ÏÆÆ ÔÈÅ ×ÁÔÅÒ ×ÈÉÌÅ ÔÈÅÙ ÃÏÕÎÔ 
to 15 or sing a song like Happy Birthday.  

Jump the Rope 

Get the team on 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 (Toto and 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 the 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:  
     Ȱ)Ô ÉÓ Á ÂÅÁÕÔÉÆÕÌ ÓÕÎÎÙ ÄÁÙ with a calm wind blowing. Show on the 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. 




