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Chester O / 1 1 ET A 2AAOA/

Manual
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*Games are organized by the number of participants and alphabetically*



lcebreakers

If I Could Be Any Animal ( 2+ participants)

9 Directions: -
1 Have children gather in a circle and onbegins sPiaiy N _
by sayingtheir name and telling what kind of /’J jﬁ“m
animal they would be and why. ’
T %GAi DI Ad O(ER 10U TAIA L .gk ) Ai 6l
be any animal, | would be a because ?, ’
.......... 08 , \e, | H
1 Encourage participantsto be creative and to 3 7] ¢ \ ) !
come up with unusual animals. B 5
Alphabet Aerobics name game ( 2+ participants )
9 Directions:
1 Have participants stand in a circle and spread out.
9 To start the circle, have the first person say an adjective that starts with tHetter of their name,
and their name with a corresponding action (Examples: Bubbly Britt, acticrwiggling arms
around, Jumping Jack, actiejumps up and down)
T 10 Ui 6 ci AOT OT A OEA AEOAI Ah OEA TA@0O PAOOIT EAC
and name, and do their action. Then they come up with their own set. The person after them has
Oi OAIT AT AAO j ET 1 OAAOQ AT OE 1T &£ OEA 1T OEAO PAT Pl Aé
1 When someone messes up, you start over usimgw adjectives and actions for each person!
T 40U O CAO OEOI OCE OEA xEiI1T A AEOAT A xEOE AOAOQOUII
1 Alternative: if this is too hard, have participants instead only have to remember a specified

number of sets.In the end, people who think they can remeimer all of them can go in the
middle and compete to see who remembers the most!

Beachball Questions ( 2+ participants )

1

Materials: 1 beach ball or volleyball with questions writtenon it

E Directions:

)l
1

1

Have participants form a circle

The leaderstarts by throwing the beach ball or volleyball to
one of the participants

The participant catches the ball, and whatever question their
right thumb lands on is the question they must answer.
@Al D1 AOd O7TEAO EO UI 60 E£AO
wintertii Ae 6 O$AOAQEAR UWHAOGD OKIOIA

solocted by W freopik.com



Full Value Contract ( 2+ participants )

Materials: A unique object to write rules on

Directions:

Show children the unique object.

Ask around to see what sorts of rules the children feel should be put jptace for the day/camp.
When a child offers a rule, give them the opportunity to write it on the full value contract (or the
leader can write it).

Talk about the importance of each rule with the children.

Once the children are satisfied with the rules thepave come up with, have them each sign the
object with their name.

9 Find a prominent location and display your full value contract for the duration of the event. If
AROEOAAR UT O Ai 01 A AOAAOGA A OPOI EOEI Al @Gt xETI AO/
(i.e. wear a funny hat, etc).
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Sucker for statements (2+ participants)

1 Materials: candy with lots of different colors (skittles, m&ms?)

9 Directions:

9 Pass around a bag of candies and instruct each participant to
take the same number otandies. Make sure to instruct
participants not to eat the candies just yet.

1 The leader will have a sheet that has each color of candy pairec ? é
with a question or scenario Vo V¥

9 Each person, one at a time, picks one of their candies and the
leader will read out the corresponding question or scenario (Examples: if you could be any
animal which one would you be and why? If you were trapped on a deserted island what three
items would you like to have?). Once they have responded they can eat that candy.

1 Go around the @cle answering the color questions until everyone has used up all their candies

Tag Swap (2+ participants)

1 Materials: Paper, markers (or colouring utensils), hole punch, scissors.

Directions:

Get children to find a partner

Have the children make a nametafpr their partner. Their nametags should include pictures,
words, etc. or hobbies, favourite colours, interests, etc. to make a nametag that represents each
partner.

9 Children can wear the nametags for the duration of the day.

= =4 =4

Two truths and a lie (2+ part icipants)

9 Directions:

9 Sit participants in a circle. Instruct each participant to come up with three short stories about
themselves, two of which are true, one of which is a lie.

1 Go around the circle with each person telling their three stories one at a time. Have the other
participants guess which of their stories was a lie.



Would you rather game (2+ participants)

1

Directions:

Have participants make a circle

4EA 1T AAAAO xEI 1l OAAA OOAOATI AT OO OOAE AO O71 01 A 1
AAOGEAOGAAT T | OBO WHIOTOROEA®D O7EHARA xEOETI 60 ET OAOT AO
071 61 A UT O OAOEAO AA A OTEATOITh TO A EEOA AOAAOE
Participants stand up or sit down depending on their answers

Group Juggle (3+ participants)

= =4 =4

T
T

Materials: 4-6 beanbags

Directions:

Have children form a circle.

4EA 1T AAAAO OOAOOO xEOE T1TA AAAT AAC AT A PAOOAO E(
OOAAAEOA®S & ETAAIDAROOT T OABBAOGA QBld@AHOORAEAEDAOS O

TAITRA® 4EA REikthrédwihe Adanb&the entire way around the circle until the leader
receives the beanbag back. Children are told to remember who threw the beanbag to them and
who they threw it to.

Have the children send the beanbag around the circle in the same patter

Gradually, add in more beanbags until the group is juggling multiple beanbags at one time.

Move your butts (4+ participants )

Materials: Everyone needs to be wearing shoes
Directions:

Form a circle with participants, with one person in the
middle. There should be no spaces around the circle.
Everyone takes off one of their shoes and leaves it in
their spot.

The person in the middle starts the game by saying ;
Oi 1 6A Ui 60 AOOO EAE8o6 Al | - - :1¢c OEAO
to them which they believe may applytd OEAOO ET OEA O1T 11 jA@AI Pl Aq |
been to Europe). Statements must be unrelated to physical features. The purpose is to get to

ETT x DAT PI A6O ET OAOAOOO AT A AGPAOEAT AAOS

After the statement is made, everyone to whom the statement appliesust run to find another

shoe. They cannot go to the shoe directly beside them.




Memory games

Picnic memory game (2+ participants)

Directions:
47 DI AUuUh AOGAOUIT A OEOO ETI A AEOAI AEOOO DI
OEA PEATEAh ) PAAEAA8he ATA EAT o

. i .-

AEA 1TA@dO Pl AUAO OEAT OAUOR O
then recites what the first player packed ad adds their own item to the
basket, and so forth.

TATA T A0 30EOAAOA j¢C DPAOOEAEDATI 00Q

Directions:

The group forms a circle.

ThefirstbAOOT T OOABAOG O-U 1T AI A E< rl ATA ) DAI
*T A6O OOEOAAOA xEOE88806 !'TA ; AU DPAAE/

The group continues, each person repeating everything said
before them.

The real trick is that the last person in the group has to name all
I £#/ OEA DPAT Pl A6O EOAI 08

Animal Guessing game (3+ participants )

Directions:

Send one person outside the group anelxplain to they that they are going to act like an animal
when they return to the group and that they aim of the game is for everyone else to guess the
animal. Then tell them to be a dog.

While the person is away from the group the rest of the group is e that they must not guess
that the camper is a dog when they return. They can guess any other animals but not slog
After 5 mins tell the person in the middle acting like a dog to pick a new animal and then while
they are acting as this animal, keep gusig that they are a dog.

Black Magic (3+ participants )

= =4 =8 4 -8 -4 -9

Directions:

Send someone who knows who to play out of the room, with someone who does not know how
01 PI AU AO OEAEO OxEOI AOOGS8

Let the participants pick an object in the room to be the object.

Call in the witness and guesser.

I OE OEA COAOOAO OEO EO . . .. . .. e o
Continue to ask different objects.
!l OE EAZ EO EO A Al AAE T AEAAO8 4EA COAOOAO xEI T Of

4EATh AOE EZAZ EO EO OEA T AEAAO OEAO OEA PAOOEAED/
You must pick theobject the participants picked directly after picking a black object.



Memory Drawing ( 6+ participant )

1 Materials: Blank sheets of paper, a few writing utensils.

9 Directions:

1 Have the delegates sit in two straight lins, facing the back of the person ifront of them.

T 4EA PAOOIT AO OEA AAAE 1 &£ AAAE 1 ET A EO OEA OOAAI
leader.

1 The leaders show the person from the back of the line the picture. Each team captain gets 30

seconds to view the picture.

1 They then go backand draw the picture on the back of the person in front of them.

9 This continues the entire way to the front of the line. When it reaches the person in the front,
that person draws the picture they think of on a piece of paper.

1 The team with the most accurge drawing wins the round



High Energy Games

Angry Birds ( 2+ participants )

= =4 =4 =4 -8 4

Materials: anything found in/outside your house, a dodgeball (or a ball that is safe to throw)
Directions:

Set up two separate forts (be creative use yourimagination)

Create a designated middle line, you may not cross this line

Take turns throwing the dodgeball back and forth

Last fort standing wins the game

%OAOUAT R4parripan®) j

1
1

1
T

Directions:

001 Al AET h ¢ %OAOUAT AU btle parildipants Eedin trimg toitap dthers ODAAA AT /

while avoiding getting tagged.

Decide beforehand if simultaneous tags result in both sitting down, and both remaining free.
Once tagged, participants sit down, extend their arms, and try to tag those left running around
on each team's side or evenly spaced apart if you play in a circle.

Freeze dancing (2+ participants)

= =4 =4

Materials: music and a speaker

Directions:

Turn the musicon and have the participants dance (encourage them to be as crazy as possible!)
7EAT OEA 1 AAAAO POAOGOAO PAOOGA 11 OEA |1 OOEA AT A
AOAAUA Ei T AAEAOGAT U8 ) &£ AAOCEO i1 OBwagtoplagOA O OEA

with outs, they can do an exercise
Repeat until the game has ruits course

In the Pond ( 2+ participants)

Materials: rope-like object to create the pond
Directions:

I T ETA T £ OAPA OAPAOA
I £/ OEA bBITAS

All players line up outside of the pond

4EA 1T AAAAO AAT 1T O OET
Pi1TAb

The Players then have to get themselves in or
out of the pond according to the instructions
The gamespeeds up as it repeats

\
(




Red Light, Green Light (2+ participants)

= =4 =4

Directions:

Elect a caller for the game

The rest of the players line up far away from the caller

The caller will be turned facing away from the players and call out
O ¢ O A ATwhichErgdantbe other players can start to run quickly
towards the caller

4EA AATTAO xEIT UAIT T0O006 OO0OAA . __._"C ..... OADPEAI 1
players

If the caller sees anyone still moving, they can send them back to the start point

The game continues in theotation until a player tags the caller

Run and scream (2+ participants )

= =4 =4

=

Directions:

Participants stand at one end of the field in a straight line

On the count of three, all participants run and scream

Participants must stop, freezeand stand still in the spot once they run out of breath and stop
screaming.

The participant who runs the furthest before running out of breath wins the round

What Time is it Mr. Wolf? (2+ participants)

Directions:

ThepAOOI T EO OAT AAGAA AOG OEA O
the other participants facing in away from the other

participants so that they cannot see them

The nonwolves will stand together andcali OO0 OxEA
-08 71711 &0

4EA x11 £ xEIl OAPI U xEOE A Ol
participants will take the number of steps in relation to the time
jo T8AITTAE E v OO0ADPOQ

The game continues in this turn base system until either a newolf sneaks upand reaches the

x1 1 £ ji AEET ¢ OEAI OEA xETTAOQ 10 OEA xi- &£ AAI 1O
wolf.

If a nonwolf reaches the wolf first, they are the new wolf or if the wolf calls lunchtime and tags

someone that person is the new wolf




Ah So Ko No (3+ participants)

=

Directions:

Participants stand in a circle.

/ITA PAOOIT OOAOOO AU OAUET C O!' (06 AT A 1EZEOO OEAEC
or the other. This decides which way around the circle the game goes.

Whichever way the FEEOOO DA OOI T DAOOAO EOh OEAO DPAOOIT OAU
pointing in whatever direction.
4EA OEEOA DPAOOIT xEI EO PAOOAA O OAUO O+/06 ATA
both arms straight forward.
The fourth personcan A AADO 1T O AAT U OEA O+/6 AU OAUET C O! (6
)y £ OEA AAT U OEA O+/6h xEI AOAO AEA O+/ 6 AT AOG EO /

accept it and recommence the pattern.

Band-Aid Tag (3+ participants )

T

In this variation, when a child is tagged they place a hand on the spot that
was tagged. The child must keep a hand on that spot for the rest of the
game.

If the child gets tagged a second time, a hand must be placed on the seco
spot. Now the child hasused up all the bandaids.

If tagged a third time, the child must go to the "hospital" (the sidelines).

Blob tag (3+ participants )

Directions

Participants are informed of the boundaries they have to
run within

4x1T DAOOEAEDPAT OO AOA DPAEOA
Al TA8d 4EAOA PAOOEAEDPAT 0O
Participants run within the boundaries, trying to avoid the
blob. If they are tagged by the blob, they become part of
the blob.

The blob must stay together all the¢ime, either by linking
arms or holding hands

The last plater not part of the blob wins

If the blob starts getting too big, you can split the blob into two or three and have multiple blobs
chasing participants

T A AOA A/




Camouflage (3+ participants)

= =4 =4

T

Directions:

The Game is begun by a leader shouting "camouflage" at which point the kids scatter and hide
The leader counts to thirty out loud with their eyes closed.

After the count is over, the leader begins looking around. If the leade =\
recognizes anyone not comigtely hidden, they call out the name and
location of the kid. If they have correctly identified the kid, then the
kid is out, if not, the kid does not have to reveal their true identity,
and is still in play.

Once the leader can no longer identify anyoné¢hey call out "food for
25" - The leader counts out loud to 25 with their eyes closed. The
remaining kids have to try and reach the leader, tag them and return
to a new hiding spot before the count is over

The leader will open their eyes on the count dt5 and attempt to find the hiding kids again.
After another unsuccessful roundthe leader will drop 5 seconds each round to increase the
difficulty (i.e. 25 to 20)

The last person to be found by the leader wins

Fainting goat tag ( 3+ participants)

T
1

% 9‘ ?

Designate one person as the shepherd. The other participants
are the goats. Instruct the goats to spread out around the playinc

\&/

Directions: Y )

\

area. 3
7EAT OEA 1 AAAAO UAIT O O6'/1 A8 ( ; A OC
goats. If the shepherd successfully tagsgmat, that goat becomes “ 7

the shepherd. )

The goats can fall to the ground with their feet and arms in the

air to avoid being tagged for up to ten seconds. As long as they ED )

AOA 11 OEA cOl 01 Ah OEAU AOA < » (AO

unless the shepherd is 10 feet away or closer.

Frogger (3+ participants )

=

Materials: Dodge balls

Directions:

Participants are in partners and they are facing each other a
specified distance apart, forming a gauntlet.

Each pair has a ball and they pass it back and forth to their
partner.

Someone tries to get fronone end of the gauntlet to the
other without being hit by a ball.

The people making up the gauntlet try to hit the person
running BELOW THE WAIST with the ball.

10



Jackpot (3+ participants )

1

Materials: football or some other ball that is easy to throw and
catch

Directions:

One person is the thrower and stands across the playing field
from the other participants.

Everyone else spreads out around the other side of the playing
area.

The thrower tosses the ball in the air towards everyone else
and announces aaumber between 50 and 200. If a participant
catches the ball they get as many points as the thrower yelled. If the ball is missed or dropped,

the closest person or the person who tried to catch it loses the same number of points (negative

score is possiblg.

y £ OEA OEOI xAO AT A0 11060 xAT O 01 AA OEOI xAO AT UI 1
throwing the ball behind them toward the other participants. Even if the ball hits the ground,

the first person to catch it wins and becomes the thrower.

The first person to get 500 points wins and becomes the new catcher.

Ninja ( 3+ participants )

= =4 =4 =4

Directions:

All the players stand with their hands together, facing the center of the circle.

%OAOUT T A OAUOh Och c¢h ph . )pogel(®isisthd fdvoriepakt) AEOAAUA
Each player takes a turn doing a ninja movelurns move around the circle, just like any other

game.

4EA T AEAAO 1T £ OEA CAI A EO O1 A0 Pl AUA
atime.

7EAT EOB60O UI OO0 OO tan kafat®chgpA O |

AT 1T OEAO DI AUAOBO AOoi AAIT x OE,
foot. You can try to get any player out it does not need to be the
person next to you.You can take a step as part of your move, but
only one step.For example, you castep forward or backward

and do a kaate chop with your arm. The player being attacked
can dodge your ninja movelf you successfully karate chop their
arm below the elbow or their foot/ankle, then that limb is out!

A player is out of the game when botbf their arms and both of their legs are out.
The winner is the last ninja standing!

11



Octopus Tag (3+ participants )

1 Materials: hula hoops
9 Directions:
1 Participants stand at one line, and multiple hula hoops are placed around the field (these are
OEA AEEOEAOS ET I AOGQ8 4EAQF ~frA=ss-siias SR BER
1 One participant stands halfway between the two lines.
4AEEO DAOOIT EO OEA O1 AOT
9 On the count of threeall the fish leave to find a
OET 1 Abd
9 The octopus runs throughout the field, trying to catch
the fish. If the octopus is successful, the fish then
becomes a stationary octopus and sits on the ground.
1 The stationary octopuses can catch fish by catching
OEAI xEOE OEAEO OOAT OAAI AGd j OACCET ¢ OEAI xEOE (
9 After the first round, surviving fish return to the start line and some of the hula hoop homes are
taken away. Repeat until there is only one fish left, and they are the winner.
9 11 OA0O1T AGEOGAYd EZ£ UIT O AT180 EAOA EOI A EITTDPO EAT AUY
the play area withou being tagged.

Pacman (3+ participants)

Directions:

1 Pacman is like a regular game of tag, but it is usually played in the gym. This is because players
must stay on the lines in the gym at all timeand move in a linear form like a game of Pacman
would be played in an arcade.

1 Atagger will chase people down while staying on the lines.

1 Participants must all stay on lines as well and once they are tagged, they sit down and become a
blockade.

f Last person standing wins.

]

Tails (3+ participants )

Materials: pinnies

Directions:

Each person takes one pinnie and tucks it into their back pocket, so it looks like a tail.

There is a leader stationed with a box of pennies to the side of the field.

0OAOOEAEDAT OO AOA ET OOOOAOGAA O OPOAAA 10600 AOI OI
OEA PAOOEAEDPAT OO I 66O OOU O1 OOAAT AAAE 1T OEAO0BSO
1 Each time someone steals il or loses a tail, they must run as fast as they can to the leader to

get a new tail or drop off the one they stole.

1 The game can keep going until participants get tired or lose interest.

A

=A =4 =4 -4 -4
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Tunnel Tag (3 + participants )

Directions:

Tunnel tag is a vatii@n on freeze tag.

In freeze tag, kids "freeze" in the position they are in when tagged.

In tunnel tag, someone has to crawl through a child's feet to "unfreeze" them, so they can rejoin the
game.

=A =4 -4 =

Animal Party (4+ participants)

71 Directions:
1 All participants sit in a circle with one person starting as 'it' in the middle.
1 Everyone picks an animal that they will become in the game. The game starts with someone as a

target, they pass the target by saying their animal and someone else's animal.

1 Once the tagger gets the target they switch spots (tagger goes into the circle and target becomes
tagger).

1 If the tagger sits down before restarting the game they are still the tagger and the target goes
back in the circle unless they sit down before stding the game. EXAMPLE: Dog to cat, cat to
giraffe, giraffe to... (if the tagger tags the person who é&giraffe that person goes in the circle)

Bamba (4+ participants )

1 Materials: 1 dodge ball

91 Directions

9 Participants stand in a circle, with somespace between each
person

9 One participant goes to the middle

1 The middle person closes their eyes and counts to fifteen,
putting one arm up straight after 5 seconds, the second arm up ‘ J J

after 10 seconds, and slapping their hands together above their
neadsanco Al 1 ET1 ¢ 61 -"15 46 po oAl @@ @@
1 Meanwhile, the group is passing the ball from person to person.
T 7EAT OEA 1 EAAT A PAOOIT UAITO O"!-"1hd xEI AOAO E/
and the middle person takes their spot, sitting down with their legs atin front of them.
9 This continues, and people near the participants sitting down must jump over their legs in
order to pass on the ball each round.
9 This continues until there is one winner.

13



Fruit Salad (4+ participants )

9 Directions: o

f Line participants up on one side of the gym or playing field. Assign
each of them the name of a fruit (Apples, bananznd grapes)

1 Aleader stands in the middle and calls out the name of one of the
fruits. All players with that name try to run to the other sice
without being tagged.

T 7EAT OEA 1 AAAARAO AAI 1O 1006 06&0C AGAoOUT 1
1 The last surviving fruit wins
Horses, Knights, and Cavaliers (4+ participants )
9 Directions:
9 Participants are told to pair off.
1 Explain the three different positions(horse: one partner
goes on all fours on the ground as a horse while the othel
pretends to be riding them, knights: one partner kneels
on one knee while the other sits on their knee and puts
OEAEO OOxi1 OA6 ET O OEA AEC A PAOOI

other in the air, or pretends to)

1 Have participants walk all over a designated area,
ensuring that partners are not sticking close to one
another.

1  When you call out one of the three positions, partners
have to find each other and get in the positions as fass ¢hey can.

1 The last team to successfully get into each position is out and can help you call out the positions.

1 Make sure to give a few practice rounds.

Huckle Buckle (4+ participants )

1 Directions
1 All participants find a partner
9 Participants line up, one partner on one line, another partner on a line any distance away, facing
each other.
T 4EA 1 AAARO UAIT 1O 106060 O(OAEI A AOGAEI A6 AT A A AT AU
ETAAe 1T 0 OAI AT x O AAOo6(Q
9 Partners run to meet each ther halfway, join their body parts, hold the position for three
seconds, and then run back to their spots.
1 The last to make it back to their spotgre out and helps the leader come up with new body
parts to call out, or they can act as judges.

14



Key Pad (4+ participants )

Materials: Ice cream topgor any circular object) numbered 1-30, rope

Directions:

Ice cream tops are placed within the rope.

Participants are split into two teams.

Team A is timed while they try to hit all 30 ice cream tops. The cdids, two people cannot each

in the circle to try to hit the same ice cream top or the team has to start over. One person cannot
tap two ice cream tops in a row.

1 Once Team A is done and timed, Team B gets the chance to beat their time.

1 This can continue ér as many rounds as you like.

= =4 =4 =4 4

Non-violent red rover ( 4+ participants )

Directions:

Participants are split up into two equal teams. Each team stanth a line, facing the other team.
Participants put their hands out in front of them, palms up

AAAT ' 2AATRDOAO 2AAR 2AA 2EOAORh xA AAT1T
At this time, the member from the other team who was called ovetns to the other team and
sneily slaps the hands of someone

= =4 =4 =4 =9

Picket Fence (4+ participants )

Directions:

One participant is chosen athe tagger, another as the runner.

Everyone else is placed shoulder to shouldefacing alternate directionsin a straight line.

The tagger and runner run around the circle, the tagger trying to tag the runner.

The tagger can tap someone from the picketriee from behind, and that person becomes the
new tagger.

1 If the tagger is successful in catching the runner, the runner becosithe tagger and vice versa.

= =4 =4 4 =9

Pool Noodle Hockey (4+ participants )

1 Materials: Pool noodles cut in half (two different colors with gual numbers of each), ball or
puck, something with which to create goals

9 Directions:

9 Use your pool noodles as hockey sticks, with the
color of the pool noodles designating who is on
which team.

9 To keep things simple, use the same rules you
would for soccer, but using the pool noodle as a
hockey stick to move the ball/ puck

1 Offensive playes only allowed in the defensive red
zone for five seconds at a time (red zone being 15
yards from the goal)

15



Stalking (4+ participants)

Materials: Twigs or small object

Directions:

Get all participants together in a circle and decide on one person to thes 'prey'.

The person who is the prey will sit with their legs crossed with a pile of twigs in their lap.

The other participants are then the 'predators'. The prey will close their eyes while the
predators sneak towards the prey (the end goal is to s& one of the twigs from the preys lap).
The prey will need to use their hearing to listen for the predatorasmovements and can point out
the predators (without opening their eyes).

1 The game ends when every predator has a twig or the predator has lost all three of their lives

= =4 =4 =4 4

=

Angel/Secret Agent (5+ participants )

9 Directions:

T OAOOEAEDPAT OO AETT OAh ET OEAEO E i TA O 1
O1T T ATTA O ARCKHERED OOAAOAD

1 Once the leader says go, participants need to keep directly in betweer
their angel and secret agent, while everyone else tries to do the same.

Salt & Pepper (5+ participants )

{ Directions: SALT AND PEPPER

I Select someone to be a big shaker and have everyone eisd . .
partner and stand backto-back, elbows linked.

T 7TEAT OEA AEC OEAEAO AAI1 O 1060 APDBDAOR 3
break arms and scatter as the big shaker tries to tag someone .
before they can link arms with a new partner. Anyone tagged

becomes the next Iy shaker.

9 Alternatives: 1. Increase the number of big shakers or the number of people who can link
together. 2/ Designate half the group as pepper and half as salt. Tape a white or black piece of
paper to their short and only salt and pepper can pair umo salt and salt or pepper and pepper
combinations allowed.

16



Chuck the Chicken (6+ participants )

1 Material: 1 rubber chicken or 1 rubber trout

Directions:

Participants are split into two teams.

Team A stands in a straight line, passing threbber chicken/ trout over

and under, over and under until it gets to the back of the line.

Meanwhile, Team B is formed in a circle with one person running

around the outside of the circle. Each time the runner runs one full lap o

the circle, Team B scorga point.

9 7EAT OEA AEEAEAT T O6O01 66 CAOO Oi s |
O#(5#+ 4(% #()#+%. Ao 10 04 (217 400 L

9 At this time, Team B runs to grab the chicken/ trout and begins to pass it over and under while
Team A forms a circle and beginsunning to score points.

1 Eachtime Team A or B is required to do the laps around their circle, a different person must do
the running.

1 You can make this game go as long as you like; 10, 20, 30 points, etc.

= =4 =4

=

Rocks (6+ participants )

1 Materials: Hulahoops, beanbags

9 Directions:

9 Participants are split into two teams.

1 There is a rope splitting the field/area in half.

T AAE OAAI EAO A EOI A EiT1TBb AO OEA AAAE 1 E
hoops must have the same number of objds in them to start.

T 4EA Cci Al EO OI OAAAE OEA EOI A EITB AO OEA
retrieve the beanbags, etc. and return to your hula hoop without being tagged.

A participant can only be tagged whethey are on the oppdd ET ¢ OAAI 8O0 OEAAS

1 If tagged, participants must drop their beanbag and it
is returned to its proper hula hoop.

1 Once a participant is taggeghey are frozen in that
spot and must sit down until a teammate saves them.

1 A person can be saved only if a teammatomes to
retrieve them and tags them without being taggers
themselves.

1 A participant cannot save a teammate and retrieve a
beanbag in the same runthey must choose one or the
other.

1 The game goes until one team has all of the beanbags in theildhoop, or an entire team has
been tagged and is frozen.

17



Steal the Bacon (6+ participants )

T - AOGAOEAI1 09 /TA TAEAAO OI OOCOAAI G

9 Directions:

9 Divide the group into two teams. Everybody on Team 1 gets a number and everybody on Team
2 gets a number.

1 Both teamsface each other about 120 yards apart.

1 The leaders call the number and both of these people have to race out and grab the cone and

run back past their line without getting tagged|f they get past the line, they are awarded a
point.

18



Indoor Games

Body Language (2+ participants)

T
1
T
1

1

Directions:

We all know the drill when the '70s song "Y.M.C.A." comes on the radio.

Take a cue from the Village People and show your kids how to form letters with their bodies.
Have them work together to create lettes or form their names or short words, either in a
standing position or lying flat on the ground.

Snap pictures of their letters so they can see how great they look.

Catch with a catch (2+ participants )

T
T

T

Directions:

Have each player toss a beach ball into the air and try to touch his nose or higre the other
players before the balls drop.

Make the challenges harder as you go along.

Color Walk (2+ participants)

1
T

Directions:

Have your child gather sheets of construction paper ‘ L A . -~ ‘

or a stack of mismatched hand towels and lay them - - ‘ @D -
: L A

down in a path all through the house. (To keep them _. =

from slipping, tape down the construction paper or b . 4 . v

towels with painter's or masking tape, whichwont @ @®@ OO0 ©

ruin your floors.) \ N

Tell them to keep colors separate, so there won't be, ¢ ’ . ® veE ‘

say, three sheets of red paper in a row.

/I'TARA OEAUBOA AT 1T Ah OEA AEAITTATCA EO 114¢q #AI1
only on certain colors? Can they make it from @end of the house to the other, stepping only

on blue and red? Can they manage it on all fours, or by hopping?

Crab Carry (2+ participants)

)l
1

1

Directions:

Show your child how to walk like a crab: hands and feet on ,'
the floor, stomach facing up.

Once they can do it, give them a goal. They can balance son 4
beanbags on their belly and move across a marked finish line %/ A .
or gather some wayward toys and move them to their room. @ ' @
(Don't mention that he's helping you clean up!) :

Which is faster: carrying ore toy across the room at a time,

or a whole pile at once without spilling?

a )
v
L'Ngy
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Crambo (2+ participants )

= =4

Directions:

One player begins the game by saying, "I am thinking of something in the room that rhymes
with . . 0

The others then ask questions to figure @t what it might be.

The one that guesses it correctly goes next. Expand the boundaries as needed.

Giants, Wizards , and Elves! (2+ participants )

Directions:

Split the participants into two teams and put them at opposite ends of the play area. Traka
will be designated as their safe zone.

Each team gets into a huddle and decides as a team whether they will be giants, wizards, or
elves.

Giants put their hands over their heads, wizards put their hands out straight in front of them
wiggling their fingers, and elves make pointy ears on their heaavith their pointer fingers.

Once teams have decided their characters, they come up to the center spot and line up face to
face. On the count of three, everyone does the action that corresponds with their ted O
character.

Giants beat elves, elves beat wizards, and wizards beat giants. The team that is the winning
team chases the other team back to their safe zone, trying to tag as many members of the other
team as possible before they reach their safe zone.

The members from the team that gettagged become part of the other team. The goal of the
game is to get all ofthe participants on your team.

Group shoe tying ( 2+ participants )

=

Materials: Laced shoes

Directions:

Have children pair up in twos, withat least one
participant from each pair wearing laceup
shoes.

When the leader says go, using one hand from
each participant, the pair has to try to tie the
shoe. It is harder than it sounds!

Once everyone has had a practice round, have
pairs wander aroundthe play area and find
other pairs to race. Once a pair has lost a shoe
tying race, they are out and have to follow around the pair they lost to, cheering them on.

If a pair wins the race, they continue to wander and find another pair to race.

Keep goinguntil there are only two groups left, and everyone else is cheering the groups on!
The fastest shoe tying pair wins!

20



Jimmy Jimmy Woo (2+ participants )

Description:

The person in the know will hold up a hand (doesn't matter which hand and it doesn't matter if
the palm is towards them or not) and touches each finger in their hand starting at the pinky
saying Jimmy Jimmy Jimmy Jimmy woooo0 Jimmy (reverse) woooo Jimmy miynJimmy
Jimmy(the wooo is when you get to the area between the pointer finger and the thumlyou
slide your finger down the pointer finger and up the thumb). Then cross your arms and
challenge someone else to join the club.

The goal is to get the peopl& try and try this over and over again changing the hand they use,
the position of the fingers, etc trying to join the club until they finally realize that they need to
cross their arms at the end.

Once you are down to a few people not in the club stamaking the arm-crossing more and
more obvious so they finally catch on

Patience (2+ participants )

=A =4 =

= =4

Materials: 1 pack of cards

Directions:

Each team is given a suit of cards from ace to ten.
The ten cards for each team are laid face down
randomly on a talde in front of them.

One at a time, the players run up and turn over a card.
If it is not the ace then they turn it face down again and

run back to their team and the next player has a go. -

When the ace is turned up they can lay it face up at the 31 ! ,
front of the table and then run back to let the next Tt & at —
person go. .

The next card needed is two and so on. o 7

Play continues until one team has all its cards turned
face up in the correct order.

Speedread (2+ participants )

)l
1

1

Directions:

Turbocharge storytime: Choose avord that will be repeated often ("green," for instance, if
you're reading Green Eggs and Hajn

Have your child stand up or sit down eah time they hear it.
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ABC Basketball (3+ participants )

Directions:

This game should be played by a basketball hoop.

Children sit in a large circle and pass the basketball around

the circle (like hot potato) while singing the alphabet.

1  Whoever has the ball when the group gets to the letter Z
must go to the basket and try to make a shot.

1 If the player makes the shot, tikey take their seat in the circle.

If they miss it, they are out of the game.

T
1

Animal Charades (3 + patrticipants )

9 Directions:

1 Write the names of various animals on slips of paper and drop them into a bowl.

9 Take turns choosing a slip and acting out the animal (try it with no sounds for a real challenge)
until someone guesses correctly.

Balloon pop (3+ participants)

9 Directions:
9 Tie a balloon to each player's right leg with a threéoot length ,
of string. /
1 When everyone is outfitted, assemble the kids in the garage o >
a room with lots of open space.
1 The goal is to pop the other players' balloons by stomping on
OEAi8 /TAA A EEA2O AATITTT11 Eu vivvaan ucAUBOA T ¢
1 Loud, wild, fun. (Have them pick up the bitsfdballoon left on the floor afterward. They're a
choking hazard for little kids.)

Blind Cow (3 + participants )

Directions:

All players sit in a circle facing the center.

One person is blindfolded and is the "Blind Cow."

The "blind cow" should be spuraround and then brought to the center of the circle.

A bell should then be passed around the circle and rung.

The "blind cow" will then follow the sound of the bell. The game leader points at the person
who should stop the bell.

1 The "blind cow" now hasto guess who is holding the bell (by pointing). If the person is right, the
chosen person becomes the cow in the next round. If they are wrong, they have to go again
(until they guess right).

= =4 =8 =4 -4 9
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Catch, Don't Catch (3+ participants )

=A =4 =8 =4

Directions:

Onepersongoes into the middle of the circle with a ball.

Theywill go around the circle sayingoatch or don't catcléto the group.

If a person catches a ball and the person in the middle said don't catch they are out and vise
versa.

As thegroup gets better speed it up, the last person standing is the new middle person

Dream game (3+ participants )

T
1

Directions:

Have one person who has never played the game before leaythe
room. Let them know the group will be coming up with a dream and
they will have to ask yes or no questions to guess the story.

7EEI A OEA 1T OEAO PAOOIT EO ¢iTAn O xEI I

actually come up with a story. Instead, they come up with an order of

how many times they will say yes or no (example, yes three times, no

twice, yes three times, no twice, and so on)

When the person comes back in the room, they can start asking yes or no quessiofhe group
will call out yes or no together based on the pattern they decided. To make it extra hilarious
participants can pretend to ponder some questions before saying yes no.

Face Charades @+ participants )

Materials: Paper, pen, hat

Directions:

Before you begin, have each person write three or four emotions on different pieces of paper. If
Ui 06 0A ATETC EO xEOE A Ul OIcCAO coOi 6p Ui O AATl
Fold them up, and pit them into a cup or hat.

Each player takes a turn drawing emotion out of the cup and then acting it out for the other
players. This must be done without making any sound and without moving any part of the body
AgAADPO &£ O OEA £A Adb hakd, &m,EedoAdthsr badfEmrotmdasd OE CE O
Examples: Happiness, sadness, shyness, surprise, hunger, anger, love, confusion, fright,
sleepiness, disgust, boredom.
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Hand Slap (3+ participants )

T

Directions:

All participants kneel onthe floor and put both hands on
the floor in front of them.

Everyone should place their left hand under the arm of
the person to their left. This way, everyone should have
two other hands between their own two hands.

One person starts a pulse by slapping one of his/her
hands onthe floor.

This is passed around the circle in one direction with
each hand slapping in turn.

If someone slaps his/her hand twice in succession, then the direction gets reversed.

If someone bounds a fist on the floor the pulse humps skip a hand.

A hand isout if the person hesitates or slaps when it is not their turn. A person is out when both
of his/her hands are out.

Try to speed up the game towards the end by punishing hesitations severely.

Flinch ( 3+ participants )

= =4 =9

=a =4

Grandma's Underpants ( 3+ participants )

Directions:

Start with a ball or arolled-up sock or bandana.

One person (the flinch master) stands in the middle of a circle created by everyone else (group
size is n/a).

The people making up the circle should stand about-80 feet away from the flinch master.

The flinch master tossestie ball, or sockor whatever to each person in the circle in no
particular order.

This is an elimination game, in order to get the people out the flinch master tries to get them to
flinch by pump-faking a throw.

The people in the circle stand with theirarms crossed over their chest and are eliminated if
they flinch when the ball is not thrown to them or if they drop the ball.

The ball must be thrown underhand and people playing will determine if a dropped pass is a
good throw or not.

The last person sanding becomes the new flinch master.

Directions:

Have the group sit in a circle. One person is "it" and
stands in the middle of the circle.

The people on the outside of the circle ask the "it"
guestions. The only thing the "it" can say is "My
grandma's underpants.”

The object is to try to make the "it" laugh. When
someone makes the "it" laugh, they become "it".
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Group Knot (3+ participants )

T
1
1
T
T

Directions:

Have the campers stand in a tight circle, with their hands in the center.

Then have them grab other hands at random.

The puzzle is for the whole group to work together to get themselves untangled.

311 AGET AO Ui 6611 £ET A OE dntalleClckes. COT OP EAO A1 O AA

Ha Ha Ha! (3+ participants )

1
T
T
T

T

Directions:

(AOGA AOAOUITTA TEA Ei A AEOAI A xEOE AAAE 1 OEAO0BO
/T OcCcidéh OEA A£E OOQdnd tieAiOnwilibé repedtet dne 16y Brie Slddkvige( | &
around the circle. Whé U1 & Al OEEO AOAOUIT 1 AEDA BAAADI AOODARI
4EAT UI &6 OET 66 Ox1 O(! (18608 AT A cCci AOT 61 A8 #11 ¢
O(! 80OAB

3AA EZ£ UIT 6 AAT CAO O6bp O pm (! (180 xEOET OO0 AOA[

How long is a minute? ( 3+ participants )

Directions:

Tell the participants that you are going to time a minute on your

watch.

The participants must raise their hand when they have counted a

minute in their heads.

The closest one is the winner.

Alternative: split participants into equal groups. Set the amount of

time they need to count to based on thirty seconds per group

member. Have the participants hold hands and decide who is going to start first.

Once the leader says go, the first participa will estimate their thirty seconds. Once they think

EO EAO AAAT OEEOOU OAATT AOh OEAU xEI1 ONOAAUA OF
AT 01T 6 AT A ONOGAAUA OEA 1TA@0O PAOOI T80 EAT A AEOAO (
The last person will stand up aftettheir thirty seconds up. Whoever stands up the closest to the

designated amount of time wins the game for their team.

Hula Hoop Pass (3+ participants )

=A =4 =4 -4 -4

Materials: 1 hula hoop (or two, if doing teams)

Directions:

Participants are told to stand in a circleholding hands.

4EA 1 AAAAO AACET O PAOOET ¢ OEA EOI A ETT B AOI OT A (
If you want, do this in teams and make it a race or time them and see if they can beat their

scores.
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Materials: Stuffed animal

Directions:

Select a participant to be the lion and have them sit with their backs

to the other players at least ten feet away.

Put the stuffed animal behind the lion and have the lion pretend it is

their cub. o

1 Have the other partcipants take turns sneaking up behind the lion
to try to steal the cub.

9 If the lion hears the person sneaking up it can roar and then turn around. If the lion has caught a
participant, that person then becomes the lion and they switch places.

9 If there isno person there when the lion roars then the lion remains the lion and the game
starts again.

= =4 =4

=

Pass the Pebble (3+ participants )

1 Materials: A small pebble
9 Directions:
91 All players stand about while one goes around pretending to drop a pebble into the hanofs
each of the players, who hold their palms together.
 When the pebble has beepassedA OT 01T A OEA CcOlI O AT A EAO AAAT 1 AR
one who has it slyly slips away and rusfor the goal previously determined by the group, and
all try to catch them.
1 The one who succeeds passes the pebble in the next round. If no one succéedatching the
player, that player passes the pebble in the next round. HINT: Ask players to spread out so no
one knows who holds the pebble.

Quiet on the set (3+participants )

1 Directions:

1 All the participants have to be completely silent. Anybody who
makes noise is out.

1 Leaders walk around and try to get them to talk. Try asking
guestions to throw them off guard to get them to talk!

Signal (3+ participants )

Directions:

Participants sit or stand in a circle

Each participant chooses a motiormovement, hand sign, etc.

The goal is to pass the movement around the circle using signals

To receive a signal, the participant must do their signal and then do the signal of someone else

in the circle to pass the movement on.

This continues until someonemesses up, and that person is out (or if you want the game to last

1TT cAOh OEAO PAOOIT EAO O1 Al OI T AGEET C OEIT U T«
the game continues until there is one winner.

=A =4 =4 -8 4

=
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Syllable Name (3+ participants )

=

Directions:

With the group standing in a circle, have the participants each choose an action for every
syllable of their name(e@ Al Bl Aqd %l OEO EAO ¢ OUI 1 AATl AGh O1 OEA
EEO ZET CRAOO &£ O OOEOO

Once Elvis has done his action while sag his name, the whole group repeats.

I FOAO OEA ¢1 A PAOOTT AT AO OEAEO 1T AI AbndéwbR xET 1 A
unOET AOAOUTTA8O ATT A EOS

Zip Zap Zop (3+ participants )

=A =4 =9

=A =4

Directions:

The first player claps their hands, say®: EBech AT A BT ET 00 AO AT 1 OEAO DI
The player that was pointed to must immediately clap and point at someone else in the circle

j ET Al OAET ¢ OEA DPOAOEI 60 PI AUAOQh OAUEIT ¢ O: Abe 8
The third player continues the pattern, this time using the word: | B¢ 8

4EA PAOOGAOT T &£ x1 OAO OAPAAOOKh CiIETCd O: Ebech O: At
If anyone hesitates or says the wrong word, they take a strike. Three strikes and a player loses,

which ends the round.

Try to play the game with some speed to increase théances of a mistake.

If they say the name correctly, the "It" continues going to other people in the circle. If they make

a mistake or don't say the name in time, they become the new "It."

Bippity Boppity Boo ( 4+ participants )

Directions:

Everyone stands or sits in a circle with one "It" person in the middle.
The "It" then walks up to a person and says either "Me, Bippity
Boppity Boo," "You, Bippity Boppity Boo," "Left, Bippity Boppity
Boo," or "Right, Bippity Boppity Boo."

If the "it" person says "Left, Bippity Boppity Boo," then the person
must correctly say the name of the person to the left of them before A
"it" person finishes saying "Bippity Boppity Boo"

If they say the name correctly, the "It" continues going to other
people in the drcle. If they make a mistake or don't say the name in
time, they become the new "It."
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Blind Grid ( 4+ participants )

= =4 =4 4 -4 4

T

Materials: Masking tape, pen/marker, paper

Directions:

Set up a grid with any given number of squares.

Create a map with apecific route from one end of the grid to the other.
Participants go one at a time, trying to make their way through the grid one square at a time.
If a participant is correct, the leader says nothing, but if the participant steps in an incorrect

spot the leader send them to the back of the line and letthe next child try.
This continues until someone is successful in getting the entire way through the grid.

Bob The Weasel (4+ participants )

=

Directions:

One member of a group steps into the center tie group

who arecircled around that member.

The outside group put their arms around eaclother as in a

huddle and pass an object around the outside of the circle.
the person on the inside of the circle must try to guess who
has the object while turningslowly and the group is jumping

and repeating "Bob the Weasel keep it goin' keep it goin™.
If the person inside the circle has their back turned to the person in the circle with "Bob" that
circle member may hold up the object and everyone would say "l\wahe weasel,
| saw the weasel" and then return to the original "Bob the Weasel Keep it Goin' keep it Goin™
When the person in the middle correctly guesses who has the weasel, the person holding the

weasel goes in the middle.

Ducks and Cows (4+ particip ants)

o Aj x

91 Directions:

i Thisis a great way to divide a large group into
two smaller groups.
1 Players close their eyes while one person goes
around tapping them on the shoulders designating
them either a duck or a cow.
1 On a given signal, players keefheir eyes
closed and must find other members of their duck

OAAI
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Honey, Do You Love Me? @+ participants )

= =4 =4 =4 4

=

Directions:

The participants sit in a circle.

/ITA PAOOEAEDPAT O EO AET OAT O
AEA DPAOOI TAGESG &EA ADEIGKA Al OA ET OEA
4EA DPAOOIT 106006 OAOPITA O(CTTAUR )
this without smiling!)

y £ OEAU AAT Al EO xEOEIT OO0 Oi El ET Cch rduidhheDAOOT T x
room, until someone smiles.

4EA PAOOIT xEI OIEIAO AAAT T AO OEA 1T Ax OEO638

4EA PAOOIT xEI EO OEO6 AAT OOA xEAOAOAO OEAAOOE!

silly voices, to get the other person to smile.

Indy 500 ( 4+ participants )

=A =4 =4 =8 -4

Directions:

The group should be sitting in a circle and numbered-4.

Give each number a name of a car. (ex. 1's are Porches, 2's are Ferrari's... etc)

The game leader calls a car name and those cars havgéb up and run around the circle.

The first person back to their spot wins.

There is a twist to this game. The cars can have things wrong with them as the leader chooses.
Some ideas areFLAT TIRE (Hop around on one foot), RUN OUT OF GAS (Crab Walk)BIJR
BOOST (run around), NO MUFFLER (noisy!)...etc

One Frog (4+ participants )

Directions:

Everyone gets in a circle and sits crossed legged.

One person will start the beat, and everyone will continue the beat by patting their hands on
their laps. Thebeat will continue throughout the

game.

The chant for this game is ONE FROG, IN THE WATE!
KERPLUNK. The first person will start by saying ONE
FROG on the beat. The person to the left of them wiill
say IN THE WATER, the person to the left of them will
say KERPLUNK.

After the first three people say this it goes TWO
FROGS, TWO FROGS... the game continues with eacl,

part of the chant being said the number of times as there are frogs.

When a person makes a mistake, they are put in the middle to distract theher players. Each
player can only say one part of the chant at a time. The beat should stay the same throughout.
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Pass the Parcel (4+ participants )

Pipety -Pop (4+ patrticipants )

1
T
T
1

1
1

Directions:

Children form a circle on the floor, sitting close to one another.

Someone who is not irthe game turns on some music and the children start passing the parcel
around the circle. At random intervals, the music person will turn off the music. It is very
important that the music person NOT see what is going on in the circle! Their back shouldtbe
the circle.

As long as the music is playing, the players pass the parcel. When the music stops, the person
who happens to be holding the package tries to open it. As soon as the music starts up again,
they must pass the parcel along again, keeping tlgappings as intact as possible.

Only when the music stops can wrapping paper be removed.

Directions:

The person who opens the gift gets to keep it.

Players sit or stand in a circle, and "It" is in the middle.

He points his finger at someone in the circle and says either
"Pipety-pop," or "Popetypip."

If Pipety-pop is said then the player that is pointed at must say
pip before the entire phrase is said by the pointer.

For Popetypip, the person must say pop befa the phrase is finished. If they do not say the
correct word or do not say it in time then they become the person in the middle.

Pterodactyl ( 4+ participants )

= =4 =8 -4 -

Directions:
All participants sit in a circle
Players are not allowed to show their teeth

47 OBOAOBh OEA AEOOO PAOOEAEDPAT O OAUO O0O6AOI AAAODL
4EAO AT 1 OET OAO AOiI 61T A OEA AEOAT A O1 6EI O1 i1 AT 1T A <

changes direction.
If you, laugh or show your teeth at any point, you are out

Question Game (4+ participants )

Directions:
Arrange the group in a circle.

In order, each person asks anopeAT AAA j AAT80O AA AT OxAOAA xEOE OU/

person to their left.

Instruct everyone to remember the question that they asked and the answérey gave to the
guestion they were asked.

Those are now the only 2 phrases each person can say.

Instruct everyone to get up and sit next to someone new in the circle.

Then you will go around the circle and people will ask their originatjuestions, and give their
original answers, regardless of their question.

It is funny to listen to how it comes out in the end.
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Rhythm Game (4+ participants )

1
1
T
1

1

Directions:

Everyone is in a circle. One camper closes their eyes or steps out of them.

The leader chooses a secret leader. Be sure to choose quietly so the "guesser" can't hear you.
Theleader begins an action such as snapping fingers, patting the tummy, or slapping knees, and
everyone in the circle imitates the Leader.

The guesser eturns and tries to figure out who the leader is within three guesses. As the
guesser looks around, théeader should change the action without being detected.

Telephone (4+ participants )

T

T

Directions:

Have children sit in a circle.

The leader comes uvith a simple sentence and whispers it in
the ear of the person to their right.

That person is then instructed to whisper the sentence to the
next person, and so on until the story makes its way the entire
way around the circle.

The last person is asked tsay the sentence out loud, and the
leader then says what the sentence was originally.

Chances are, it will be different.

N

#EEAEAT h #EEAEAT h 7 5k gadcipgitsQ OEA #EEAEAI

T

Directions:

ITA PDAOOIT OOAOOO0 AU OBABEN £LOq AORE RADAIARA T # DEAE O # 1
4EEAEAT e

01 AUAOO 1 60606 CcOAOGO xET EAO Oci 66 OEA AEEAEAT 8

To have the chickenthe player must say phrase STARTING WITH A CLEAR OF THE THROAT.

This can be done rather inconspicuously at first and much more dramatic asople begin to get

frustrated from not being able to figure out this game.

Players can make whatever motions they want and say the phrase however they want.

Cobbler, Cobbler (5+ participants )

T

1

1

Directions: Campers sit in a circle and begin to sing th&ong:

Cobbler, Cobbler where's my shoe

Have it ready by hatpast two

If by halfpast two it can't be done

Have it ready by halpast one
The counselor takes one of their shoes (or something else) and passes it behind their back to
the person next to themThis continues around the circle.
One camper is sitting in the middle of the circle with their eyes closed. When the song is sung
through once, the shoe stops in the circle angveryone has their hands behind their backs. The
camper in the middle tries to guess where the shoe has stopped. They get three guesses, then
you choose someone else to go in the middle.
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Evolution ( 5+ participants )

= =4

Directions: (Every group member must knowhowtob1 AU 021 AEh 0ADPAOh 3 AEOOI
%OAOUTT A OOAOOO AO AT Acch AT A xAAAT AO AOT O1T A O/
AT 1T OEAO Acch OEAU bPiI AU 021 AEnh 0ADPAOh 3AEOOI 0056
The winner will evolve into a chicken, and hop around making chicken noises until they @n

AT 1T OEAO AEEAEAT O DI AU 021 AEB8h O0ADPAOR 3AEOOI 00«
The loser will become an egg again; an egg is the lowest species one can be.

The winner of the chickens will become a dinosaur

The dinosaurs walk around trexes and roar until they find another dinosaurt B1 AU 021 AEh
0OAPAOh 3AEOQOI 006

The winner of the dinosaur match becomes an ultimate being. Ultimate beings walk around

OAUET ¢ O51 OEi AOGA AAET ch 51 OEi AOA AAET CAo

The loser of the dinosaur match becomes a chicken again.

Once an ultimate being has wotheir final match up, they can decide to remain an ultimate

being, or try their luck and continue to match other ultimate beings.

Hazoo (5+ participants)

Choose someone to be it and divide the group into 2 parallel lines.

The person who is it mustwalk down the column without laughing or smiling. The rest of the
people try to make the person laugh without touching them.

This game can also be done in a circle and the person in the centre can be put in the hot seat.
Specific questions can be asked drif successful they become the Grand Pooba.

Human Taco (5+ participants )

Materials: Sticky notes, markers.

Directions:

Stick labeled note cards (with one taco ingredient for each group) on
OEA AAAE T £ AOAOUI T AdmintedBrEaO 08  §
notecard)

Have each player mingle around asking yes/no questions to find out
the taco ingredient that is on their back.

Explain the correct order of ingredients in a Human Taco: Shell, meat, cheese, lettuce, tomato,

salsa, and give the startici | AT A O0) 81 EOI COUA , A6s0O AAOGA 2081 A
Each individual must find out which ingredient they are and then find enough to form a

complete Human Taco.
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| am in a Triangle ( 5+ participants )

9 Directions:
1 The leaders should both know the trickoefore the start of the game.

9 /T A 1TAAAAO AAT OAU O)8i 1T AEETC A OOEATCI A xEOE ¢
names of group participants).

9 4EA NOAOGOEI 1T Ui 6 AOE OEA PAOOEAEDPAI 6O EOd O7EI ¢/

1 The trick is,whoever talks first, after this question, is who the triangle belongs to!

1 You may have to repeat it several times before the delegates catch onto the pattern.

Peek-A-Who (5+ participants )

1 Materials: one large blanket
9 Directions:
9 Split participants into two even groups and send them to opposite sides of the room
1 Hold up a large blanket between the groups so that each team cannot see each other
1 Have a member of each team quietly move up to the blanket
1 On the count of three, drop the blan&t so that each of the selected members are facing each
other
T 7EAT OEA Al ATEAO AOiI POh xEI AOGAO OAUO OEA 1T OEAO ¢

the other team.
1 The goal for each group is to get all members on their side of the blanket.

Wink Mu rderer ( 5+ participants )

Directions:
The player sits in a circle facing each other.
One player, the detective, leaves the group so that they cannot hear or see the group.
One of the players in the circle is chosen to be the murderer.
The players aretold that if the murderer
does a certain thing (i.e. wink or a hand
signal) to them they are dead.
9 The detective comes back to the circle
where they must guess the identity of the
murderer before the entire group is killed.
1 The detective only has &ertain number of
guesses before the murderer gets away
with the crime.
1 Once the murderer gets away with it or
gets caught, choose a new detective and
murderer.

=A =4 =4 -4 4
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Impulse ( 6+ participants )

Materials: 1 object

Directions:

Players sit in two lines holding hads, facing away from the other team.

The leader sits holding the hands of the first player in each line.

When both lines are ready the leader squeezes the hand of one of the players.

That player squeezes the hand of the person next to them, then that pemssqueezes the next
person's hand and so on.

When the squeezes get to the person at the end of the line the last person grabs the object.
Whichever team grabs the object first wins.

= =4 =4 4 -4 4

=

Mafia ( 7+ participants )

91 Directions:

The leader of the game (thetoryteller) asks everyone in a large circle to close their eyes

1 While their eyes are closed the leader chooses2Mafia members depending on the size of the
group

1 The leader instructs for only the Mafia to open their eyes, see who they are partnered wijitecide
one player to eliminate (without talking), and Mafia closes their eyes

1 The leader will instruct everyone to open their eyes and announce who has been eliminated by the
Mafia

1 The whole group begin to speculate who the Mafia are and collectivelyelgroup will decide on one
PDAOOIT O AT EIETAOA )£ A OTATEITOO AAAEOCEIT AATGC

1 They return to sleep when someone has been eliminated and the game continues in the Mafia wakes,
Mafia decides to kill, Mafia sleeps, everyone wakespgp eliminates a personz until the Mafia have
all been found or all the townspeople have been eliminated

=

Escape From the Monsters (10+ participants)

1 Four monsters are chosen, and they are blindfolded and sat in the middle of a circle that is formed
by the rest of the players.

91 Infront of these Monsters sits on their treasure (keys).
They have bean bags for ammunition.

9 Four monsters are chosen, anthey are blindfolded and sat in the
middle of a circle that is formed by the rest of the players.

1 Infront of these Monsters sits on their treasure (keys)They have
bean bags for ammunition.

1 The leaders chose one person to go through the circle and geeth
treasure. This person gets 3 monster dactivators (ropes tied
into a circle). These will deactivate the monster if it is put over
their head.

9 The monster can stop trespasser by hitting them with a bean
bag.

1 The players in the circle can help the mortsrs by telling them
where the trespasser is.
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Thumbs up 7Up! (14+ participants )

1 Materials: tables and chairs
Directions:
#E1 1 OA x DAOOEAEDPAT 0O 01 AA OEO8 AEEOOO
Have all ofthe other participants put their face in their arms, laying on the table with their eyes
closed. Have them place one hand on the table with their thumb up.
/I'TAA OEA 1 AAAAO OAUO ¢cih OEA x DAOOEAEDAT OO xEI
thui A AT xT8 /TAA OEAU EAOA DPOOEAA OT i ATTA8O0 OEOI A
room.
1 The participants whose thumbs had been pushed down then stand up and take turns guessing
who pushed their thumb down.Each person gets three guesse$.they do not guess the right
person, they sit back down for the next round.
9 4EA OEOS PAITPIA xEI Al 110 CAO COAOOAA OOAU Ob ¢/
1 The peoplewho guess who pushed their thumb down switch places with the person who
DOOEAA OEAEO OEOI A Al xT AT A AOA OEO

= =4 =4

=
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Water games

Hole in the Bucket (2+ participants)

= =4 =4 =4 =9

=

Materials: 3 buckets, 2 milk/juice containers with 10 holes in each

Directions:

Take 1 big bucket and fill it with water.

Take 2 more buckets and put them down about 20 meters away.

Divide the participants into 2 teams and each team is given a milk/juice container with water
and place it on your head to try and keep as much water as possible in the container.

The frst team to fill their bucket with water wins.

Ice cube melt (2+ participants)

T
T
1
1

Materials: Ice cubes (or frozen-shirts)
Directions:

Divide participants into two equal teams

At a staiting signal, each team picks up an ice
cube (or frozen tshirt) and tries to melt it as
quickly as possible.

Players can rub it betwea their hands or

against other clothes, but they may NOT put it in
their mouths

While they are trying to melt the ice cube or-t
shirt, it should be passed around the team
frequently. No participant should keep it for more than 10 seconds at a time. Playesisould
also keep it off the ground.

If you play with a frozen tshirt, the first team to melt their t-shirt enough to put it on one of
their teammates wins.

Drip, Drip, DROP! (3+ participants)

=A =4 =4 =4 =4

=

Materials: a cup, a bucket of water
Directions:
Thegame is duck, duck, goose! But slightly different for hot days.

(AOA PAOOEAEDPAT OO OEO ET A AEOAT A AT A AAAEAA xEI

4EA OEOS6 DPAOOIT xEI1T xAIE AOT O A OEA AEQAI Ah AOI
OAUET ¢ OAOEDPO6 AOAOU OEIi A OEAU AOI P xAOGAO 11 011/
When they get to the person they want to race, they drop the rest of the cup of water on their

EAAA AT A UAI1T O$2/0A8 4EAO PAOOIT OEAT EAO O 0O¢

spot. Whoever gets there first wins, and the loser becomes the dropper
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Musical Water Balloons (3+ participants)

= =4 =4

=4 =4 =4 4 -4 =4

Materials: Water Balloons, music

Directions:

Just like musical chairs, you will need 1 less water balloon each round (for instanceplayers=
4 water balloons).

Gently lay the balloons on the grass.

Start playing some music and then have the kids walk in a circular motion.

At random intervals, turn off the music.

When the music stops, the kids need to find a balloon and sit on it.

Whoever is left without a water balloon to sit on is out.

The last child left in the game is the winner.

Water balloon hot potato (3+ participants)

T

T
1
T

Materials: water balloons

Directions:

Participants sit in a circle and start passing the water balloon around when the music begins.
When the music stops, whoever is holding the water balloon has to break it over their head!

What time is it blue whale? (3+ participants)

1
T
1

Materials: functioning water hose

Directions:

Basical,;OEA OAI A OEET ¢ AO O7TEAO OEIi A EO EO -08 711 A
that they spray participants with instead of trying to tag them.

I 1T AAAAO OET OI A EAI P OEA DPAOOEAEDPAT O xEI EO OEO
water below the waist.

OAOOCEAEDAT OO AAlIl 10606 O7TEAOG OEIi A EO EO Al OA xEAI
and 10. The other participants will take that number of steps while counting out loud as a

group. This continues until the whale decidest© AODPT T A xEOE 302! 9 4) - %A6
whale will turn around and try to spray other participants while they run back to the otherend

of the field.
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