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

If I Could Be Any Animal ( 2+ participants)   

¶ Directions: 

¶ Have children gather in a circle and one begins 

by saying their  name and telling what kind of 

animal they would be and why. 

¶ %ØÁÍÐÌÅȡ Ȱ(Éȟ ÍÙ ÎÁÍÅ ÉÓ ͺͺͺͺͺͺͺͺͺ ÁÎÄ ÉÆ ) ÃÏÕÌÄ 

be any animal, I would be a _________ because 

ͺͺͺͺͺͺͺͺͺͺȱȢ 

¶ Encourage participants to be creative and to 

come up with unusual animals. 

Alphabet Aerobics name game ( 2+ participants ) 

¶ Directions:  

¶ Have participants stand in a circle and spread out.  

¶ To start the circle, have the first person say an adjective that starts with the letter of their name, 

and their name with a corresponding action (Examples: Bubbly Britt, action- wiggling arms 

around, Jumping Jack, action-jumps up and down) 

¶ !Ó ÙÏÕ ÇÏ ÁÒÏÕÎÄ ÔÈÅ ÃÉÒÃÌÅȟ ÔÈÅ ÎÅØÔ ÐÅÒÓÏÎ ÈÁÓ ÔÏ ÒÅÍÅÍÂÅÒ ÔÈÅ ÐÒÅÖÉÏÕÓ ÐÅÒÓÏÎȭÓ ÁÄÊÅÃÔÉÖÅ 

and name, and do their action. Then they come up with their own set. The person after them has 

ÔÏ ÒÅÍÅÍÂÅÒ ɉÉÎ ÏÒÄÅÒɊ ÂÏÔÈ ÏÆ ÔÈÅ ÏÔÈÅÒ ÐÅÏÐÌÅȭÓ ÓÅÔÓȟ ÁÎÄ ÓÏ ÏÎ ÁÒÏÕÎÄ ÔÈÅ ÃÉÒÃÌÅȢ  

¶ When someone messes up, you start over using new adjectives and actions for each person! 

¶ 4ÒÙ ÔÏ ÇÅÔ ÔÈÒÏÕÇÈ ÔÈÅ ×ÈÏÌÅ ÃÉÒÃÌÅ ×ÉÔÈ ÅÖÅÒÙÏÎÅȭÓ ÓÅÔÓȦ 

¶ 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 remember all of them can go in the 

middle and compete to see who remembers the most! 

 

Beachball Questions ( 2+ participants )   

¶ Materials: 1 beach ball or volleyball with questions written on it 

Ɇ    Directions:  

¶ Have participants form a circle 

¶ The leader starts 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. 

¶ %ØÁÍÐÌÅÓȡ Ȱ7ÈÁÔ ÉÓ ÙÏÕÒ ÆÁÖÏÒÉÔÅ ÔÈÉÎÇ ÔÏ ÄÏ ÄÕÒÉÎÇ ÔÈÅ 

wintertiÍÅȩȱ Ȱ$ÅÓÃÒÉÂÅ ÙÏÕÒ ÁÌÌ-ÔÉÍÅ ÆÁÖÏÒÉÔÅ ÆÏÏÄȱ 
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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 in place 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 they have come up with, have them each sign the 

object with their name. 

¶ Find a prominent location and display your full value contract for the duration of the event. If 

ÄÅÓÉÒÅÄȟ ÙÏÕ ÃÏÕÌÄ ÃÒÅÁÔÅ Á ȰÐÕÎÉÓÈÍÅÎÔȱ ×ÈÏ ÂÒÅÁËÓ ÔÈÅ ÒÕÌÅÓ ÌÉÓÔÅÄ ÏÎ ÔÈÅ ÆÕÌÌ ÖÁÌÕÅ ÃÏÎÔract 

(i.e. wear a funny hat, etc). 

Sucker for statements (2+ participants)  

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

¶ Directions:  

¶ Pass around a bag of candies and instruct each participant to 

take the same number of candies. Make sure to instruct 

participants not to eat the candies just yet. 

¶ The leader will have a sheet that has each color of candy paired 

with a question or scenario 

¶ 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. 

¶ Go around the circle answering the color questions until everyone has used up all their candies 

Tag Swap (2+ participants)  

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

¶ Directions: 

¶ Get children to find a partner 

¶ Have the children make a nametag for their partner. Their nametags should include pictures, 

words, etc. or hobbies, favourite colours, interests, etc. to make a nametag that represents each 

partner. 

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

Two truths and a lie (2+ part icipants)  

¶ Directions: 

¶ 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.  

¶ 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. 
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Would you rather game (2+ participants)  

¶ Directions: 

¶ Have participants make a circle 

¶ 4ÈÅ ÌÅÁÄÅÒ ×ÉÌÌ ÒÅÁÄ ÓÔÁÔÅÍÅÎÔÓ ÓÕÃÈ ÁÓ Ȱ7ÏÕÌÄ ÙÏÕ ÒÁÔÈÅÒ ÐÌÁÙ ÈÏÃËÅÙ ɉÓÔÁÎÄ ÕÐɊȟ ÏÒ ×ÁÔÃÈ 

ÂÁÓËÅÔÂÁÌÌ ɉÓÉÔ ÄÏ×ÎɊȱ ÏÒ Ȱ7ÏÕÌÄ ÙÏÕ ÒÁÔÈÅÒ ÌÉÖÅ ×ÉÔÈÏÕÔ ÉÎÔÅÒÎÅÔȟ ÏÒ ÌÉÖÅ ×ÉÔÈÏÕÔ ÔÅÌÅÖÉÓÉÏÎȱ ÏÒ 

Ȱ7ÏÕÌÄ ÙÏÕ ÒÁÔÈÅÒ ÂÅ Á ÕÎÉÃÏÒÎȟ ÏÒ Á ÆÉÒÅ ÂÒÅÁÔÈÉÎÇ ÄÒÁÇÏÎȱ 

¶ Participants stand up or sit down depending on their answers 

Group Juggle (3+ participants)  

¶ Materials: 4-6 beanbags  

¶ Directions:  

¶ Have children form a circle. 

¶ 4ÈÅ ÌÅÁÄÅÒ ÓÔÁÒÔÓ ×ÉÔÈ ÏÎÅ ÂÅÁÎÂÁÇ ÁÎÄ ÐÁÓÓÅÓ ÉÔ ÔÏ ÓÏÍÅÏÎÅ ÉÎ ÔÈÅ ÇÒÏÕÐ ÓÁÙÉÎÇȡ Ȱ(ÅÒÅ ÙÏÕ ÇÏ 

ȬÒÅÃÅÉÖÅÒȭÓ ÎÁÍÅȭ ȱȢ 4ÈÅ ÐÅÒÓÏÎ ÒÅÃÅÉÖÉÎÇ ÓÁÙÓ Ȱ4ÈÁÎËÓ ȬÐÁÓÓÅÒȭÓ ÎÁÍÅȭ. Here you go ȬÒÅÃÅÉÖÅÒȭÓ 

ÎÁÍÅȭ ȱȢ 4ÈÅ ÃÈÉÌÄÒÅÎ ÔÈen throw the beanbags 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 pattern. 

¶ 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 

ȰÍÏÖÅ ÙÏÕÒ ÂÕÔÔ ÉÆȣȱ ÆÏÌÌÏ×ÅÄ ÂÙ ÓÏÍÅÔÈÉÎÇ ÔÈÁÔ ÁÐÐÌÉÅÓ 

to them which they believe may apply to ÏÔÈÅÒÓ ÉÎ ÔÈÅ ÒÏÏÍ ɉÅØÁÍÐÌÅȡ ÍÏÖÅ ÙÏÕÒ ÂÕÔÔ ÉÆ ÙÏÕȭÖÅ 

been to Europe). Statements must be unrelated to physical features. The purpose is to get to 

ËÎÏ× ÐÅÏÐÌÅȭÓ ÉÎÔÅÒÅÓÔÓ ÁÎÄ ÅØÐÅÒÉÅÎÃÅÓȢ 

¶ After the statement is made, everyone to whom the statement applies must run to find another 

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

Picnic  memory  game (2+ participants)   

¶ Directions:  

¶ 4Ï ÐÌÁÙȟ ÅÖÅÒÙÏÎÅ ÓÉÔÓ ÉÎ Á ÃÉÒÃÌÅȢ 4ÈÅ ÆÉÒÓÔ ÐÌÁÙÅÒ ÓÁÙÓȟ Ȱ)Î ÍÙ ÂÁÓËÅÔ ÆÏÒ 

ÔÈÅ ÐÉÃÎÉÃȟ ) ÐÁÃËÅÄȣȟȱ ÁÎÄ ÔÈÅÎ ÓÁÙÓ ×ÈÁÔ ÉÔÅÍ ÔÈÅÙ ÐÁÃËÅÄȢ  

¶ 4ÈÅ ÎÅØÔ ÐÌÁÙÅÒ ÔÈÅÎ ÓÁÙÓȟ Ȱ)Î ÍÙ ÂÁÓËÅÔ ÆÏÒ ÔÈÅ ÐÉÃÎÉÃȟ ) ÐÁÃËÅÄȣȟȱ ÁÎÄ 

then recites what the first player packed and adds their own item to the 

basket, and so forth. 

5ÎÃÌÅ *ÏÅȭÓ 3ÕÉÔÃÁÓÅ ɉςϹ ÐÁÒÔÉÃÉÐÁÎÔÓɊ 

¶ Directions: 

¶ The group forms a circle.  

¶ The first-ÐÅÒÓÏÎ ÓÔÁÔÅÓ Ȱ-Ù ÎÁÍÅ ÉÓ ͺͺͺͺͺͺͺͺ ÁÎÄ ) ÐÁÃËÅÄ 5ÎÃÌÅ 

*ÏÅȭÓ ÓÕÉÔÃÁÓÅ ×ÉÔÈȢȢȢȱ !ÎÄ ÓÁÙÓ ×ÈÁÔ ÔÈÅÙ ÐÁÃËÅÄȢ 

¶ 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 

ÏÆ ÔÈÅ ÐÅÏÐÌÅȭÓ ÉÔÅÍÓȢ 

Animal Guessing game (3+ participants ) 

¶ Directions: 

¶ Send one person outside the group and explain 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 told that they must not guess 
that the camper is a dog when they return. They can guess any other animals but not dogs. 

¶ 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 guessing that they are a dog. 
 

Black Magic (3+ participants ) 

¶ Directions: 

¶ Send someone who knows who to play out of the room, with someone who does not know how 

ÔÏ ÐÌÁÙ ÁÓ ÔÈÅÉÒ Ȭ×ÉÔÎÅÓÓȭȢ 

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

¶ Call in the witness and guesser. 

¶ !ÓË ÔÈÅ ÇÕÅÓÓÅÒ ȰÉÓ ÉÔ ͺͺͺͺͺͺͺȩȱ 

¶ Continue to ask different objects. 

¶ !ÓË ÉÆ ÉÔ ÉÓ Á ÂÌÁÃË ÏÂÊÅÃÔȢ 4ÈÅ ÇÕÅÓÓÅÒ ×ÉÌÌ ÓÁÙ ȰÎÏȱȢ 

¶ 4ÈÅÎȟ ÁÓË ÉÆ ÉÔ ÉÓ ÔÈÅ ÏÂÊÅÃÔ ÔÈÁÔ ÔÈÅ ÐÁÒÔÉÃÉÐÁÎÔÓ ÐÉÃËÅÄȢ 4ÈÅ ÇÕÅÓÓÅÒ ×ÉÌÌ ÓÁÙ ȰÙÅÓȱȢ 

¶ You must pick the object the participants picked directly after picking a black object. 
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Memory Drawing ( 6+ participant ) 

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

¶ Directions: 

¶ Have the delegates sit in two straight lines, facing the back of the person in front of them. 

¶ 4ÈÅ ÐÅÒÓÏÎ ÁÔ ÔÈÅ ÂÁÃË ÏÆ ÅÁÃÈ ÌÉÎÅ ÉÓ ÔÈÅ ȬÔÅÁÍ ÃÁÐÔÁÉÎȭ ÆÏÒ ÔÈÁÔ ÒÏÕÎÄ ÁÎÄ ÃÏÍÅÓ ÕÐ ÔÏ ÔÈÅ 

leader. 

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

seconds to view the picture. 

¶ They then go back and draw the picture on the back of the person in front of them. 

¶ 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. 

¶ The team with the most accurate drawing wins the round 
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High Energy Games 

Angry Birds ( 2+ participants ) 

¶ 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 ɀ use your imagination) 

¶ 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 

 

%ÖÅÒÙÂÏÄÙȭÓ )Ô ɉ2+ participants)  

¶ Directions: 
¶ 0ÒÏÃÌÁÉÍȟ ͼ%ÖÅÒÙÂÏÄÙȭÓ ÉÔȦͼ ÉÎ ÁÎ ÏÐÅÎ ÓÐÁÃÅ ÁÎÄ the participants begin trying to tag others 

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)  

¶ Materials: music and a speaker  

¶ Directions: 

¶ Turn the music on and have the participants dance (encourage them to be as crazy as possible!) 

¶ 7ÈÅÎ ÔÈÅ ÌÅÁÄÅÒ ÐÒÅÓÓÅÓ ÐÁÕÓÅ ÏÎ ÔÈÅ ÍÕÓÉÃ ÁÎÄ ÙÅÌÌÓ Ȭ&2%%:%Ȧȭ ÁÌÌ ÏÆ ÔÈÅ ÐÁÒÔÉÃÉÐÁÎÔÓ ÈÁÖÅ ÔÏ 

ÆÒÅÅÚÅ ÉÍÍÅÄÉÁÔÅÌÙȢ )Æ ÃÁÕÇÈÔ ÍÏÖÉÎÇ ÁÆÔÅÒ ÔÈÅ ÓÔÏÐ ÔÈÅÙ ÁÒÅ ÏÕÔȟ ÏÒ ÉÆ ÙÏÕ ÄÏÎȭt want to play 

with outs, they can do an exercise  

¶ Repeat until the game has run its course 

 

In the Pond ( 2+ participants)  

¶ Materials: rope-like object to create the pond 

¶ Directions: 

¶ ! ÌÉÎÅ ÏÆ ÔÁÐÅ ÓÅÐÁÒÁÔÅÓ ȰÉÎ ÔÈÅ ÐÏÎÄȱ ÆÒÏÍ ȰÏÕÔ 

ÏÆ ÔÈÅ ÐÏÎÄȱ  

¶ All players line up outside of the pond 

¶ 4ÈÅ ÌÅÁÄÅÒ ÃÁÌÌÓ ȰÉÎ ÔÈÅ ÐÏÎÄȱ ÏÒ ȰÏÕÔ ÏÆ ÔÈÅ 

ÐÏÎÄȱ 

¶ The Players then have to get themselves in or 

out of the pond according to the instructions 

¶ The game speeds up as it repeats 
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Red Light, Green Light (2+ participants)   

¶ 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 

ȰÇÒÅÅÎ ÌÉÇÈÔȱ which means the other players can start to run quickly 

towards the caller 

¶ 4ÈÅ ÃÁÌÌÅÒ ×ÉÌÌ ÙÅÌÌ ÏÕÔ ȰÒÅÄ ÌÉÇÈÔȱ ÁÎÄ ÒÁÐÉÄÌÙ ÔÕÒÎ ÔÏ×ÁÒÄÓ ÔÈÅ 

players 

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

¶ The game continues in the rotation until a player tags the caller 

Run and scream (2+ participants ) 

¶ 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, freeze, and 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: 

¶ The pÅÒÓÏÎ ÉÓ ÓÅÌÅÃÔÅÄ ÁÓ ÔÈÅ Ȭ×ÏÌÆȭ ÁÎÄ ×ÉÌÌ ÓÔÁÎÄ ÆÁÒ Á×ÁÙ ÆÒÏÍ 

the other participants facing in away from the other 

participants so that they cannot see them 

¶ The non-wolves will stand together and call ÏÕÔ Ȱ×ÈÁÔ ÔÉÍÅ ÉÓ ÉÔ, 

-ÒȢ 7ÏÌÆȱ  

¶ 4ÈÅ ×ÏÌÆ ×ÉÌÌ ÒÅÐÌÙ ×ÉÔÈ Á ÔÉÍÅ ɉÉȢÅȢ υ ÏȭÃÌÏÃËɊ ÁÎÄ ÔÈÅ 

participants will take the number of steps in relation to the time 

ɉυ ÏȭÃÌÏÃË Ѐ υ ÓÔÅÐÓɊ 

¶ The game continues in this turn base system until either a non-wolf sneaks up and reaches the 

×ÏÌÆ ɉÍÁËÉÎÇ ÔÈÅÍ ÔÈÅ ×ÉÎÎÅÒɊ ÏÒ ÔÈÅ ×ÏÌÆ ÃÁÌÌÓ Ȱ,ÕÎÃÈÔÉÍÅȱ ÁÎÄ ÔÕÒÎÓ ÔÏ ÔÒÙ ÁÎÄ ÔÁÇ Á ÎÏÎ-

wolf. 

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

someone that person is the new wolf 
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Ah So Ko No (3+ participants ) 

¶ Directions: 

¶ Participants stand in a circle. 

¶ /ÎÅ ÐÅÒÓÏÎ ÓÔÁÒÔÓ ÂÙ ÓÁÙÉÎÇ Ȱ!(ȱ ÁÎÄ ÌÉÆÔÓ ÔÈÅÉÒ ÁÒÍ ÏÖÅÒ ÔÈÅÉÒ ÈÅÁÄȟ ÐÏÉÎÔÉÎÇ ÔÏ×ÁÒÄÓ ÏÎÅ ×ÁÙ 

or the other. This decides which way around the circle the game goes. 

¶ Whichever way the ÆÉÒÓÔ ÐÅÒÓÏÎ ÐÁÓÓÅÓ ÉÔȟ ÔÈÁÔ ÐÅÒÓÏÎ ÓÁÙÓ Ȱ3/ȱȟ ×ÉÔÈ ÔÈÅÉÒ ÁÒÍ ÁÔ ×ÁÉÓÔ ÌÅÖÅÌ 

pointing in whatever direction. 

¶ 4ÈÅ ÔÈÉÒÄ ÐÅÒÓÏÎ ×ÈÏ ÉÓ ÐÁÓÓÅÄ ÔÏ ÓÁÙÓ Ȱ+/ȱ ÁÎÄ ÃÁÎ ÓÅÎÄ ÉÔ ÁÎÙ×ÈÅÒÅ ÉÎ ÔÈÅ ÃÉÒÃÌÅ ÂÙ ÐÏÉÎÔÉÎÇ 

both arms straight forward. 

¶ The fourth person can aÃÃÅÐÔ ÏÒ ÄÅÎÙ ÔÈÅ Ȱ+/ȱ ÂÙ ÓÁÙÉÎÇ Ȱ!(ȱ ÔÏ ÁÃÃÅÐÔ ÏÒ Ȱ./ȱ ÔÏ ÄÅÎÙȢ 

¶ )Æ ÔÈÅ ÄÅÎÙ ÔÈÅ Ȱ+/ȱȟ ×ÈÏÅÖÅÒ ÄÉÄ Ȱ+/ȱ ÄÏÅÓ ÉÔ ÁÇÁÉÎ ÁÎÄ ÔÈÅ ςÎÄ ÐÅÒÓÏÎ ÔÈÅÙ ÐÏÉÎÔ ÔÏ ÍÕÓÔ 

accept it and recommence the pattern. 

Band-Aid Tag (3+ participants ) 

¶ 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 second 
spot. Now the child has used up all the band-aids.  

¶ 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  

¶ 4×Ï ÐÁÒÔÉÃÉÐÁÎÔÓ ÁÒÅ ÐÁÉÒÅÄ ÔÏÇÅÔÈÅÒȟ ÁÎÄ ÁÒÅ ÃÁÌÌÅÄ ȰÔÈÅ 

ÂÌÏÂȢȱ 4ÈÅÓÅ ÐÁÒÔÉÃÉÐÁÎÔÓ ÁÒÅ ȰÉÔȱ 

¶ 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 time, 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 
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Camouflage (3+ participants)  

¶ 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 leader 

recognizes anyone not completely 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 anyone, they 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 of 25 and attempt to find the hiding kids again. 

After another unsuccessful round, the 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)   

¶ Directions:  

¶ Designate one person as the shepherd. The other participants 

are the goats. Instruct the goats to spread out around the playing 

area.  

¶ 7ÈÅÎ ÔÈÅ ÌÅÁÄÅÒ ÙÅÌÌÓ Ȭ'/Ȧȭ ÔÈÅ ÓÈÅÐÈÅÒÄ ÔÒÉÅÓ ÔÏ ÔÁÇ ÏÎÅ ÏÆ ÔÈÅ 

goats. If the shepherd successfully tags a goat, that goat becomes 

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 

ÁÒÅ ÏÎ ÔÈÅ ÇÒÏÕÎÄȟ ÔÈÅÙ ÁÒÅ ÓÁÆÅȢ 4ÈÅ ÇÏÁÔ ÃÁÎȭÔ ÆÁÌÌ ÔÏ ÔÈÅ ÇÒÏÕÎÄ 

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 from one 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. 
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Jackpot (3+ participants ) 

¶ 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 a number 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 possible). 

¶ )Æ ÔÈÅ ÔÈÒÏ×ÅÒ ÄÏÅÓ ÎÏÔ ×ÁÎÔ ÔÏ ÂÅ ÔÈÒÏ×ÅÒ ÁÎÙÍÏÒÅȟ ÔÈÅÙ ÃÁÎ ÔÕÒÎ ÁÒÏÕÎÄ ÁÎÄ ÙÅÌÌ Ȱ*!#+0/4ȱ 

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 )   

¶ Directions: 
¶ All the players stand with their hands together, facing the center of the circle. 
¶ %ÖÅÒÙÏÎÅ ÓÁÙÓȟ Ȱσȟ ςȟ ρȟ .).*!Ȧȱ ÁÎÄ ÔÈÅÎ ÆÒÅÅÚÅÓ ÉÎ Á ÃÏÏÌ ÎÉÎÊÁ pose. (This is the favorite part!) 
¶ Each player takes a turn doing a ninja move.  Turns move around the circle, just like any other 

game.  
¶ 4ÈÅ ÏÂÊÅÃÔ ÏÆ ÔÈÅ ÇÁÍÅ ÉÓ ÔÏ ÇÅÔ ÔÈÅ ÏÔÈÅÒ ÐÌÁÙÅÒÓ ȰÏÕÔȟȱ ÏÎÅ ÌÉÍÂ ÁÔ 

a time. 
¶ 7ÈÅÎ ÉÔȭÓ ÙÏÕÒ ÔÕÒÎȟ ÙÏÕ ÇÅÔ ÏÎÅ ÍÏÖÅȢ  You can karate chop 
ÁÎÏÔÈÅÒ ÐÌÁÙÅÒȭÓ ÁÒÍ ÂÅÌÏ× ÔÈÅ ÅÌÂÏ×ȟ ÏÒ ËÉÃË ÔÈÅÉÒ ÁÎËÌÅ ÏÒ 
foot.  You can try to get any player out ɀ 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 can step forward or backward 
and do a karate chop with your arm.  The player being attacked 
can dodge your ninja move.  If 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 both of their arms and both of their legs are out. 
¶ The winner is the last ninja standing! 
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Octopus Tag (3+ participants ) 

¶ Materials: hula hoops 

¶ Directions:  

¶ Participants stand at one line, and multiple hula hoops are placed around the field (these are 

ÔÈÅ ÆÉÓÈÅÓȭ ÈÏÍÅÓɊȢ 4ÈÅÓÅ ÐÁÒÔÉÃÉÐÁÎÔÓ ÁÒÅ ÔÈÅ ÆÉÓÈȢ 

¶ One participant stands halfway between the two lines. 

4ÈÉÓ ÐÅÒÓÏÎ ÉÓ ÔÈÅ ȰÏÃÔÏÐÕÓȢȱ 

¶ On the count of three, all the fish leave to find a 

ȰÈÏÍÅȱ 

¶ 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. 

¶ The stationary octopuses can catch fish by catching 

ÔÈÅÍ ×ÉÔÈ ÔÈÅÉÒ ȰÔÅÎÔÁÃÌÅÓȱ ɉÔÁÇÇÉÎÇ ÔÈÅÍ ×ÉÔÈ ÔÈÅÉÒ ÁÒÍÓɊ 

¶ 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.  

¶ !ÌÔÅÒÎÁÔÉÖÅȡ ÉÆ ÙÏÕ ÄÏÎȭÔ ÈÁÖÅ ÈÕÌÁ ÈÏÏÐÓ ÈÁÎÄÙȟ ÊÕÓÔ ÈÁÖÅ ÔÈÅ ÆÉÓÈ ÔÒÙ ÔÏ ÇÅÔ ÔÏ ÔÈÅ ÏÔÈÅÒ ÓÉÄÅ ÏÆ 

the play area without being tagged.  

 

Pacman (3+ participants)  

¶ Directions: 
¶ 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 times and move in a linear form like a game of Pacman 
would be played in an arcade. 

¶ A tagger will chase people down while staying on the lines.  
¶ Participants must all stay on lines as well and once they are tagged, they sit down and become a 

blockade.  
¶ 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.  
¶ 0ÁÒÔÉÃÉÐÁÎÔÓ ÁÒÅ ÉÎÓÔÒÕÃÔÅÄ ÔÏ ÓÐÒÅÁÄ ÏÕÔ ÁÒÏÕÎÄ ÔÈÅ ÐÌÁÙÉÎÇ ÁÒÅÁȢ 7ÈÅÎ ÔÈÅ ÌÅÁÄÅÒ ÓÈÏÕÔÓ Ȭ'/Ȧȭ 
ÔÈÅ ÐÁÒÔÉÃÉÐÁÎÔÓ ÍÕÓÔ ÔÒÙ ÔÏ ÓÔÅÁÌ ÅÁÃÈ ÏÔÈÅÒȭÓ ÔÁÉÌÓȢ  

¶ Each time someone steals a tail 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.  

¶ The game can keep going until participants get tired or lose interest. 
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Tunnel Tag (3 + participants ) 

¶ Directions: 
¶ Tunnel tag is a variation 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. 
 

Animal Party  (4+ participants)  

¶ Directions: 
¶ All participants sit in a circle with one person starting as 'it' in the middle.  
¶ 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.  
¶ Once the tagger gets the target they switch spots (tagger goes into the circle and target becomes 

tagger).  
¶ 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 starting the game. EXAMPLE: Dog to cat, cat to 
giraffe, giraffe to... (if the tagger tags the person who is a giraffe that person goes in the circle)  
 

Bamba (4+ participants ) 

¶ Materials: 1 dodge ball 

¶ Directions 

¶ Participants stand in a circle, with some space between each 

person 

¶ One participant goes to the middle 

¶ The middle person closes their eyes and counts to fifteen, 

putting one arm up straight after 5 seconds, the second arm up 

after 10 seconds, and slapping their hands together above their 

heads and ÙÅÌÌÉÎÇ Ȭ"!-"!ȭ ÁÔ ρυ ÓÅÃÏÎÄÓȢ 

¶ Meanwhile, the group is passing the ball from person to person. 

¶ 7ÈÅÎ ÔÈÅ ÍÉÄÄÌÅ ÐÅÒÓÏÎ ÙÅÌÌÓ Ȱ"!-"!ȟȱ ×ÈÏÅÖÅÒ ÈÁÓ ÔÈÅ ÂÁÌÌ ÂÅÃÏÍÅÓ ÔÈÅ ÎÅ× ÍÉÄÄÌÅ ÐÅÒÓÏÎ 

and the middle person takes their spot, sitting down with their legs out in front of them. 

¶ This continues, and people near the participants sitting down must jump over their legs in 

order to pass on the ball each round. 

¶ This continues until there is one winner. 
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Fruit Salad ( 4+ participants )  

¶ Directions:  

¶ Line participants up on one side of the gym or playing field. Assign 

each of them the name of a fruit (Apples, bananas, and grapes) 

¶ A leader 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 side 

without being tagged. 

¶ 7ÈÅÎ ÔÈÅ ÌÅÁÄÅÒ ÃÁÌÌÓ ÏÕÔ Ȭ&ÒÕÉÔ 3ÁÌÁÄȦȭ ÅÖÅÒÙÏÎÅ ÒÕÎÓȢ 

¶ The last surviving fruit wins 

 

Horses, Knights, and Cavaliers (4+ participants ) 

¶ Directions: 

¶ Participants are told to pair off.  

¶ Explain the three different positions (horse: one partner 

goes on all fours on the ground as a horse while the other 

pretends to be riding them, knights: one partner kneels 

on one knee while the other sits on their knee and puts 

ÔÈÅÉÒ ȰÓ×ÏÒÄȱ ÉÎÔÏ ÔÈÅ ÁÉÒȟ ÃÁÖÁÌÉÅÒÓȡ ÏÎÅ ÐÁÒÔÎÅÒ ÌÉÆÔÓ ÔÈÅ 

other in the air, or pretends to) 

¶ Have participants walk all over a designated area, 

ensuring that partners are not sticking close to one 

another. 

¶ When you call out one of the three positions, partners 

have to find each other and get in the positions as fast as they can. 

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

¶ Make sure to give a few practice rounds. 

 

Huckle Buckle (4+ participants ) 

¶ Directions 

¶ All participants find a partner 

¶ Participants line up, one partner on one line, another partner on a line any distance away, facing 

each other.  

¶ 4ÈÅ ÌÅÁÄÅÒ ÙÅÌÌÓ ÏÕÔ Ȱ(ÕÃËÌÅ ÂÕÃËÌÅȱ ÁÎÄ Á ÂÏÄÙ ÐÁÒÔȟ ÏÒ Ô×Ï ÂÏÄÙ ÐÁÒÔÓ ɉÅØÁÍÐÌÅÓȟ ȰËÎÅÅ ÔÏ 

ËÎÅÅȱ ÏÒ ȰÅÌÂÏ× ÔÏ ÅÁÒȱɊ 

¶ Partners run to meet each other halfway, join their body parts, hold the position for three 

seconds, and then run back to their spots. 

¶ The last to make it back to their spots are out and helps the leader come up with new body 

parts to call out, or they can act as judges.  
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Key Pad (4+ participants ) 

¶ Materials: Ice cream tops (or 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 catch is, two people cannot reach 

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. 

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

¶ This can continue for as many rounds as you like. 

Non-violent red rover ( 4+ participants )  

¶ Directions: 

¶ Participants are split up into two equal teams. Each team stands in a line, facing the other team. 

¶ Participants put their hands out in front of them, palms up 

¶ 4ÅÁÍ ! ÃÁÌÌÓ Ȱ2ÅÄ 2ÏÖÅÒ 2ÅÄȟ 2ÅÄ 2ÉÖÅÒȟ ×Å ÃÁÌÌ ͺͺͺͺͺͺͺͺͺͺ ÏÖÅÒȦȱ 

¶ At this time, the member from the other team who was called over runs to the other team and 

sneakily slaps the hands of someone 

Picket Fence (4+ participants ) 

¶ Directions: 

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

¶ Everyone else is placed shoulder to shoulder, facing alternate directions in 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 picket fence from behind, and that person becomes the 

new tagger. 

¶ If the tagger is successful in catching the runner, the runner becomes the tagger and vice versa. 

Pool Noodle Hockey (4+ participants ) 

¶ Materials: Pool noodles cut in half (two different colors with equal numbers of each), ball or 

puck, something with which to create goals 

¶ Directions:  

¶ Use your pool noodles as hockey sticks, with the 

color of the pool noodles designating who is on 

which team.  

¶ 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 

¶ Offensive players only allowed in the defensive red 

zone for five seconds at a time (red zone being 15 

yards from the goal)  
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Stalking (4+ participants)  

¶ Materials: Twigs or small object  

¶ Directions: 

¶ Get all participants together in a circle and decide on one person to be the '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 steal one of the twigs from the prey's lap). 

¶ The prey will need to use their hearing to listen for the predators' movements and can point out 

the predators (without opening their eyes).  

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

 

Angel/Secret Agent (5+ participants )  

¶ Directions:  

¶ 0ÁÒÔÉÃÉÐÁÎÔÓ ÃÈÏÏÓÅȟ ÉÎ ÔÈÅÉÒ ÈÅÁÄȟ ÓÏÍÅÏÎÅ ÔÏ ÂÅ ÔÈÅÉÒ ȬÁÎÇÅÌȭ ÁÎÄ 

ÓÏÍÅÏÎÅ ÔÏ ÂÅ ÔÈÅÉÒ ȬÓÅÃÒÅÔ ÁÇÅÎÔȢȭ 

¶ Once the leader says go, participants need to keep directly in between 

their angel and secret agent, while everyone else tries to do the same. 

 

Salt & Pepper (5+ participants )  

¶ Directions:  

¶ Select someone to be a big shaker and have everyone else find a 

partner and stand back-to-back, elbows linked. 

¶ 7ÈÅÎ ÔÈÅ ÂÉÇ ÓÈÁËÅÒ ÃÁÌÌÓ ÏÕÔ Ȱ3ÁÌÔ Ǫ 0ÅÐÐÅÒȟ 3(!+%Ȧȱ ÐÁÒÔÎÅÒÓ 

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 big shaker. 

¶ 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 up; no salt and salt or pepper and pepper 

combinations allowed. 
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Chuck the Chicken (6+ participants ) 

¶ Material: 1 rubber chicken or 1 rubber trout 

¶ Directions:  

¶ Participants are split into two teams.  

¶ Team A stands in a straight line, passing the rubber 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 of 

the circle, Team B scores a point. 

¶ 7ÈÅÎ ÔÈÅ ÃÈÉÃËÅÎȾ ÔÒÏÕÔ ÇÅÔÓ ÔÏ ÔÈÅ ÂÁÃË ÏÆ 4ÅÁÍ !ȭÓ ÌÉÎÅȟ 4ÅÁÍ ! ÙÅÌÌÓ 

Ȱ#(5#+ 4(% #()#+%.Ȧȱ ÏÒ Ȱ4(2/7 4(% 42/54Ȧȱ 

¶ 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 begins running to score points. 

¶ Each time Team A or B is required to do the laps around their circle, a different person must do 

the running. 

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

 

Rocks (6+ participants ) 

¶ Materials: Hula hoops, beanbags 

¶ Directions: 

¶ Participants are split into two teams.  

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

¶ %ÁÃÈ ÔÅÁÍ ÈÁÓ Á ÈÕÌÁ ÈÏÏÐ ÁÔ ÔÈÅ ÂÁÃË ÏÆ ÔÈÅÉÒ ȬÚÏÎÅȭ ÆÉÌÌÅÄ ×ÉÔÈ ÂÅÁÎÂÁÇÓȟ ÂÁÌÌÓȟ ÅÔÃȢ "ÏÔÈ ÈÕÌÁ 

hoops must have the same number of objects in them to start. 

¶ 4ÈÅ ÇÏÁÌ ÉÓ ÔÏ ÒÅÁÃÈ ÔÈÅ ÈÕÌÁ ÈÏÏÐ ÁÔ ÔÈÅ ÂÁÃË ÏÆ ÔÈÅ ÏÐÐÏÓÉÎÇ ÔÅÁÍȭÓ ÓÉÄÅȟ ×ÉÔÈÏÕÔ ÂÅÉÎÇ ÔÁÇÇÅÄȟ 

retrieve the beanbags, etc. and return to your hula hoop without being tagged. 

¶ A participant can only be tagged when they are on the oppoÓÉÎÇ ÔÅÁÍȭÓ ÓÉÄÅȢ 

¶ If tagged, participants must drop their beanbag and it 

is returned to its proper hula hoop. 

¶ Once a participant is tagged, they are frozen in that 

spot and must sit down until a teammate saves them. 

¶ A person can be saved only if a teammate comes to 

retrieve them and tags them without being taggers 

themselves. 

¶ A participant cannot save a teammate and retrieve a 

beanbag in the same run; they must choose one or the 

other. 

¶ The game goes until one team has all of the beanbags in their hula hoop, or an entire team has 

been tagged and is frozen. 
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Steal the Bacon (6+ participants ) 

¶ -ÁÔÅÒÉÁÌÓȡ /ÎÅ ÏÂÊÅÃÔ ÔÏ ȬÓÔÅÁÌȭ 

¶ Directions: 

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

2 gets a number. 

¶ Both teams face each other about 15-20 yards apart. 

¶ 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. If they get past the line, they are awarded a 

point. 
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Indoor  Games 

Body Language (2+ participants)  

¶ 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 letters 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 ) 

¶ Directions: 
¶ Have each player toss a beach ball into the air and try to touch his nose or high-five the other 

players before the balls drop.  
¶ Make the challenges harder as you go along. 

Color Walk (2+ participants)  

¶ Directions: 

¶ Have your child gather sheets of construction paper 

or a stack of mismatched hand towels and lay them 

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

from slipping, tape down the construction paper or 

towels with painter's or masking tape, which won't 

ruin your floors.)  

¶ Tell them to keep colors separate, so there won't be, 

say, three sheets of red paper in a row.  

¶ /ÎÃÅ ÔÈÅÙȭÒÅ ÄÏÎÅȟ ÔÈÅ ÃÈÁÌÌÅÎÇÅ ÉÓ ÏÎȡ #ÁÎ ÔÈÅÙ ×ÁÌË ÆÒÏÍ ÏÎÅ ÒÏÏÍ ÔÏ ÔÈÅ ÎÅØÔ ÂÙ ÓÔÅÐÐÉÎÇ 

only on certain colors? Can they make it from one 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)   

¶ 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 some 

beanbags on their belly and move across a marked finish line 

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 one toy across the room at a time, 

or a whole pile at onceɂwithout spilling?   
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Crambo (2+ participants ) 

¶ Directions: 
¶ One player begins the game by saying, "I am thinking of something in the room that rhymes 

with ͺͺͺͺȱ 
¶ The others then ask questions to figure out 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. That area 

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 fi ngers, and elves make pointy ears on their heads with 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 teaÍȭÓ 

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 gets tagged become part of the other team. The goal of the 

game is to get all of the participants on your team.  

Group shoe tying ( 2+ participants ) 

¶ Materials: Laced shoes 

¶ Directions:  

¶ Have children pair up in twos, with at least one 

participant from each pair wearing lace-up 

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 around the 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 going until there are only two groups left, and everyone else is cheering the groups on! 

¶ The fastest shoe tying pair wins! 
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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 woooo Jimmy (reverse) woooo Jimmy Jimmy Jimmy 

Jimmy(the wooo is when you get to the area between the pointer finger and the thumb - you 

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 people to 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 start making the arm-crossing more and 

more obvious so they finally catch on 

 

Patience (2+ participants ) 

¶ 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 table 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 

front of the table and then run back to let the next 

person go. 

¶ The next card needed is two and so on. 

¶ Play continues until one team has all its cards turned 

face up in the correct order. 

Speed-read ( 2+ participants ) 

¶ Directions: 
¶ Turbocharge storytime: Choose a word that will be repeated often ("green," for instance, if 

you're reading Green Eggs and Ham)  
¶ Have your child stand up or sit down each time they hear it. 

http://www.parenting.com/blogs/children-and-technology-blog/jeana-lee-tahnk/kids-apps-week-dr-seuss-apps
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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.  

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

¶ If the player makes the shot, they take their seat in the circle. 
If they miss it, they are out of the game. 

Animal Charades (3 + participants ) 

¶ Directions: 
¶ Write the names of various animals on slips of paper and drop them into a bowl.  
¶ 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)   

¶ Directions: 

¶ Tie a balloon to each player's right leg with a three-foot length 

of string.  

¶ When everyone is outfitted, assemble the kids in the garage or 

a room with lots of open space.  

¶ The goal is to pop the other players' balloons by stomping on 

ÔÈÅÍȢ /ÎÃÅ Á ËÉÄͻÓ ÂÁÌÌÏÏÎ ÉÓ ÐÏÐÐÅÄȟ ÔÈÅÙȭÒÅ ÏÕÔȢ  

¶ Loud, wild, fun. (Have them pick up the bits of balloon 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 spun around 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.  
¶ The "blind cow" now has to 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). 
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Catch, Don't Catch (3+ participants ) 

¶ Directions: 
¶ One person goes into the middle of the circle with a ball.  
¶ They will go around the circle saying Ȭcatch or don't catchȭ to 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 the group gets better speed it up, the last person standing is the new middle person 

 

Dream game (3+ participants ) 
¶ Directions:  

¶ Have one person who has never played the game before leaving the 

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.  

¶ 7ÈÉÌÅ ÔÈÅ ÏÔÈÅÒ ÐÅÒÓÏÎ ÉÓ ÇÏÎÅȟ ÔÈÅ ÌÅÁÄÅÒ ×ÉÌÌ ÅØÐÌÁÉÎ ÔÈÁÔ ÔÈÅÙ ×ÏÎȭÔ 

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 questions. The 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 or no. 

 

Face Charades (3+ participants ) 

¶ Materials: Paper, pen, hat 

¶ Directions: 

¶ Before you begin, have each person write three or four emotions on different pieces of paper. If 

ÙÏÕȭÒÅ ÄÏÉÎÇ ÉÔ ×ÉÔÈ Á ÙÏÕÎÇÅÒ ÇÒÏÕÐ ÙÏÕ ÃÁÎ ÄÏ ÉÔ ÙÏÕÒÓÅÌÆȢ 

¶ Fold them up, and put 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 

ÅØÃÅÐÔ ÆÏÒ ÔÈÅ ÆÁÃÅ ÁÎÄ ÈÅÁÄȢ 4ÈÁÔȭÓ ÒÉÇÈÔ- no hand, arm, leg, or other body motions. 

¶ Examples: Happiness, sadness, shyness, surprise, hunger, anger, love, confusion, fright, 

sleepiness, disgust, boredom. 
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Hand Slap (3+ participants ) 

¶ Directions:  

¶ All participants kneel on the 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 on the 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 is out 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 ) 

¶ Directions: 
¶ Start with a ball or a rolled-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 8-10 feet away from the flinch master.  
¶ The flinch master tosses the ball, or sock, or 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 their arms 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 standing becomes the new flinch master. 

 

Grandma's Underpants ( 3+ participants )   

¶ 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" 

questions. 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 ) 

¶ 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.  
¶ 3ÏÍÅÔÉÍÅÓ ÙÏÕȭÌÌ ÆÉÎÄ ÔÈÁÔ ÔÈÅ ÇÒÏÕÐ ÈÁÓ ÆÏÒÍÅÄ ÓÅÖÅÒÁÌ smaller circles. 

 
Ha Ha Ha! (3+ participants ) 

¶ Directions: 
¶ (ÁÖÅ ÅÖÅÒÙÏÎÅ ÌÉÅ ÉÎ Á ÃÉÒÃÌÅ ×ÉÔÈ ÅÁÃÈ ÏÔÈÅÒȭÓ ÈÅÁÄÓ ÏÎ ÅÁÃÈ ÏÔÈÅÒȭÓ ÓÔÏÍÁÃÈÓȢ  
¶ /Î ȬÇÏȭȟ ÔÈÅ ÆÉÒÓÔ ÐÅÒÓÏÎ ×ÉÌÌ ÓÈÏÕÔ Ȭ(!ȭ, and then it will be repeated one by one clock-wise 

around the circle. (WheÎ ÙÏÕ ÄÏ ÔÈÉÓ ÅÖÅÒÙÏÎÅȭÓ ÈÅÁÄÓ ÂÏÕÎÃÅ ÕÐ ÏÎ ÔÈÅ ÐÅÒÓÏÎȭÓ ÓÔÏÍÁÃÈÓɊȢ  
¶ 4ÈÅÎ ÙÏÕ ÓÈÏÕÔ Ô×Ï Ȭ(! (!ȭÓȭ ÁÎÄ ÇÏ ÁÒÏÕÎÄȢ #ÏÎÔÉÎÕÅ ÄÏÉÎÇ ÔÈÉÓ ÁÎÄ ÉÎÃÒÅÁÓÅ ÔÈÅ ÎÕÍÂÅÒ ÏÆ 
Ȭ(!ȭÓȦȭ  

¶ 3ÅÅ ÉÆ ÙÏÕ ÃÁÎ ÇÅÔ ÕÐ ÔÏ ρπ (! (!ȭÓ ×ÉÔÈÏÕÔ ÅÖÅÒÙÏÎÅ ÇÏÉÎÇ ÂÁÎÁÎÁÓ ÌÁÕÇÈÉÎÇȦ 

 
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 participant will estimate their thirty seconds. Once they think 

ÉÔ ÈÁÓ ÂÅÅÎ ÔÈÉÒÔÙ ÓÅÃÏÎÄÓȟ ÔÈÅÙ ×ÉÌÌ ÓÑÕÅÅÚÅ ÔÈÅ ÎÅØÔ ÐÅÒÓÏÎȭÓ ÈÁÎÄȟ ×ÈÏ ×ÉÌÌ ÔÈÅÎ ÓÔÁÒÔ ÔÈÅÉÒ 

ÃÏÕÎÔ ÁÎÄ ÓÑÕÅÅÚÅ ÔÈÅ ÎÅØÔ ÐÅÒÓÏÎȭÓ ÈÁÎÄ ÁÆÔÅÒ ÔÈÅÉÒ ÔÈÉÒÔÙ ÓÅÃÏÎÄÓȢ  

¶ The last person will stand up after their 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 ) 

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

¶ Directions: 

¶ Participants are told to stand in a circle, holding hands.  

¶ 4ÈÅ ÌÅÁÄÅÒ ÂÅÇÉÎÓ ÐÁÓÓÉÎÇ ÔÈÅ ÈÕÌÁ ÈÏÏÐ ÁÒÏÕÎÄ ÔÈÅ ÃÉÒÃÌÅȟ ×ÉÔÈÏÕÔ ÁÎÙÏÎÅȭÓ ÈÁÎÄÓ ÌÅÔÔÉÎÇ ÇÏȢ 

¶ 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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,ÉÏÎȭÓ #ÕÂ ɉσ+ participants ) 

¶ 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. 

¶ Have the other participants take turns sneaking up behind the lion 

to try to steal the cub. 

¶ 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.  

¶ If there is no person there when the lion roars then the lion remains the lion and the game 

starts again. 

Pass the Pebble (3+ participants ) 

¶ Materials: A small pebble 

¶ Directions:  

¶ All players stand about while one goes around pretending to drop a pebble into the hands of 

each of the players, who hold their palms together. 

¶ When the pebble has been passed ÁÒÏÕÎÄ ÔÈÅ ÇÒÏÕÐ ÁÎÄ ÈÁÓ ÂÅÅÎ ÌÅÆÔ ÉÎ ÏÎÅ ÐÌÁÙÅÒȭÓ ÈÁÎÄÓȟ ÔÈÅ 

one who has it slyly slips away and runs for the goal previously determined by the group, and 

all try to catch them. 

¶ The one who succeeds passes the pebble in the next round. If no one succeeds in catching 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 ) 

¶ Directions: 

¶ All the participants have to be completely silent. Anybody who 

makes noise is out. 

¶ Leaders walk around and try to get them to talk. Try asking 

questions 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 motion, movement, 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 someone messes up, and that person is out (or if you want the game to last 

ÌÏÎÇÅÒȟ ÔÈÁÔ ÐÅÒÓÏÎ ÈÁÓ ÔÏ ÄÏ ÓÏÍÅÔÈÉÎÇ ÓÉÌÌÙ ÏÒ ÄÏ ÁÎ ÅØÅÒÃÉÓÅɊȢ )Æ ÙÏÕ ÁÒÅ ÐÌÁÙÉÎÇ ×ÉÔÈ ȬÏÕÔÓȟȭ 

the game continues until there is one winner.  
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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 (eØÁÍÐÌÅȡ %ÌÖÉÓ ÈÁÓ ς ÓÙÌÌÁÂÌÅÓȟ ÓÏ ÔÈÅÙ ÄÏ Á ÈÉÐ ÓÈÁËÅ ×ÉÔÈ Ȱ%Ìȱ ÁÎÄ ÓÎÁÐÓ 

ÈÉÓ ÆÉÎÇÅÒÓ ÆÏÒ ȰÖÉÓȱ).  

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

¶ !ÆÔÅÒ ÔÈÅ ςÎÄ ÐÅÒÓÏÎ ÄÏÅÓ ÔÈÅÉÒ ÎÁÍÅȟ ÔÈÅ ×ÈÏÌÅ ÇÒÏÕÐ ÒÅÐÅÁÔÓȟ ÔÈÅÎ ÄÏ %ÌÖÉÓȭÓ ÁÇÁÉÎ and so on 

unÔÉÌ ÅÖÅÒÙÏÎÅȭÓ ÄÏÎÅ ÉÔȢ 

 

Zip Zap Zop (3+ participants ) 

¶ Directions: 
¶ The first player claps their hands, says Ȱ:ÉÐͼȟ ÁÎÄ ÐÏÉÎÔÓ ÁÔ ÁÎÏÔÈÅÒ ÐÌÁÙÅÒ ÉÎ ÔÈÅ ÃÉÒÃÌÅȢ 
¶ The player that was pointed to must immediately clap and point at someone else in the circle 
ɉÉÎÃÌÕÄÉÎÇ ÔÈÅ ÐÒÅÖÉÏÕÓ ÐÌÁÙÅÒɊȟ ÓÁÙÉÎÇ Ȱ:ÁÐͼȢ 

¶ The third player continues the pattern, this time using the word Ȱ:ÏÐͼȢ 
¶ 4ÈÅ ÐÁÔÔÅÒÎ ÏÆ ×ÏÒÄÓ ÒÅÐÅÁÔÓȟ ÇÏÉÎÇȡ Ȱ:ÉÐͼȟ Ȱ:ÁÐͼȟ :ÏÐͼȟ Ȱ:ÉÐͼȟ Ȱ:ÁÐͼ ÅÔÃȢ 
¶ 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 the chances 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 

"it" person finishes saying "Bippity Boppity Boo"  

¶ 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." 
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Blind Grid ( 4+ participants ) 

¶ Materials: Masking tape, pen/marker, paper 

¶ Directions: 

¶ Set up a grid with any given number of squares. 

¶ Create a map with a specific 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 sends them to the back of the line and lets the 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 of the group 

who are circled around that member. 

¶  The outside group put their arms around each other 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 turning slowly 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 "I saw the weasel,  

¶ I 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) 

¶ Directions: 
¶ This is a great way to divide a large group into 
two smaller groups.  
¶ Players close their eyes while one person goes 
around tapping them on the shoulders designating 
them either a duck or a cow.  
¶ On a given signal, players keep their eyes 
closed and must find other members of their duck 
ÏÒ ÃÏ× ÔÅÁÍ ÂÙ ͼÍÏÏÉÎÇͼ ÏÒ ͼÑÕÁÃËÉÎÇȱȢ 
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Honey, Do You Love Me? (4+ participants ) 

¶ Directions: 

¶ The participants sit in a circle. 

¶ /ÎÅ ÐÁÒÔÉÃÉÐÁÎÔ ÉÓ ÃÈÏÓÅÎ ÔÏ ÂÅ ȰÉÔȱȢ 

¶ 4ÈÅ ÐÅÒÓÏÎ ×ÈÏ ÉÓ ȰÉÔȱ ÁÓËÓ ÓÏÍÅÏÎÅ ÅÌÓÅ ÉÎ ÔÈÅ ÃÉÒÃÌÅ Ȱ(ÏÎÅÙ $Ï 9ÏÕ ,ÏÖÅ -Åȩȱ 

¶ 4ÈÅ ÐÅÒÓÏÎ ÍÕÓÔ ÒÅÓÐÏÎÄ Ȱ(ÏÎÅÙȟ ) ÌÏÖÅ ÙÏÕȟ ÂÕÔ ) ÊÕÓÔ ÃÁÎȭÔ ÓÍÉÌÅȱ ɉÏÂÖÉÏÕÓÌÙȟ ÔÈÅÙ ÍÕÓÔ ÓÁÙ 

this without smiling!)  

¶ )Æ ÔÈÅÙ ÃÁÎ ÄÏ ÉÔ ×ÉÔÈÏÕÔ ÓÍÉÌÉÎÇȟ ÔÈÅ ÐÅÒÓÏÎ ×ÈÏ ÉÓ ȰÉÔȱ ÍÕÓÔ ËÅÅÐ ÁÓËÉÎÇ ÐÅÏÐÌÅ Áround the 

room, until someone smiles. 

¶ 4ÈÅ ÐÅÒÓÏÎ ×ÈÏ ÓÍÉÌÅÓ ÂÅÃÏÍÅÓ ÔÈÅ ÎÅ× ȰÉÔȱȢ 

¶ 4ÈÅ ÐÅÒÓÏÎ ×ÈÏ ÉÓ ȰÉÔȱ ÃÁÎ ÕÓÅ ×ÈÁÔÅÖÅÒ ÔÈÅÁÔÒÉÃÓ ÔÈÅÙȭÄ ÌÉËÅȢȢ "ÁÔÔÉÎÇ ÅÙÅÌÁÓÈÅÓȟ ÍÁËÉÎÇ ÆÁÃÅÓȟ 

silly voices, to get the other person to smile. 

 

Indy 500 ( 4+ participants ) 

¶ Directions: 
¶ The group should be sitting in a circle and numbered 1-4.  
¶ 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 have to get 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 are; FLAT TIRE (Hop around on one foot), RUN OUT OF GAS (Crab Walk), TURBO 
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. The beat will continue throughout the 
game.  

¶ The chant for this game is ONE FROG, IN THE WATER, 
KERPLUNK. The first person will start by saying ONE 
FROG on the beat. The person to the left of them will 
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 each 
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 the other 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 ) 

¶ Directions: 
¶ Children form a circle on the floor, sitting close to one another. 
¶ Someone who is not in the 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 should be to 
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 the wrappings as intact as possible.  

¶ Only when the music stops can wrapping paper be removed.  

 
Pipety -Pop (4+ participants ) 

¶ 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 "Popety-pip."  
¶ 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 Popety-pip, the person must say pop before 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 ) 

¶ Directions: 
¶ All participants sit in a circle 
¶ Players are not allowed to show their teeth 
¶ 4Ï ÓÔÁÒÔȟ ÔÈÅ ÆÉÒÓÔ ÐÁÒÔÉÃÉÐÁÎÔ ÓÁÙÓ Ȱ0ÔÅÒÏÄÁÃÔÙÌȱ ÔÏ ÔÈÅ ÐÅÒÓÏÎ ÏÎ ÔÈÅÉÒ ÌÅÆÔȢ  
¶ 4ÈÁÔ ÃÏÎÔÉÎÕÅÓ ÁÒÏÕÎÄ ÔÈÅ ÃÉÒÃÌÅ ÕÎÔÉÌ ÓÏÍÅÏÎÅ ÓÁÙÓ Ȱ315!7+ȱ ÁÔ ×ÈÉÃÈ ÐÏÉÎÔ ÔÈÅ ÇÁÍÅ 

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 an open-ÅÎÄÅÄ ɉÃÁÎȭÔ ÂÅ ÁÎÓ×ÅÒÅÄ ×ÉÔÈ ȰÙÅÓȱ ÏÒ ȰÎÏȱɊ ÑÕÅÓÔÉÏÎ ÔÏ ÔÈÅ 

person to their left. 
¶ Instruct everyone to remember the question that they asked and the answer they gave to the 

question 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 original questions, 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 ) 

¶ Directions: 
¶ Everyone is in a circle. One camper closes their eyes or steps out of the room.  
¶ The leader chooses a secret leader. Be sure to choose quietly so the "guesser" can't hear you. 
¶ The leader begins an action such as snapping fingers, patting the tummy, or slapping knees, and 

everyone in the circle imitates the Leader.  
¶ The guesser returns and tries to figure out who the leader is within three guesses. As the 

guesser looks around, the leader should change the action without being detected. 
 

Telephone ( 4+ participants ) 

¶ Directions: 

¶ Have children sit in a circle.  

¶ The leader comes up with 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 to say the sentence out loud, and the 

leader then says what the sentence was originally. 

¶ Chances are, it will be different. 

#ÈÉÃËÅÎȟ #ÈÉÃËÅÎȟ 7ÈÏȭÓ ÇÏÔ ÔÈÅ #ÈÉÃËÅÎȩ ɉ5+ participants ) 

¶ Directions:  

¶ /ÎÅ ÐÅÒÓÏÎ ÓÔÁÒÔÓ ÂÙ ÓÁÙÉÎÇ ɉÄÒÁÍÁÔÉÃÁÌÌÙɊȟ Ȱɉ#ÌÅÁÒ ÔÈÒÏÁÔɊ #ÈÉÃËÅÎȟ #ÈÉÃËÅÎȟ ×ÈÏȭÓ ÇÏÔ ÔÈÅ 

#ÈÉÃËÅÎȩȱ 

¶ 0ÌÁÙÅÒÓ ÍÕÓÔ ÇÕÅÓÓ ×ÈÏ ÈÁÓ ȰÇÏÔȱ ÔÈÅ ÃÈÉÃËÅÎȢ 

¶ To have the chicken, the player must say phrase STARTING WITH A CLEAR OF THE THROAT. 

This can be done rather inconspicuously at first and much more dramatic as people 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 ) 

¶ Directions: Campers sit in a circle and begin to sing this song: 

Cobbler, Cobbler where's my shoe 

Have it ready by half-past two 

If by half-past two it can't be done 

Have it ready by half-past one 

¶ The counselor takes one of their shoes (or something else) and passes it behind their back to 

the person next to them. This 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 and everyone 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 ) 

¶ Directions: (Every group member must know how to ÐÌÁÙ Ȱ2ÏÃËȟ 0ÁÐÅÒȟ 3ÃÉÓÓÏÒÓȢȱ 

¶ %ÖÅÒÙÏÎÅ ÓÔÁÒÔÓ ÁÓ ÁÎ ÅÇÇȟ ÁÎÄ ×ÁÄÄÌÅÓ ÁÒÏÕÎÄ ÓÁÙÉÎÇ Ȱ7ÏÂÂÌÅȦ 7ÏÂÂÌÅȦȱ 7ÈÅÎ ÁÎ ÅÇÇ ÆÉÎÄÓ 

ÁÎÏÔÈÅÒ ÅÇÇȟ ÔÈÅÙ ÐÌÁÙ Ȱ2ÏÃËȟ 0ÁÐÅÒȟ 3ÃÉÓÓÏÒÓȱ 

¶ The winner will evolve into a chicken, and hop around making chicken noises until they find 

ÁÎÏÔÈÅÒ ÃÈÉÃËÅÎ ÔÏ ÐÌÁÙ Ȭ2ÏÃËȢȟ 0ÁÐÅÒȟ 3ÃÉÓÓÏÒÓȱ 

¶ 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 t-rexes and roar until they find another dinosaur tÏ ÐÌÁÙ Ȱ2ÏÃËȟ 

0ÁÐÅÒȟ 3ÃÉÓÓÏÒÓȱ 

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

ÓÁÙÉÎÇ Ȭ5ÌÔÉÍÁÔÅ ÂÅÉÎÇȟ 5ÌÔÉÍÁÔÅ ÂÅÉÎÇȦȱ  

¶ The loser of the dinosaur match becomes a chicken again. 

¶ Once an ultimate being has won their 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 must walk 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 and if 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 

ÔÈÅ ÂÁÃË ÏÆ ÅÖÅÒÙÏÎÅȭÓ ÓÈÉÒÔȢ ɉÉȢÅȢ ÔÈÅ ×ÏÒÄ ȬÍÅÁÔȭ printed on a 

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 start cÏÍÍÁÎÄ Ȱ)ȭÍ ÈÕÎÇÒÙȦ ,ÅÔȭÓ ÅÁÔȦ 2ÕÎ ÆÏÒ ÔÈÅ ÂÏÒÄÅÒȦȱ 

¶ Each individual must find out which ingredient they are and then find enough to form a 

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

¶ Directions:  

¶ The leaders should both know the trick before the start of the game. 

¶ /ÎÅ ÌÅÁÄÅÒ ÃÁÎ ÓÁÙ Ȱ)ȭÍ ÍÁËÉÎÇ Á ÔÒÉÁÎÇÌÅ ×ÉÔÈ $ÒÅ×ȟ "ÏÂȟ ÁÎÄ !ÎÎÅȱ ɉÏÆ ÃÏÕÒÓÅ ÙÏÕ ×ÉÌÌ ÉÎÓÅÒÔ 

names of group participants). 

¶ 4ÈÅ ÑÕÅÓÔÉÏÎ ÙÏÕ ÁÓË ÔÈÅ ÐÁÒÔÉÃÉÐÁÎÔÓ ÉÓȡ Ȱ7ÈÏ ÄÏÅÓ ÔÈÉÓ ÔÒÉÁÎÇÌÅ ÂÅÌÏÎÇ ÔÏȩȱ 

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

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

 

Peek-A-Who (5+ participants ) 
¶ Materials: one large blanket 

¶ Directions: 

¶ Split participants into two even groups and send them to opposite sides of the room 

¶ Hold up a large blanket between the groups so that each team cannot see each other 

¶ Have a member of each team quietly move up to the blanket 

¶ On the count of three, drop the blanket so that each of the selected members are facing each 

other 

¶ 7ÈÅÎ ÔÈÅ ÂÌÁÎËÅÔ ÄÒÏÐÓȟ ×ÈÏÅÖÅÒ ÓÁÙÓ ÔÈÅ ÏÔÈÅÒ ÐÅÒÓÏÎȭÓ ÎÁÍÅ ÆÉÒÓÔ ×ÉÎÓȢ 7ÈÏÅÖÅÒ ÌÏÓÅÓ ÊÏÉÎÓ 

the other team.  

¶ 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 are told that if the murderer 

does a certain thing (i.e. wink or a hand 

signal) to them they are dead. 

¶ The detective comes back to the circle 

where they must guess the identity of the 

murderer before the entire group is killed. 

¶ The detective only has a certain number of 

guesses before the murderer gets away 

with the crime. 

¶ Once the murderer gets away with it or 

gets caught, choose a new detective and 

murderer. 
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Impulse ( 6+ participants ) 

¶ Materials: 1 object 

¶ Directions: 

¶ Players sit in two lines holding hands, 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 person squeezes 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. 

 

Mafia (7+ participants ) 

¶ Directions: 

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

¶ While their eyes are closed the leader chooses 2-3 Mafia members depending on the size of the 

group 

¶ The leader instructs for only the Mafia to open their eyes, see who they are partnered with, decide 

one player to eliminate (without talking), and Mafia closes their eyes 

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

Mafia  

¶ The whole group begin to speculate who the Mafia are and collectively the group will decide on one 

ÐÅÒÓÏÎ ÔÏ ÅÌÉÍÉÎÁÔÅ ɉ)Æ Á ÕÎÁÎÉÍÏÕÓ ÄÅÃÉÓÉÏÎ ÃÁÎȭÔ ÂÅ ÍÁÄÅȟ ÐÕÔ ÉÔ ÔÏ Á ÖÏÔÅɊ 

¶ They return to sleep when someone has been eliminated and the game continues in the Mafia wakes, 

Mafia decides to kill, Mafia sleeps, everyone wakes, group eliminates a person ɀ until the Mafia have 

all been found or all the townspeople have been eliminated 

Escape From the Monsters (10+ participants)   

¶ 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.  

¶ In front of these Monsters sits on their treasure (keys).  

They have bean bags for ammunition.  

¶ 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. 

¶ In front of these Monsters sits on their treasure (keys). They have 

bean bags for ammunition. 

¶ The leaders chose one person to go through the circle and get the 

treasure. This person gets 3 monster de-activators (ropes tied 

into a circle). These will de-activate the monster if it is put over 

their head.  

¶ The monster can stop trespasser by hitting them with a bean 

bag.  

¶ The players in the circle can help the monsters by telling them 

where the trespasser is. 
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Thumbs up 7Up! (14+ participants )  

¶ Materials: tables and chairs 

¶ Directions: 

¶ #ÈÏÏÓÅ χ ÐÁÒÔÉÃÉÐÁÎÔÓ ÔÏ ÂÅ ȬÉÔȭ ÆÉÒÓÔ 

¶ Have all of the 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.  

¶ /ÎÃÅ ÔÈÅ ÌÅÁÄÅÒ ÓÁÙÓ ÇÏȟ ÔÈÅ χ ÐÁÒÔÉÃÉÐÁÎÔÓ ×ÈÏ ÁÒÅ ȬÉÔȭ ÈÁÖÅ ÔÏ ÃÈÏÏÓÅ ÓÏÍÅÏÎÅ ÁÎÄ ÐÕÓÈ ÔÈÅÉÒ 

thuÍÂ ÄÏ×ÎȢ /ÎÃÅ ÔÈÅÙ ÈÁÖÅ ÐÕÓÈÅÄ ÓÏÍÅÏÎÅȭÓ ÔÈÕÍÂ ÄÏ×Î ÔÈÅÙ ÒÅÔÕÒÎ ÔÏ ÔÈÅ ÆÒÏÎÔ ÏÆ ÔÈÅ 

room. 

¶ The participants whose thumbs had been pushed down then stand up and take turns guessing 

who pushed their thumb down. Each person gets three guesses. If they do not guess the right 

person, they sit back down for the next round.  

¶ 4ÈÅ ȬÉÔȭ ÐÅÏÐÌÅ ×ÈÏ ÄÏ ÎÏÔ ÇÅÔ ÇÕÅÓÓÅÄ ÓÔÁÙ ÕÐ ÁÎÄ ÃÏÎÔÉÎÕÅ ÔÏ ÂÅ ȬÉÔȭ 

¶ The people who guess who pushed their thumb down switch places with the person who 

ÐÕÓÈÅÄ ÔÈÅÉÒ ÔÈÕÍÂ ÄÏ×Î ÁÎÄ ÁÒÅ ȬÉÔ  
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Water games 
 

Hole in the Bucket  (2+ participants)  

¶ 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 first team to fill their bucket with water wins. 

 

Ice cube melt (2+ participants)   

¶ Materials: Ice cubes (or frozen t-shirts) 
¶ Directions:  
¶ Divide participants into two equal teams 
¶ At a starting signal, each team picks up an ice 

cube (or frozen t-shirt) and tries to melt it as 
quickly as possible.  

¶ Players can rub it between 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. Players should 
also keep it off the ground. 

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

Drip, Drip, DROP!  (3+ participants)  

¶ Materials: a cup, a bucket of water 

¶ Directions:  

¶ The game is duck, duck, goose! But slightly different for hot days. 

¶ (ÁÖÅ ÐÁÒÔÉÃÉÐÁÎÔÓ ÓÉÔ ÉÎ Á ÃÉÒÃÌÅ ÁÎÄ ÄÅÃÉÄÅ ×ÈÏ ×ÉÌÌ ÂÅ ȬÉÔȭ ÆÉÒÓÔȢ 'ÉÖÅ ÔÈÅÍ Á ÃÕÐ ÏÆ ×ÁÔÅÒȢ  

¶ 4ÈÅ ȬÉÔȭ ÐÅÒÓÏÎ ×ÉÌÌ ×ÁÌË ÁÒÏÕÎÄ ÔÈÅ ÃÉÒÃÌÅȟ ÄÒÏÐÐÉÎÇ ÌÉÔÔÌÅ ÄÒÉÐÓ ÏÆ ×ÁÔÅÒ ÏÎ ÅÁÃÈ ÐÅÒÓÏÎȭÓ ÈÅÁd 

ÓÁÙÉÎÇ ȰÄÒÉÐȱ ÅÖÅÒÙ ÔÉÍÅ ÔÈÅÙ ÄÒÏÐ ×ÁÔÅÒ ÏÎ ÓÏÍÅÏÎÅȭÓ ÈÅÁÄȢ 

¶ When they get to the person they want to race, they drop the rest of the cup of water on their 

ÈÅÁÄ ÁÎÄ ÙÅÌÌ Ȭ$2/0Ȧȭ 4ÈÁÔ ÐÅÒÓÏÎ ÔÈÅÎ ÈÁÓ ÔÏ ÒÁÃÅ ÔÈÅ ÄÒÏÐÐÅÒ ÁÒÏÕÎÄ ÔÈÅ ÃÉÒÃÌÅ ÂÁÃË ÔÏ ÔÈÅÉÒ 

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

¶ Materials: Water Balloons, music 

¶ Directions: 

¶ Just like musical chairs, you will need 1 less water balloon each round (for instance, 5 players= 

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)  

¶ 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)  

¶ Materials: functioning water hose 

¶ Directions: 

¶ Basically, ÔÈÅ ÓÁÍÅ ÔÈÉÎÇ ÁÓ Ȭ7ÈÁÔ ÔÉÍÅ ÉÓ ÉÔ -ÒȢ 7ÏÌÆȩȭ ÂÕÔ ÔÈÅ ÐÅÒÓÏÎ ×ÈÏ ÉÓ ȬÉÔȭ ÈÁÓ Á ×ÁÔÅÒ ÈÏÓÅ 

that they spray participants with instead of trying to tag them.  

¶ ! ÌÅÁÄÅÒ ÓÈÏÕÌÄ ÈÅÌÐ ÔÈÅ ÐÁÒÔÉÃÉÐÁÎÔ ×ÈÏ ÉÓ ȬÉÔȭ ×ÉÔÈ ÔÈÅ ÈÏÓÅ ÔÏ ÅÎÓÕÒÅ ÔÈÅÙ ÁÒÅ ÓÐÒÁÙÉÎÇ ÔÈÅ 

water below the waist. 

¶ 0ÁÒÔÉÃÉÐÁÎÔÓ ÃÁÌÌ ÏÕÔ Ȱ7ÈÁÔ ÔÉÍÅ ÉÓ ÉÔ ÂÌÕÅ ×ÈÁÌÅȩȱ ÁÎÄ ÔÈÅ ×ÈÁÌÅ ×ÉÌÌ ÃÁÌÌ ÏÕÔ Á ÔÉÍÅ ÂÅÔ×ÅÅÎ ρ 

and 10. The other participants will take that number of steps while counting out loud as a 

group. This continues until the whale decides to ÒÅÓÐÏÎÄ ×ÉÔÈ Ȭ302!9 4)-%Ȧȱ ÁÔ ×ÈÉÃÈ ÔÉÍÅ ÔÈÅ 

whale will turn around and try to spray other participants while they run back to the other end 

of the field. 

 

 

 

 

 

 

 

 

 

 




