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GamesList - Points to Think About





Games break down barriers, develop group identity and give opportunities for endless fun.  But although they look simple and easy to run, there are things that a leader should prepare and bear in mind.





The Group - Before choosing the games to be played, consider the make-up of the Group who will be participating.  People of limited physical fitness may find it frustrating to be put through a series of high energy games without a break.  Likewise, some games which challenge personal inhibitions.





Running Order - A running order of games should be devised in advance of the games session.  This may be no more than a list on a slip of paper.  While the leader should not feel they have to cover every game on the list, having such a list does provide a real sense of security and direction to the games session.





Familiarity - The session leader should be thoroughly familiar with all the games in the running order.  Before leading a session, try out the games on the list with your friends.  If they find them obscure or difficult to follow, then you’ve located the problem to solve before the real event.  The more practice and preparation you have, the better your Games Session will be.





Setting - Although new games can be played almost anywhere, it is worthwhile thinking about the setting for your games session.


If outdoors	  Distractions? Weather? Slippery surfaces?


If indoors	  Sufficient space for Nos.? Tables/chairs or other obstacles?





New games can lead to a lot of noise, so make sure that this is not likely to create problems with neighbours.  When outside, never play close to a busy road.





Tone - Use the first game to introduce yourself and members of the group to one another and to set the tone for the shared experience.  Try not to talk too much.  Give clear statements, requesting rather than ordering.  Smile, speak clearly and exude calm and confidence.  People will be reluctant to participate if you appear authoritarian or nervous  or unsure.





Pace - Highly influential on the success or failure of a games session is the pace.  A carefully structured running order can allow for a mixture of high and low energy games which retain the interest of the group.





Ending - End the session in a creative way it is worthwhile sitting in a circle and asking for negative feedback - anything you didn’t like?  Why?  And finally the positive, what did you like?  A group cheer/shout/jump/prayer can finish the session appropriately.


�
Icebreakers








In a tangle


Group stands in circle and each child puts left hand in the circle and takes hold of another child’s left hand. Each child then puts their right arm in and does the same again (to a different child). The children then must try and untangle themselves back into a full circle, without breaking hands.








My Name is, and I Like


Stand in a circle.  One person starts by saying what their name is and what they like.  The next person then states their name and what they like in addition to the name of the first person and what he/she liked.  The game continues like this with everyone saying their name and what they like and also the names and likes of all those who were before them making a long string of things to remember.   Likes can start with 1st letter of name – or use adjective to describe themselves.








Name Echo


Stand in a circle.  One person steps into the circle, shouts their name and does an action.  The others in the circle imitate this action and name in sequence.  The next person steps in the circle, says their name and performs a different action and so on until everyone has taken part.  Then play game with these actions to be model of  “Big Buckie” or “Matthew, Mark, Luke, John”








Name Jungle


Stand in a circle.  The first person throws a ball to someone and shouts their name simultaneously.  The person who catches the ball, throws it to someone else, calling their name, until everyone in the circle has caught the ball.  The game can then be repeated at a faster pace.








Throw Ball


This is an Icebreaker game.  Stand in a circle and just practice by throwing the ball around, stop the game after a couple of minutes and introduce a new rule (you now have to say the name of the person you are throwing the ball to), after a couple of minutes stop the game and tell them that they now have to throw the ball so that everyone has one catch.  When they have done this, ask them to repeat the exact series of throws and keep that pattern going.  Then introduce another ball into the same pattern.  Make up your own ideas as well.














Chair (Sorting in Order) Game


Make a circle with your chairs, and then stand on them, then without speaking or stepping on the floor, you have to sort yourself into:


Alphabetical order of name


Age (if same age, then month)


Height etc


Alternatively, you can have 2 teams in a line, competing against each other.





�
Ball Games








Ball Pass


Children stand in a circle, one child has the ball and he passes it to the person on his left.  The first child tries to run round the circle and back to his place before the ball is passed around the circle.  You may wish to award the child a point if he makes it back before the ball.








Ball Passing


Children stand in a line and pass the ball in various ways e.g. Over the head or/and Under the legs.  The last child takes the ball and goes to the front of the line and begins again.








Crab Football


Have 2 teams – with players assigned a number in each team. Line up teams sitting along opposite sides of the hall to each other, with a set of “goals” (e.g. chair legs) at each end of the hall. Place a ball in the centre of the hall floor. The Leader shouts out a number – the child from each team with that number (e.g. No.6 from team A and No.6 from team B) has to chase the ball while in the shape of a crab (hands and feet touching the ground (stomach facing up) to try and score a goal.	








Dodgy Ball


Leader tries to hit the Children (below the knee) with a ball.  When a Child is hit, he/she becomes a helper, and is allowed to pick up the ball and catch people out.  The game continues until there is just one child left.


Variations: 	-	Fixed area e.g. Badminton Court


Combine with any version of Tig


Leaders/helpers can’t run with ball


2 teams opposite each other – hit an opposing team member and they come on your team.








Head & Catch


Children stand in a circle.  The leader stands in the middle with a ball.  The leader then throws the ball to each child in turn saying either “head” or “catch”.


If you say “Head” the child has to catch the ball.


If you say “Catch” the child has to head the ball.


Alternative : do it with “Catch” & “Drop”

















Stop The Ball


Children are divided into 2 teams (or 4 if lots of kids). Divide the hall with chalk marks in half (or quarters if you have 4 teams).  Each team stands in it’s own half (or quarter) and a ball is thrown into the air. Teams must try and stop the ball hitting the floor in their half by hitting it with their arms/legs/head, no catching allowed.  It’s a simple version of volleyball without a net. Make up your own scoring system. Add multiple balls.








Tadpole


One team stands in a circle with one person in the middle and they have a ball.  The other team stand in a line.  The person with the ball has to throw the ball to each person in the circle, who pass the ball back to the middle.  This counts as one point.  If you drop the ball, you have to start counting at zero again.  The team have to rack up as many points as they can while the other team have to run (one at a time) with a baton around the circle to the end of the line.  The baton is then passed to the front of the line, and the next person runs.  The game ends when the last person has run round the circle.  The points that the other team have when the game is finished is their final score.  Alternatively re-start counting at zero after a drop and it’s the highest amounts of catches during the game that is used.








Dodgy Ball Tig 


Children who are IT have a red football each. There should also be an equal number of green footballs amongst the remaining children.  IT kids throw red footballs at other kids, if they hit them below the waist they must stand still with their legs open. To free them a green football must be thrown between their legs.








Advanced Dodgy ball 


Dodgy ball except when a child is hit (all below the waist) they have to grab the area that the ball hits with one hand. When they are hit again they have to do the same except with the other hand. Hit again and they’re out.








Circle ball 


Children stand in a circle with their feet wide apart touching the neighbouring children’s feet. A ball is pushed around the circle by using your hands, with the aim of getting it through someone’s legs, whilst others protect the space with their hands. Once a ball goes out of the circle that child loses a point/goes out the game and circle closes.








Footcuffed Football


Football (for teenagers) except their feet are tied together, making running and kicking difficult. This evens out the difference in heights and capabilities. Falling over is very likely though!





�
Chair/Circle Games








1,2,3,4 (Finger grabbing Game)


This is a sitting down circle game.  On the count of 1, everyone slaps their right knee.  On the count of 2, everyone slaps their left knee.  On the count of 3, everyone puts their Right Index Finger in the air.  On the count of 4, put your left hand hovering above the person to your left’s finger.  On the word “Go”, try and grab the person on your left’s finger, while trying to stop the person on your right grabbing your finger!!  This game may sound complicated, but it is not!


Alternative: On 1= raise finger, 2= hover other hand flat above neighbour’s finger, 3= try and grab.








Balloon Breaking


Before the game begins, a message is put inside a balloon and the balloon is blown up.  The balloon is passed around the circle until the leader says stop or the music stops.  The Child with the balloon then has to burst the balloon and do the required action/forfeit e.g. be a dog or do a dance.


Alternative: Put words from memory verse inside a number of balloons.








Branches


The Children form a circle (stream) with one beaver left outside.  The circle beavers then pass a rolled newspaper (branch) around and the odd beaver has to try and catch it.  When the Child catches the branch to build his dam, another child takes his place.








Chair Bigamy


Organise chairs in sets of 3 around the room. Children get in sets of 3 and sit on a set of chairs. Organise it so that one group is only a pair of kids + an empty chair. This pair has to leave their chairs and grab a person from another triplet take them back to their set of chairs.  Then the group who now have 2 people have to grab someone else from another group.  When the music stops, the last set of 3 to run are out.  The game continues until there is only one group left.








Chair Relay


Children are divided into teams, and they lay their chairs out in a line in front of them.  There should be one extra chair for each group.  They stand on the chairs, leaving the last one empty, and on the word “GO”, the team have to race to the other side of the hall, by passing the empty chair to the front of the line of chairs, and then stepping onto it (then they have a free chair that they can pass to the front.














Clock in the Tower


Everyone stands in a circle and is numbered one to four.  One person stands in the centre.  The players say the rhyme “The clock in the tower strikes the hour”, and the person in the centre claps his/her hands 1,2,3 or 4 times.  If e.g. 3 is clapped, then all the 3’s run around the circle and the first into the centre takes the place of the clock.


Alternative ; with a big group of kids increase numbers to 6 or 8 etc.








Do You Love Your Neighbour?


This is a sitting down circle game.  One person does not have a chair, and stands in the middle.  They choose someone, and ask them “Do you love your neighbour”?  If that person says “No”, then the people at either side, have to swap chairs, before the person in the middle sits down in one of their chairs.  If the answer is “Yes”, then everyone has to swap chairs.


Alternative: Leader in middle asks question.  If answer is “No” neighbours must run in opposite directions around circle and back to place.   Last one is out – better without chairs.








Duck, Duck, Goose


This is a sitting down circle game.  One child is selected to go round the outside of the circle, patting everyone on their heads and saying “duck”, when they come to a person who they want to chase them, they shout “goose”.  Then they have to run round the circle, while being chased, and try to steal the space which has just become available.  If the person is caught, then they have to run again.


Alternative: “Koala, Koala, Kangaroo” and children hop/jump around circle.








Find the Leader


The children sit in a circle except one who is a detective.  The detective leaves the room while another child is chosen as a leader.  The detective then has 3 tries to find the leader.  The leader starts making a rhythm/action which all the group copy.   The leader then changes his actions e.g. clapping, waving, hitting chest.  The other children have to copy the leader without making it too obvious. 








Find the Ring


Tie a ring onto a long piece of string.  The children sit in a circle holding the string except one who is in the centre.  Those in the circle try to move the ring around without the child on the outside seeing it.  If he finds the ring, he swaps places with the child on the outside holding it.  Limit the number of guesses so that every child can have a try.














Flying Dutchmen/Dustmen


Children stand in a circle holding hands, two people are chosen to go round the outside holding hands (and the circle is closed again), they have to tap a pair of hands, and when this happens, they have to run round the circle and get into the space which is available, the people they have just tapped, have to run round the circle in the opposite direction and get back to their own space.








Furry Object Game


This is a sit down circle game.  An object (e.g. an orange) is passed from the 1st person to the 2nd.   The first person says, “this is a furry orange”, the 2nd person says “a what”, the first person then says “a furry orange”.  The object is then passed onto the third person who repeats “this is a furry orange”, and when the 3rd person says “a what” the 2nd person asks the first person “a what”, and then the message gets passed back to the 2nd and 3rd persons.  Every time an object is passed and someone says “a what”, the message goes all the way back to the first person, and is then passed all the way back to the person who asks.  Once everyone has got used to one object going all the way round the circle, send 2 objects round the circle, starting with the same person, but going in different directions.








Hands on Knees


This is a sitting down circle game – that is complicated to explain but is easy to play. Each person puts their left hand on their left-neighbour’s right knee; and then puts their right hand on their right-neighbours left knee. The game starts when a chosen person taps someone’s knee (with whichever hand is on that knee).  The tapping continues around the circle in the order the hands are in; not the order of people (which is of course different since people have crossed over arms with both neighbours). A double tap means change direction. If a person forgets, hesitates or taps out of sequence then they put one hand behind their back. The game finishes when there is only one or two people left.


Alternative: Kneel on floor and place hands in front of you in same pattern.  








Key’s to the Castle


One person sits blindfolded in the middle of a circle of people who are sitting down.  A set of keys is placed behind him/her.  Then one person is chosen from the circle, and they have to walk round the circle as quietly as possible and then sneak into the middle and grabs the keys which are just behind him/her and sits back down (in the same spot).  The person in the middle then takes off the blindfold and points at who they think has the keys.  They can have 3 guesses, and if they guess correctly, that person ends up in the middle.


Alternative: “Bear and the Honey Pot” – when “Bear” hears the keys being stolen he chases the thief around outside of circle.














Musical Chairs


Chairs are stacked in a row, back-to-back.  There is one less chair than there are people.  When the music starts, the children have to walk around the chairs, and when the music stops, the children have to sit down on a chair.  One child will be out each round, as you remove a chair before each round starts.








Pass the Parcel


This game is played to music, a parcel is passed round kids who are sitting in a circle.  When the music stops, the child who has the parcel unwraps a layer, and then the game continues.  The winner is the child who unwraps the last layer of the present.  To add some spice to the game, why not have forfeits for each layer unwrapped!








Pass the Squeeze


This is a sitting down circle game.  Everyone hold hands with the people beside them, and a squeeze (of the hand) is passed around the circle.  A leader can time the squeeze, to see how long it takes to go around the circle 10 times.  And then you can try and beat the time.








Rabbit Hunt


Children stand in a circle with a space between themselves.  One child is a rabbit with a hankie/scarf for a tail, another child is a dog.  The rabbit has to run out the circle 5 times for food objects placed far outside circle (n.b. need at least 6 objects) and get back in without the dog catching his tail.  The dog is not allowed in the circle as this is the rabbits burrow.








Shufflebum


This is a sitting down circle game.  One person stands in the middle.  There is a chair that is empty in the circle, so everyone has to keep moving round the chair, by shuffling from one chair to the next in a clockwise direction, without the person in the middle being able to sit down.  The leader can shout change at any given time, and so the people in the circle have to shuffle in the opposite direction.  When the person in the middle finally gets his/her seat, the person who they have stolen the seat from has to go in the middle.








Smile if you Love me


This is a sitting down circle game.  One person is in the middle, and does not have a chair.  In order to get a chair, he/she has to pick on someone and say to them “Smile if you Love Me”, the person on the chair has to reply “I really, really love you but I just can’t smile”.  They have to say this without smiling, otherwise they have to give up their chair.  The person can use any means possible to make the person smile e.g. sitting on their knee, or pulling funny faces.








The Stick


The children sit in a circle and have to mime an action in turn using the stick.  E.g. sport - pool, hockey, weapon - gun, bow and arrow - tools - hammer, saw etc.


Alternative: Do this with Youth using bizarre objects to stimulate imagination and laughs.








Unmusical Bumps


Children start with 10 points each.  They stand in a circle and on being told, they will either walk, run, hop etc around the circle.  When the leader claps her hands the children must sit down.  The last child to sit down loses a point.








Wet Flannel Game


This is a sitting down circle game.  Every person names themselves after a different fruit.  One person is in the middle with a wet flannel (the wetter, the better)!!  One person in the circle, stands up and says “I am a _____ (name of their fruit), and I am in love with a ______ (name of someone else’s fruit)”  The person who has just been named, has to stand up and repeat the phrase before the person in the middle wipes their face with a wet flannel.  If a person gets caught with a wet flannel, then they have to take their turn in the middle.








Wink Murder


One person is sent out of the room.  One person is chosen in the room to be the murderer.  When the person comes back in, he has to try and guess who the murderer is.  If the murderer winks at you, you have to pretend to die (the more dramatically the better).  This means that you have to subtly look at the murderer occasionally.  


Alternatively: decide murderer by dealing out playing cards where the ace is the murderer (No. of cards = No. of kids).








Zoom, Zap, Screech


This is a sitting down circle game.  Someone starts by sending a Zoom to the player sitting beside them.  They do this by moving their hands towards the next person and saying “Zoom”.  The Zoom can go all the way round the circle.  If someone wants to stop the Zoom going in that direction and send it the other way, then they cross their arms over their body and say “Zap”.  The other command for this game is if you want to send a Zoom to a certain person, then you point at them with both hands, and say Screech to ____ (person’s name).  People can be put out of this game for slow responses.


Alternatively: Say “Zip” and swing arms in a circle (from elbow) and point in direction for it to travel.   Say “Boing” and jump to change direction.














Electric Chair


This is a standing up, holding hands in a circle game.  A chair is placed in the middle, and then when the leader shouts “Go”, everyone has to try and stay away from the chair.  Everyone will be pulling away from the chair, and eventually someone will either come into contact with the chair, or let go of someone’s hand.  If they do this, they are out.  The circle will therefore keep getting smaller, making it more difficult to stay in the game, as you are nearer the chair.








Chalk, blackboard and duster


The group stands in a circle with everyone facing the outside.  The leader of the game gives everyone a title: chalk, blackboard or duster.  The leader then stands in the centre of the circle and shouts one of the given titles.  The children run round the outside, trying to get back to their place fastest.  The last child back faces into the circle to signal that they are out.  The leader can also shout “Teacher’s coming” while the children are running, causing them to change direction.  Also if “School’s out!” is shouted then everyone runs except those who are facing into the circle.


ALT: Fruit Salad. Leader gives kids names of fruits and then calls these out. “Fruit Salad” requires everyone to run round.








Big Buckie  


Group (8 people or as many are playing) sits in a circle. Leader (Big Buckie) names the chairs; Buckie 1, Buckie 2, Buckie3…with last chair in group being known as Wee Buckie. Leader and group starts game off with chant of, “BBBBBBBBIG Buckie…Oh Yeah…Big Buckie, Big Buckie, Big Buckie”. Start four beat clapping rhythm of your choice (suggestion of slap thighs, clap, click right fingers, click left fingers)...while clicking fingers of right hand leader says “Big Buckie” on clicking fingers on left hand leader selects other player by saying Buckie (and the relevant number of the person they have selected), e.g. “Buckie 6”


While maintaining the rhythm the game continues by Buckie 6 following similar instructions as above clicking right hand fingers saying Buckie 6 followed by clicking fingers on left followed with say Buckie 3. When the rhythm is broken or person makes mistake they become Wee Buckie. Group moves round and changes to the respective number of the chair they are sitting on. Game restarts with the leader saying “BBBBBBIG Buckie, Oh Yeah Big Buckie, Big Buckie, Big Buckie etc. 


Object of the game is to NOT become Wee Buckie, and to become Big Buckie.








Splat


The group stands in a circle.  The leader of the game pretends to put a pie in one person’s face and says “Splat!”.  That person ducks down and the two people either side have to try and “splat” each other like the leader “splatted” the original person. The person who reacts slowest is out and sits down.  This person then doesn’t exist in the game anymore.  The game continues until only 3 or 4 people are left.  However if the person the leader “splats” doesn’t duck down quickly enough then they are out themselves.








Sad and solemn occasion


Sit in a circle all crossed-legged and looking very solemn. Leader says “This is a sad and solemn occasion is it not brother/sister X? (says another players name)” That person must reply “Yes brother/sister (leaders name), it is indeed a most sad and solemn occasion. The “Reply-er” then becomes the Ask-er. The object of the game is not to laugh…but if you ham it up, it invariably does.








Ha - ha game


(Similar to above). Players lie down, each with their head resting on the previous players stomach (except player one). Players are numbered. First player must say (loudly) “HA”, player 2: “HA-HA”; player 3: “HA-HA-HA” etc. The object of the game is to get to the end of the line without anyone actually laughing. 


ALT: a person who initiates some laughing is sent to the bottom of the line, other players move up and assume a new No. of “HA’s”.








Hey Harry Equipment required : Lipstick/marker


Sit group in circle. Leader starts by saying to the person on their left: “Hey Harry!” 2nd person replies, “Yes Harry!” 1st  person: “Tell Harry!”. 2nd person then turns to the 3rd person and says: ”Hey Harry!” and repeats. Encourage this to go quickly. It is imperative that leaders are strict with the language used as this causes mistakes. When a mistake occurs that person has one spot of lipstick applied to the back of their hand. They become known as “One Spot”. Game then continues with person A saying,” Hey One Spot!”. Person B replies, ”Yes Harry”, Person A replies, ”Tell Harry!” For each mistake made you add one additional spot of lipstick. 


Alt: (Elimination)


Rather than using lipstick, have group place hands on their own knees. When person makes mistake they become known as “One Hand” and place one of their hands under their leg. Game continues. If same person makes consecutive mistakes totalling three they are eliminated from the game i.e. “One hand” then “Two Hands” then out.








�
Games with Morals








The following games have important meanings that should be stated to all who play these games.  These games are ideal for Youth Events when trying to teach certain values:








Dungeons & Dragons


This is a choice game, where you ask for a willing volunteer to rescue the Princess.  A story has to be made up, where there are a series of choices to be made, such as how to enter the castle, 1) Swim the moat, 2) Climb the Ivy, 3) Go over the Drawbridge.  If they choose the wrong option, then they are out of the game and another volunteer is needed.  This game can be as simple or as elaborate as you want to make it.





This game teaches people to learn from each others mistakes.  If a volunteer makes a wrong mistake, and is out the game, then the next volunteer should learn from the previous person’s mistake.








Nought’s & Crosses 2


Equipment:  A Blackboard (or something on which you can draw a grid of squares 6 x 6).  This game can only be played once as it is a game with a meaning which can be explained after the game has finished.  The teams are divided into “X’s” and “O’s”, and then told they have to take it in turns to go up to the board and put in an X or O.  They only have 10 seconds after the last person has made their mark in which to make their mark.  Build this game up by saying that there is 10p for each line that a team makes.





You will find that no team wins at the end, as they will be too caught up in stopping the other team making a line, that no winning lines will be made.  The moral of the game is that if both teams worked together instead of competing, they could have had 3 winning lines each.








Friends Like These


This copies the TV game show. 2 (or more) teams compete in a series of challenges, each one requiring the player to have a particular skill (e.g. speed, strength, dexterity). This game is all about Inclusion, and emphasising that “We’re all good at something” therefore it’s important to make sure that each person ends up doing a challenge. Prepare the list of challenges beforehand (with cryptic titles) and give list to teams. At the start they have to decide amongst which person (or in pairs, if you have big teams) should do which challenge (encourages kids to recognise gifts in others that they may not have themselves). Encourage kids to cheer on their “champion” for each challenge. Use your imagination for challenges. Examples:


Speed – do straight races up and down hall, or “shuttle runs” (i.e. run around and back from a series of chairs placed at distances away from start-line)


Strength – time how long kid can hold a heavy weight out in front of them with straight arms.


Aim – throwing balls/beanbags etc into any container(s) to score points


Working together – 3 or 4 kids stand in a triangle/square shape. Each has a bean bag. They all throw simultaneously in a clockwise direction. Score for each time whole group catches all beanbags


Memory – player has to memorise the name + favourite food of each of their team members. Score points for remembering each pair of facts correctly (for older kids add in more facts…e.g. favourite band or colour)


Endurance – Player lies across 3 chairs. Then holds body taut whilst middle chair is removed (supporting self by shoulders and calves – make sure leaders are holding onto 2 chairs). They have to pass a large (but not heavy) object up, over and around their waist. Count for a minute/30 seconds.


Dexterity – Players must thread a number of sewing needles stuck into a chair/cushion


Knowledge – have some Gen. Knowledge questions – e.g. Which band is at No.1.


ALWAYS finish series of challenges by playing “Best Friends” where you get two best friends up (from each team) and ask one questions about their friend (e.g. what is your best friends favourite food?) This can be linked in with talking about how well we know each other and how well God knows us.








�
Parachute Games








Cats & Mice


Two Cats lie on top of the parachute, two mice lie underneath the parachute and everyone else gently ripples the parachute about a foot from the floor thus making it difficult for the Cats to see the Mice.  The Cats must try to catch the Mice, but have to remain on all fours, once the Mouse is caught it comes out.  Once all Mice are caught, the game starts again with different Cats and Mice.


N.B. shoes off.








Chute Ball


Kids hold the parachute out and a ball is thrown in the middle.  Circle is divided in 2 halves for 2 teams.  One team has to raise the ball off the parachute and over the other teams heads.








Colours


When the parachute is up in the air, the leader shouts a colour and everyone wearing that colour, runs across to the other side before the mushroom sinks down.  When using a varied coloured parachute, the colour can be that held by some of the players.


Alternative: give kids each one of 4 fruit names.    Shout “banana” and all these kids swap.  “Fruit Salad” and all kids swap or else superheroes etc.








Sharks


Everyone sits with legs out in front around the parachute rippling it gently, over the legs pretending it’s a sea.  One player goes underneath the parachute pretending to be a shark and moves menacingly around for a while then suddenly (but gently) grabs someone’s legs and pulls them under the sea. There are life guards who must try and grab victims’ arms and stop sharks dragging them under. 








Tent


Players make a mushroom, but this time they bring the parachute down behind their backs and sit inside it, creating an instant tent.  Players can then sing a chorus before they come out of the tent.








Chef


Children standing in a circle holding an edge of parachute. Loads of soft balls (of any size) are thrown into the middle of the parachute. 3 or 4 children are chosen as chefs and then children start flapping the parachute. The chefs have to keep the balls in the parachute while the other children are trying to toss them out.


�
Races/relays








Balancing Beanbag


The Children must balance the beanbag on a part of their body, e.g. head, back of hand, neck etc.  For a team game they will have to travel a certain distance and then run back.








Hat Race


Equipment:	Paper Hats & String


Children are paired off in their teams.  Each child wears a paper hat attached by a piece of string about 30 cm long to their partner’s hat.  The pairs then race to one end of the hall and back without holding on to or losing their hat.








�Marathon


There are 3 or 4 teams who all sit in a straight line from the middle, facing out  the way.  When the leader shouts “GO”, the persons at the top of their lines, have to run and try and catch the person in front of them, without being caught by the people behind them. i.e. team 1 chasing team 2 chasing team 3 etc.    The children must run in a circle round the lines, and when they are caught, they sit down at the start of the line, and the next person from their team start chasing whoever is running for the team they are chasing.  The game ends when there is only one team left running.








Stealing Shoes


Equipment:	9 shoes (this amount can vary, but with 4 teams this is ideal)


The 9 shoes are placed in the middle.  The object of the game is to steal 3 shoes.  In order to do this, one runner is selected from each group, and on the word “GO”, they race into the middle and grab a shoe, they have to return with their shoe to their group, then they can either grab a shoe from another team, or go for any that might be left in the middle.  You are not allowed to throw shoes, and the other people in your team are not allowed to block their team’s shoes from being stolen.








Sweet Pickup


Equipment:	Straws and Chocolate Buttons


Relay race - children run up to a pile of chocolate buttons on a chair and try to pick up a chocolate button on the end of their straw.  It is then theirs to eat!!








Three Mice


2 teams (one either end of room), 3 mice in middle.  Relay:  One child from each team runs to pick up a mouse and drop it on a chair, they then try to get the 3rd mouse.  Child with 2 mice wins.  Allowed to steal mice!!








Tree, Tunnel, Bridge


This is a relay race.  The children are divided into teams.  When the leader shouts “GO”, the first child in each team run to the back of the hall and then on their way back, they stop and stretch their arms out (pretending to be trees), the second child from each group, runs around the tree, then to the back of the hall, and on the way back, they stop with their legs open (pretending to be a tunnel).  The third child from each group has to run round the tree, under the tunnel, up to the back of the hall and then on their way back, they crouch down on the floor (pretending to be a bridge).  The rest of the group have to go round the tree, under the tunnel, jump over the bridge and then run back to their team.  When everyone has done this, the bridge gets up and touches the back of the hall, then the tunnel, then the bridge.  The team that finishes first (and sits in a straight line) are the winners.  It is a good idea to make the 2nd person in each group, a tall person, as people have to go under their legs!!








Relay Races


Children are divided into teams and have to run one at a time to the other end of the hall and back. Variations include:  Running, Hopping, Skipping, Jumping through hoops, Crawling, Running Backwards, and… 





Bump relay: 


Team sit on a long line of chairs (lined up like a bench). 1st one leaves seat, rushes around back to last seat and bumps player forward. Team wins when whole team is back to original places.





Messy Relay: 


Transport flour/water/rice crispies etc in a paper cup held in mouth. No hands. Transfer contents to bowl at end of team line. Winner = greatest volume transported in a given time.





Long jump relay


Player 1, from standing position, jumps forward as far as they can. Player 2 then jumps from where 1 landed. Etc. Winner = team to make longest combined jump.





Mummy race: 


Teams wrap up an opposing team member with toilet paper to make a “mummy”. Then the two mummies race for own team.





Centipede relay.


Team lines up facing down hall. Whole team, simultaneously, takes one large pace forward. 1st player takes off and runs around team 3 times, ends up at rear, shouts “GO” and team paces forward again. Winner = 1st team to reach end of hall.











Tape-head 


One team member has his head taped up with masking tape (sticky-side out) and then has to run to a spot, at the far end of hall, and picks up small light objects (e.g. paper shapes, plastic cutlery, lego)  with head only – No Hands! Then runs back to team and they remove the items…go again, time limit.





Blanket relay 


Teams carry their lightest member on a blanket around a course.





Driving pigs to market


(pig = lemon or potato) Pig is driven with a pen or stick around a course and back…hand over to next team member.





Air-bed surfing 


Lightest person in team lies on airbed. Rest of team lie down like a line of logs and roll air bed across their bodies. Winner = first to reach end of hall.





Coin-book-ball relay 


Team member balances book on head, coin in eye and ball between knees – race to end and back. Next player repeats.





Hands full relay


Assemble identical pairs of objects (one for both teams) place on table at far end of hall.1st player runs up picks up any object runs back, hands over object to 2nd player who runs up, selects 2nd object (still holding onto 1st object) runs back, hands over both objects to 3rd player…etc.





Mad relay


Have daft instructions written on slips of paper in a hat on a chair, at end of room (same set of instructions for each team). 1st player runs up selects a paper – does instruction – then runs back to tag next player (e.g.’s Run around chair 5 times shouting “I’m a muppet!”. Run to nearest person and scratch their head. Run to leader and shout “you’re no spring chicken” etc). Variation – slips of paper can be inside blown up balloons. – players then burst balloon to get instruction





Sucker relay


Each member has a straw and picks up a little square of paper by suction – runs to end and back – transfer same bit of paper to next player.





Balloon pop relay 


Each team member must run up to a chair blow up a balloon and pop it.





�
TIG








Chain Tig


One child is a chaser and when he/she “tigs” another child, they link hands and continue to chase.  The game ends when everyone becomes part of the chain.








Aeroplane Tig


Tig except when the child is “tug”, they stand with their arms out and children run under to free them.








Horse Tig


When you get tug you run like a horse (skipping, neighing, etc). Once everyone is a horse the game is over.








Toilet Tig


When a child is “tug” they stand with arm to the side. To be freed the arm is pulled down with a ‘flush’.








Teapot Tig


When a child is “tug” they stand with one arm out and the other hand on hip. Other players must ‘Pour’ them to free them.








Colour Tig


2 or 3 children are chasers, the rest are runners, and have 3 coloured tops.  The chasers take a coloured top from each runner he catches.  When a chaser has 3 different colours, he becomes a runner.  When a runner loses all 3 colours he becomes a chaser.








Drama Tig


The game starts off as a normal game of Tig, with one person as the catcher.  When the first person is tug, everyone has to copy their reaction until the next person is tug e.g. if someone who has just been tug, stops and turns round, then everyone must copy that same movement every couple of seconds until there is a new reaction e.g. falling down on the ground and getting up again!




















Fly Tig


When a child is “tug”, they have to lie down on the floor flapping their arms about like a dying fly. They are rescued by a tap on the forehead.


Alternative: TURTLE TIG – When ‘tug’ they lie on back waving arms and legs in the air – and they must be gently rolled back onto their legs again.








Hospital Tig


2 Children are chose to be chasers, and they have to Tig everyone else.  Every time a person is tug, they have to hold the part of their body that was tug.  After a while, the game will slow down as children are trying to hold every part of their body and run at the same time.  (i.e. kids have 2 lives since they have 2 hands).








Tail Tig


Every child has a tail except one.  He has to steal a tail (hankie) from a child and then the child without a tail tries to steal one from somebody else.  Children are running around all the time.








Snakes in the Grass


2 Children are chosen to be Snakes, the rest of the children are frogs.  This is basically a game of Tig, where the Snakes have to wriggle around on the floor and “Tig” the frogs, who crouch down and hop like frogs.  When a frog is caught, he becomes a snake.  The game ends when everyone has became a Snake.








�
Timed Games








Feathers


The teams huddle together in a group.  The leader throws a feather in the air above the team and each member has to blow hard to keep it in the air and stop the feather touching them.  Perhaps time each team.








Keep-Ups


You can time children to see how long they can keep a ball up in the air using any part of their body apart from their hands.  Alternatively, you could try keep-ups using volleyball skills e.g. you can use your hands.








Kingpin


This game is also known as Greenpeace.  There are 2 teams.  One team wraps themselves around one of their team and holds on as tightly as they can to him.  The other team, on the word “GO”, has to try and separate all other people from the “Kingpin” (person in the middle).  The game ends when the person in the middle is separated from everyone else in their team.  There are no rules as to how to separate the team, so just use your imagination.  The teams then swap round and it is the other teams chance to steal the “Kingpin”.  The game can be timed.  


Alternative: 1st team is given a balloon which they must protect whilst other team tries to burst it.








Pictionary


All you need for this game are some sheets of paper, and some coloured pens.  Cards are made up with suggestions of what to draw written on them.  People from each team take it in turn to pick a card, and then draw what it says.  They are given a minute to do this, and during this time, their team are allowed as many guesses as they want.  If their team cannot guess what it is, then the other team are allowed one guess.  Points may be awarded for how fast someone guesses what is being drawn.








Guess a Minute


Children sit in a circle, when the leader says NOW, start timing one minute.  Children sit in silence until they think that one minute has passed, then they stand up.  The winner is the child who guesses closest to a minute.  Make sure children with watches do not see their watches.


�
Trust Games








Trust games require that players do not carry on whilst the game is being played.  An atmosphere of safety is required for these games to work effectively.  It is important that players feel that they can trust each other. Furthermore, since some trust games have a tactile element to them, leaders should think carefully about their appropriateness with their group.








Animal Search


People stand about with their eyes closed.  One player goes around whispering in people’s ears what sort of animal they are.  When the game begins, each person moves around making the noise of their animal and trying to find other players who are supposed to be the same animal as they are.








Blind Tunnel


One person runs as fast as possible with eyes closed between two lines of people and is stopped at the end by two or three people who form a soft bumper.  (this game requires a lot of trust).








Blindfold


Blindfold a partner, and guide them around the hall.  Let them learn to trust you (which they will do, unless you make them walk into things)!  Then swap over, and be the blindfolded person.








Pendulum


Start by having two people facing each other, and one person in the middle.  Push him/her back and forward (make sure the person’s hands stay by their side).  Gradually widen the gap, so that they are falling nearer to the ground, and see how close to the ground you can get.


Alternative: have a single person fall backwards into someone’s arms.


Alternative: have the ‘Pendulum’ person in a circle of people that can push them (by the shoulders) in any direction.








Counting to 20 


Objective of the game is to count to 20 in a group without having more than one person saying a number at a time. However everyone must be sitting in a circle with their eyes closed, and the order of who says what number MUST be random. – much harder than it sounds!








Trust Cars 


Players, with a partner, stand one in front of the other. The person in front is required to close their eyes and 'trust' the person behind, who has their hands on the front persons shoulders and “steers” them as they move forward together. Meanwhile the leader is calling out commands such as 1st gear (walk) 2nd gear (faster walk) 3rd gear (slow jog) and so on up until 5th gear. To be difficult the leader can call out reverse gear at any time. The person in front trusts the person behind to steer them correctly whilst keeping their eyes closed – can be very scary if you're the person in front!





�
General Hall games








Catch Tail


Each child grasps the waist of the people in front of him in his team.  The head - (the 1st child) has to try and catch the Tail - (the last child), by dragging everyone behind him/her.  The tail of course tries not to be caught.








Centipedes


Each team gets down on the floor on their hands and knees.  The 2nd in line, grabs the 1st by the ankles, the 3rd child grabs the second’s ankles and so on.  Each team tries to creep along like a centipede without breaking the line.








Matching Sets


This game involves several pairs of identical pictures being laid flat on the floor.  Children take it in turn to turn over 2 pictures and see if they match.








Person to Person


Everyone finds a partner, then the leader gives a command such as “Knees to Knees”.  The pairs then have to touch their knees to each others knees.  If the leader shouts “Person to Person” you change partners.  Other examples are:


Hands to Back


Feet to Head


Elbows to Elbows etc








Sleeping Soldiers


This is a great game to play when the leaders are tired!  The leader shouts “sleeping soldiers”, and all the kids have to lie down and pretend they are asleep.  Leaders go around all the kids and check that they are asleep and motionless, and are allowed to make jokes etc.  Only one rule - if you move, you are out!








Twister


Sort children into equal rows.  They should all be facing the front, and be near to the people all around them.  The leader will shout something like (“If there is a person on your left, then touch their right knee with your left hand”!!  The leader can keep on shouting things like this, and when everyone gets in a tangle or falls over, you can ask them to face another wall, so that they have different people to their left and right.














Musical Numbers


Everyone walks around in a circle to music.  When the music stops, the leader calls out a number and the children have to form a group with that number.  Anyone left out stays out of the game for one turn  and then joins in again.








A New Tail


Children are given numbers.  They are then told a story about a beaver losing his tail.  A new tail is placed in the middle of the floor.  When a number is called, the 2 Children with that number run to try and get the tail.








Animals


Each child is given the name of an animal with every animal name being given to 2 kids. Everybody must make their animal noise in order to find their partner (e.g. Mice squeaks).








Beans


Every child has to walk about inside an area of the hall, and when the leader shouts the following, they have to do the appropriate action:


French Bean		Shout “ Ooh La La”, and swing their hips


Runner Bean		Run about the hall


Broad Beans		Stretch their arms out


Jumping beans	Jump up and down


Haricot Beans	Hop around the hall


Beans on Toast	Lie on Floor


Dwarf Beans		Crouch down and walk


String Beans		Put hands in air


Frozen Beans	“Freeze”


Chilli Beans		Stand and shiver


Baked Beans		children have to run and touch a wall before the leader catches them. Any child who is caught, becomes the leaders helper, and when “Baked Beans” is shouted again, they can try and catch more children.  The game ends when everyone has been caught.








Bigamy


Find yourself a space in the hall with a partner.  You link arms with your partner.  2 people are not linking arms, one of them has to chase the other.  If the person being chased is feeling tired, then they link arms with someone, and the person on the other side of the threesome has to be chased instead.  If you get caught, then you have to chase the person who has just caught you.














Chaos


Children are running around. There are no leaders. It is utter chaos!


(This is not a game)








Cops & Robbers


(This game is also known as Creeps and Curs). There are 2 teams (Cops and Robbers) who stand facing each other in the centre of the hall. If the leader shouts “Cops”, the robbers turn and run whilst the Cops chase them and try to catch before they reach the end wall behind them. If the leader shouts “Robbers” then the Robbers chase the Cops.








Fishy, Fishy Come Swim in my Sea


This game is similar to Snakes in the grass.  2 children are chosen to be “Fish”, and they are in the middle of the hall (they have to wriggle about like a fish, it is the same movement as a snake).  The fish shout out “Fishy, Fishy Come Swim in my Sea”, and at that point, all the children have to run from one end of the hall to the other without being caught by the fish.  If anyone is caught by the fish, they become fish as well.


Alternative: Fish stand up as “seaweed” and tig runners on either side.  Anyone caught holds hands to extend seaweed chain.








Happy Families


Equipment:	Pack of Happy family cards


The cards are distributed to the children.  When the leader gives the signal, the children run around and try to find the rest of their “family”.








Jump the Stream


Equipment:	2 Pieces of rope and 4 helpers


Ropes are placed close together and children have to jump across the stream.  The stream gradually widens to a river by increasing the space between the ropes.  A child is out if he stands on one of the ropes.








Nought’s & Crosses


There are 2 teams and they are each numbered.  When a leader shouts a number, the person with the number from each team runs and sits on one chair (which are placed in a 3 x 3 grid).  The numbers keep getting shouted until a team has won or there are no chairs left.




















Port & Starboard


In this game, one person is the captain of the ship, issuing orders to the others.  There are a number of actions for the players to follow and these must be explained before starting the game.  “Port” is one side of the hall and “Starboard the other.  “Bow” and “Stern” can be added if there is enough space.  The people participating, run to whatever end of the hall is shouted by the “Captain”.  Other actions are as follows:





Bombs Overhead	Crouch down covering head with hands


Captain’s Coming		Stand to attention and salute


Captain’s been		Stick tongue out and make a face


Captain’s girlfriend		Say: “Oooh” and wiggle hips.


Climb the Rigging		Pretend you are climbing a ladder


Cooks Coming	Pat your stomach, and rub your head (at the same time)


Cooks Been			Pretending to be sick!!


Freeze	Children have to stay still.  They cannot move until you shout “Unfreeze”, but try shouting some other actions first, to see how good they are!!


Man the Lifeboats	Two people sitting down, facing each other, with legs and arms touching and pretend to row to and fro.


Scrub the Decks		Pretend you are scrubbing the floor


Submarine			Lie down with one leg in the air


Three in a Lifeboat	3 people link arms, but face outwards


Crow’s Nest	Pretend to look out, hand to forehead.








Shopping Basket


Each member of the team is given the name of a vegetable or fruit (i.e. all the “1’s” are potatoes, the “2’s” are apples.  When their vegetable is mentioned, the children run to the opposite end of the hall and back.


First person back wins a point for their team.  If the words “SHOPPING BAG” are used, the team must join hands and all run to the end of the hall and back.  Note:  Try and make a really good story up which includes all the shopping items equally.  








Silent Footsteps


All the children stand in a line at one end of the hall, backs to the wall. One child is picked to stand at the opposite end of the hall – facing the wall, eyes closed. The children in a line begin tip-toeing up the hall. If the child at the far end turns around, everyone must freeze, and if someone is spotted moving, they have to walk back to the start wall. The child at the far wall then turns back around and the rest of the children continue tip-toeing closer. The winner is the first child who tip-toes far enough to reach the top wall.

















What’s The Time Mr Wolf?


One person leads the game, and stands at one end of the room as the wolf, with his/her back turned against the others.  The other players stand at the other end of the floor and call out “What’s the time Mr Wolf”?  the wolf then calls the time e.g. One o’ Clock, and the other players take one large step towards the wolf.  Again they call out and take as many steps as the wolf calls.  However, when the wolf calls “Dinner Time”, he turns and chases the other players who have to make their way back to the end of the floor without being caught.  Whoever is caught becomes the wolf and the game starts again.








Traffic Lights


Children run around the hall.  When a leader shouts:


Red:			Child stands still


Amber:		Runs on the spot


Green:		Runs around hall


Pelican Crossing:	Lie down on the floor and shouts “Beep Beep”


Roundabouts	Spin around


Free Parking		Sit down


Zebra Crossing	Pair of kids lie side by side, head to foot








Pirate’s Treasure


Children are arranged into teams of five. Team members sit one behind the other on a row of chairs, facing the games leader. (e.g. 35 chairs arranged 5 deep and 7 rows across). The teams are numbered and one kid from each team is selected to be spokesperson. The leader starts, “Did row number (x) steal the pirate’s treasure?” That whole row stands up and says together “No sir, not us sir…” and the spokesman finishes off by saying “Try row (x).” That row then stands up and repeats, and so the game continues until a row gets it wrong by not standing up quickly enough or saying the wrong thing etc… (The more pedantic you make the rules the better). Any row which gets it wrong goes to the end row, whilst the other rows move up to fill the space, changing their number. The winning row is the one which is number 1 at the end of the game.








Mrs McGinty’s Shopping bag


The children are placed into a minimum of two teams but can be more dependent on numbers. A leader should start with the first member of each team giving them all something you’d get from a shop i.e. bread, milk, washing up liquid etc once everyone has been given an item then the leader goes to the other end of the hall and sits on a chair. The leader tells a story using the items they’ve just mentioned, whenever their item is mentioned they have to run up to the leader and tig them run back to their seat before the other teams get back. The story can be as long or as short as required but everyone should get a turn. Usually ending with everyone running up at once.











Bring me


Split the children into teams then number them 1 to 10 etc. A leader then stands at the end of the hall and shouts “number 1, bring me a white sock” so then all the number ones have to bring the leader a white sock. The item being brought can be anything within the hall or an easily accessible area i.e. toilets, stage area and sometimes the kitchen.








Dwarves, Knights and Giants


This game is like a giant version of rock, paper, scissors.  There are actions which are required for this game.  Dwarf involves crouching,  for knight you should imitate riding a horse, and the giant action is simply stretching your arms above your head.  The dwarves beat giants, giants beat knights and knights beat dwarves. The group is split into two and each team is given an end of the hall.  They gather and decide what action they are going to perform (whole team does same).  The teams are then brought together in the centre of the hall.  They line up facing each other with a metre between the lines. The leader then shouts “3,2,1,GO!”  Each team performs their action.  The team whose action wins chases the other team. Trying to tig as many people as possible.  Those who are caught become part of the other team.  The game then simply repeats.








Cat and Mouse


Make a grid using the children, get them to hold out arms (touching neighbour’s fingertips) so that this forms a maze of alleys that the children can run along. The leader picks one child to be a mouse and one child to be a cat, the cat chases the mouse along the alleys until they’re caught. While the cat and mouse are running about, the leader shouts change to the children forming the alley-ways. This means the children have to turn round (through 90o)so as to now form vertical alley-ways instead of horizontal ones. 








Indiana Jones


Two rings of standing children. One inside the other with both rings facing each other, creating a circular corridor. The Earth ball at one side (inside corridor) and a child playing Indiana Jones at the other. The children have to roll the ball around the corridor chasing Indiana Jones.








Donkey Bombers:


Two teams elect a Donkey (leader?) (Or two) who sit about 10m apart balancing a plastic cup on their heads. Remaining members of the team sit in random lines in front of “their donkey”. Teams are given a huge stack of newspapers. Teams get a point by knocking off the cup of the opposing donkey(s). Kids must stay seated and can throw paper any way they like! – makes a bit of a mess but is great fun – play some loud music during the game too.











Living on an Island


Give a sheet of newspaper to each team who must get all members to stand on it simultaneously without anyone touching floor. Then they are allowed to rip a piece off their sheet and repeat. Team with smallest sheet wins.








Balloon burst


Sit kids on two rows of chairs facing each other. (Number them off along each row “1-2-1-2…etc”). Place Team Captain No.1 at one end of the row of chairs, and Captain No.2 at the other end. Kids must bat a balloon with their hands (remaining seated) towards their respective Captain who is standing with a drawing pin. (i.e. every kid is sitting between players from the opposite team).








Blind man face off


Teams number off so that each has an opposite number in other team. Leader picks a number…both then have to don blindfolds and then make it to a water-pistol in middle of room (which you can move after their blindfolds are on) teams shout at their own players. Player to find water-pistol and then hit other player wins a point (time limit).





�
Wide Games








Non-Stop Cricket


This is played the same way as rounders except there are only 2 bases and the “batter” is not allowed to stop at a base, therefore they just keep running until they get put out.  One run = one point.








Rounders


There are 2 teams.  One team are “batters”, the other team are “fielders”.  The “batters” take it in turns to hit a ball which is bowled to them by one of the “fielders”.  The “batter” has to run round 3 bases and back to their home base (diamond shape formation).  The “batter” can stop at any base, or try to run the full length and get 2 points (instead of 1).  The “fielders” have to fetch the ball and throw the ball at a base that the “batter” is running to.  If they manage this, then the “fielder” is out.  If the “fielders” make a full catch, then the teams swap over.  You are allowed 3 attempts at hitting the ball, and you are not allowed to hit the ball behind you.








Cat with the Wooden Leg


You will need a lot of leaders for this game, but they don’t have to do a lot of work!  Each leader is given a name such as:  Andy the Aardvark, Bobby the Bear, Carol the Chimpanzee etc.  The leaders are also given the name of the person who the children have to find next.  The winner is the first child to find the Cat with the Wooden Leg (this is the last person to be found).  The children start by having to find Andy the Aardvark, who will tell the children to find Bobby the Bear.  The leaders spread themselves out around the hall, and if a child asks them an animal which they are not, then they just simply say “No”.


�
Lateral Thinking Games








Psychiatrist


One person is the psychiatrist and they have to guess the condition that the other children are suffering from by asking Yes/No questions. If anyone thinks that the Psychiatrist is getting close then they yell “Psychiatrist” and everyone moves seat and will therefore act differently. Conditions can be like “act like the person three to your left”.








Deduction Games


These games involve a person who “knows” the trick, and the rest of the group have to try and deduce what the trick is in order to get the action right. The leader will perform the task/saying and others try to copy it to see if they got it right. But it’ll only be correct if they included the “trick”. (N.B. These games can be incredibly annoying for some people…there should be a rule that players can decide when they wish to give up and be told the secret to the trick).





Everyone sits in a circle and the leader “draws out” a pattern on the ground with a stick/pen etc (e.g. a sun with two eyes, nose and a smiley face) and then passes the stick on around the circle. The “trick” could be to pass the pen to your other hand before passing it to the next person.





Sitting in a circle, the leader makes any sort of pattern/action they like, but must say “thank you” when you receive the object that is used in the pattern/action.





Crossed/uncrossed – a pair of scissors is passed round the group and you say “I pass these scissors crossed or uncrossed”. The scissors are really there as a decoy, what’s crossed or uncrossed are your legs!





Bang you’re dead


Leader points to another person and says “Bang, you’re dead” and everyone else has to guess who is dead. The trick is the person who dies is not the person pointed at, but the last person to speak just before leader said “Bang you’re dead”





I’m going on Holiday – there are three different versions of this game, but all three have a recurring theme. The leader starts by saying “I’m going on holiday and I’m taking a…(random item…e.g. blue hippo).” 


The first variation is that the item you are “taking” is using your initials (either of first name or both names).


The second variation is your item starts with the last letter of the previous item mentioned, regardless of the fact if the person before was correct or not. 


The third variation is simply prolonging the word “a”, as if you are thinking about your item. i.e. “I’m going on holiday and I’m taking aaaaaaaah blue hippo”.





�
10 Bible Games








1.True or False


Place 2 chairs at one end of the hall.  Label one “True” and the other “False”.  Have a list of statements, some true and some false, on Bible facts in general.  Select one child from each team and as the statement is made, the 2 children race to the chairs and the first person to sit on the correct chair wins.  The value of this type of quiz is that even those with very little Bible knowledge can participate happily, as there is no stigma attached to being wrong in the excitement of reaching the chairs.


Alternative: Get whole team to run.








2.Old Testament and New Testament


This is played in exactly the same way as “True or False”, except the chairs  are labelled “Old Testament and New Testament”, and statements have to be prepared.








3.Rounders


Divide into 2 teams.  Have 4 bases around the room and a list of questions.  The 1st player is asked a question and if the answer is correct, they move to the first base.  The second person is asked a question and if they answer the question correctly, they move to the first base (and the first person moves to the second base).  A point is scored for each correct answer.  Once a player is “Round”, an extra point is gained.  A wrong answer puts a player out when there are no players left to bat then the other team is in.








4.One to Ten


Scatter cards around the room on which are written statements, all starting with “The number of ……”.  The answers should cover the numbers one to ten.


E.g.	The number of sheep which were lost out of the hundred (1).


	The number of commandments God gave to Moses (10).


Have several copies of each one or more than one possible answer for each number.  The winner is the person/team who can first lay out all the cards with the answer in order 1-10.








5.Who am I?


Tell the group you are a Bible character and give them some clues as to your identity.  If they guess after the first clue, give them four points, and after the second clue, three and so on.


E.g.	I was a tax gatherer			(4 points)


	Sometimes they called me Levi	(3 points)


	I was a disciple			(2 points)


	I wrote a Gospel			(1 point)


	THE ANSWER IS MATTHEW








6.Newspaper Headlines


Hold up imaginary headlines and let the group guess which Bible situation is being described.  The headlines can be expanded if further clues are required.  Score as for “Who am I”?


E.g.	Boy kills Giant				David and Goliath


	Refugee baby found in river		Moses








7.String of Books


Give each person or group a number of small punched cards on which the names of the books of the Bible are written.  Provide lengths of string and the first to thread all the books in the correct order wins.








8.Decipher the Code


Codes are useful for presenting Bible verses to children or for putting over a particular teaching point. Prepare some verses by converting them into a code – and then get the kids to decipher them. (Older primary school children can work out simple codes without being given the Cipher (code-solution)) e.g.	


1.	A=1, B=2, C=3


2.	A=B, B=C, C=D


3.	Print the words backwards


4.	Picture Code


5.	Insert the letters “I” and “T” into the word sequence –and tell them to “Delete it”. 








9.Bible Mimes


Let one group mime a Bible incident  while the others guess which it is.  Points might be given for good acting, being audible, production and improvised costume.








10.How Many?


Lay out small cards with numbers written on them.  Have as many duplicate numbers as there are teams.  Ask questions to which all the answers are numbers.


E.g.	How many people went into the Ark?


	How many books are in the Bible?


	How many brothers did Joseph have?


One child from each team runs out to collect a card and all who are correct receive a point.
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