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LEADING AN ACTIVITY

A cool and simple way to present activities is to remember:  DDADA.

DESCRIBE:  present the rules, keep it simple, use humor/creativity/fantasy when appropriate.

DEMONSTRATE:  Remember, one picture is worth a thousand words.  A brief demonstration will clarify the rules.  (CAVEAT:  In some activities such as problem solving initiatives, ambiguity is important.  Thus a demo is not necessary.)

ASK QUESTIONS:  Ask the group to restate or review the rules to see what they heard you say.  Ask the group if they have any other questions.  Use your judgment as per how many ??? you answer.

DO:  Play it, create it, do it.  Get moving.  Once you start, the group will probably figure out (experiential learning) what is going on.  Play or participate with them!!  If confusion persists, that may be your goal, or you may choose to re-demonstrate.

ADAPT:  During the activity make appropriate changes to increase the FUN QUOTIENT (fun is definitely important).  After the activity, reflect on it and make mental or written notes to improve upon it next time.  It is OK to ask other staff members and campers what they thought and changes they would make.

WARNING:  This is just a guide and should be used to aid you as you develop and adapt your own leadership style

The Most important thing is to make sure you are having FUN!

PART I:  Ice Breakers
NAME GAMES
MY NAME IS

This is a very simple game and is good to begin with if the group has never been together before.  Going around the circle each person must say “My name is ___ and I like to ___.”  This will allow the group to begin to learn something about each other.

TOSS-A-NAME GAME

OBJECT:  To quickly learn the names of group members

RULES:  Break up into groups of 8-15 people and stand in an informal circle.  Introduce the game by saying your first name.  Then toss a fleece ball or softie to the person next to you.  Continuing in one direction, each person says his or her first name and tosses the ball in sequence until you, the leader, again have the ball.  Then call out someone’s name in the circle (you have to remember at least one person’s name!) and loft the ball to her.  Then that person calls another individual’s name, etc.

After ten or twelve minutes of practicing names, ask for volunteers to take turns going around the circle to name everyone.  Be sure to engage the whole group in rousing congratulations and applause for anyone who attempts this feat, regardless of their accuracy.  The willingness to step out and try is what’s important, not the grade or score.

Once you observe that group members are reasonably confident in knowing each other’s names, consider putting yourself in the center of the group and ask the group, loudly and in unison, to name the person you point to.  Don’t forget to include yourself with the pointer.

SYLLABLE NAME GAME

Each person in the circle must say their name and for each syllable in their name they must have a different action. Then the entire group will repeat the name with the action(s) two times.  Here you can go around the circle, or for an added challenge, do it randomly.

INSTANT REPLAY

Let’s stand in a circle, facing each other.  One of us starts by moving a few steps into the center and announcing his name while performing whatever movements and gestures he chooses.  For instance, he might skip into the center and perform a grand sweeping wave of his hand, proclaiming to all, “Fred!” (assuming that’s his name, of course) and then skip back to his place in the circle.  That’s the signal for everyone else to do EXACTLY as he did, in unison, mimicking him in both deed and word as closely as possible.

Next it’s Sarah’s turn.  Maybe she slithers into the center and hisses a serpentine “Sssssssarah!”  The rest of us then get to be snakelike Sarahs too.  We proceed around the circle, each of us getting a turn to announce himself in his own way and to see himself in multiple instant replays.  

The announcements can convey occupations or secret selves, or they can have no particular meaning at all.  With or without categories, the first player can get things rolling in the right sprit by setting a creatively silly example.  But everyone should choose motions that everyone else will be able to repeat; in other words, not two-and-a-half gainers with a slipped disc (also known as the Not Nadia Rule).  

VARIATION: Memory test

Start the game as explained above.  In this version, afer the second and subsequent players do their actions and shout their names, the entire group must repeat the names and actions of any players who have gone before them, in reverse order back to the first person. In this way, as each player adds a new name and action to the group, there is an instant review of all named players so far.

TIMED INSTANT REPLAY

SUPPLIES:  Stop Watch

Ask participants to get in a circle, arm’s length apart.  The facilitator will say his or her name and do a physical action.  (Ex: wave, jumping jack, etc.)  All participants will repeat the facilitator’s name and action.  The next person will say their name and do an action. Everyone repeats his or her name and action.  This continues until everyone has said his or her name and action.

Timed activity:  Starting with the facilitator, each person says his or her own name and action as quickly as possible one right after the other.  (Ex:  Facilitator, 2nd person, 3rd person, 4th person, …)  Ask participants if they think they can reduce their time.  Time the activity again.  Continue until time cannot be reduced anymore.

YOU DO AS I DO

To begin this game the entire group must be standing in a circle.  One person will go into the center and say his name and accompany it with some sort of action.  While the person in the middle is doing this, everyone on the outside of the circle is repeating that person’s name and action along with him.  In order to change to a new person, the person in the middle must go up to someone in the outside circle and look her in the eye (and everyone is still saying his name and doing his action).  The new person must immediately add to or change the action and begin saying her own name.  Then the entire group will change to the new person’s name and action.  Everyone should get a chance to go in the circle.

INCOPORATIONS

The group gathers together and the facilitator asks the group members to “incorporate” (form groups) based on questions the facilitator asks.  Examples: form groups with other members from the same town; form a group with people wearing the same colored shoes.  To jazz it up, the facilitator may hit, bang, or stomp on some type of instrument (tambourine, can, etc.) to signify the transition from one incorporation to another.

INTRODUCTIONS

Imagine this is your birthday and you have called all of us together for a giant birthday party.  You know everybody here, but nobody else knows anybody at all. So of course, you want to get us all to meet each other.  So your job in the next three minutes is to introduce everybody here to everybody else here.  Don’t introduce yourself to anybody.  Just go up to someone like this and say “Hi, what’s your name?”  (“Paula.”)  “Hi Paula, come on, I’d like you to meet somebody …”  “Hi, what’s your name?”  (“Dave”)  “hiya Dave, this is Paula, Paula this is Dave.”  Now, when you get introduced to somebody, really do it up right – get a good look at the person, shake hands, give a big smile... Okay, do you have the idea?  You have three minutes to introduce everybody here to everybody else!  Go to it!

CHEER NAME GAME

Campers form a circle. The leader instructs the group that each camper will state their name and the group will “loudly” echo their name back.

HERE I STAND WITH MY FRIEND

The group is standing in a circle on hot spots and there is one extra hot spot that no one is standing on but is a part of the circle.  The object is to move to your immediate right or left if there is an open spot.  If a person makes a move to the right, he will begin by saying, “Here I stand.”  The next two people (to the left if the first person moved to the right or to the right if the person moved to the left) in the circle will also move over one hot spot.  The second person will say “With my friend” as they move over.  Finally the third person will say someone’s name across the circle.  That person will come over and take the empty spot.  The game will continue when someone steps on to the spot that the person just left. Begin with one extra spot and add until the group is challenged.

CIRCLE OF EXERCISES

This is a great name game that incorporates exercising/stretching into learning names.  While the group is standing in a circle you can give everyone an exercise/stretch to do as you say your name.  Once you have said your name and presented the exercise/stretch, the entire group is doing the exercise/stretch and must repeat that person’s name several times.  You must continue to do that exercise/stretch until another person says his or her name and presents a new exercise/stretch.  You can let everyone go one time (in a bigger group) or let everyone go multiple times (in a smaller group).

THANK YOU WHAT’S YOUR NAME

To begin this game you will need several soft balls to pass around the group.  If you throw a ball to someone, you must first make eye contact with that person and then say his or her name. If you receive the ball from someone, you must look at him or her and say “Thank you (name).”  And finally when someone says, “thank you,” you must look at that person and say “You’re welcome (name).”  Begin with one ball being passed and continue to add balls until you feel the group cannot handle it anymore.  To turn this into a challenge you can have the group go through the same process.  However, they must go around the circle to the left or right while saying all the right things.  As a facilitator you can time the group and then have them decide if they want to break their record.  Finally, let the group decide when they are satisfied and want to go to the next activity.

BUMPITY-BUMP-BUMP

The group is standing in a circle and one person is in the middle.  The middle person can walk up to anyone in the circle and say either Left, Right, Middle or Self, followed by the words “Bumpity-bump-bump.”  The person in the circle must say the name of the person asked for (either left, right, middle or self) before the person in the middle finishes saying “bumpity-bump-bump.”  If the person on the outside says the name, they stay and the middle person must go to someone else.  If the person in the outside does not say the name in time, they must go in the middle and the old middle person takes their place in the outside circle.  You can ask anyone his or her name, but you’d better be quick.  Keep adding people in the middle according to the size of the group.

I LIKE PEOPLE WHO LIKE

The group is standing in a circle and everyone is on a hot spot except for one person who is in the middle.  The person in the middle will say, “My name is … and I like people who like … (something, some event, activity, etc.)”  Anyone in the circle who likes whatever was called out must leave his spot and go to a new spot.  The person in the middle tries to grab a vacant spot.  Players may NOT just move to a vacated spot to their immediate right or left.  The person left spot-less must then remain in the middle and call out “My name is … and I like people who like …”  Stress walking instead of running, and no pushing or shoving.  Game continues as long as desired.

HOOP RELAY

Divide the group into two parts and ask each half to line up facing you.  The folks in each file should be holding hands front-to-back; i.e., reaching backward through their legs to grasp the free hand of the person behind them.  This relay requires two starters, each standing in front of a line, designating the start, and each holding 3-4 hoops.  Each starter, on a signal, begins the action by placing a hoop over the head of the first person in line and as soon as that hoop has been moved to the third person in line, the second hoop is started, etc.  If the starters want to become part of the action, they simply start the last hoop and become the first person in line.  When the first hoop reaches the last person in line, that individual runs to the front of the line with the hoop, grabs the hand of the now second person and starts the hoop moving toward the end of the line.  Continue until the original front line person returns to that position.

HUMAN KNOT

Ask a group of 10-16 individuals to face one another in a tight circle.  Each person holds out their right hand and grasps the right hand of someone else, as if they were shaking hands.  Then each person extends their left hand and grasps the hand of a different person, so that each person is holding one hand of two different people.  This hand-in-hand configuration should come out equal.  With hands tightly held, arms intertwined and bodies juxtaposed, it’s time to explain the problem.


The Gordian group is to try and unwind themselves from their tangled situation so that after much try-this and try-that squirming and contorting, a hand-in-hand circle is formed.  The physical hand-to-hand contact that you have with your partner cannot be broken in order to facilitate an unwinding movement.  Sweaty palms may pivot on one another, but skin contact may not be lost.  As a result of the initial grasping movements, and depending upon the number of participants, two or even three distinct people circles may form.  These circles are sometimes intertwined like Ballantine rings.  Sometimes the people in the final circle(s) will be alternate facing directions and that’s OK.  be lenient.  This problem already has enough difficulty built in.


If the group has been struggling with a “knot” for longer than your session has time, offer an honorable out called Knot First Aid.  Indicate that actual hands and arms knots do sometimes materialize in this jumble of anatomical parts and that it may become necessary to effect a cure by deciding, amongst the group, which grip needs knot first aid:  i.e., which pair of hands should separate and regrip.  Solutions are often quickly achieved after this bit of help, but I have seen knots that needed 2nd aid!  Don’t be too quick to offer an easy out if time and inclination seem to indicate a continued struggle.  Some groups “get into” this problem and will express their desire to continue.

CHICK-A-BOOM

This is a good ending activity.  Ask participants to get in a large circle.  As the facilitator, you and possibly another person who knows the activity will be n the middle.  Tell the participants that this is a very serious ending activity that you utilize at the end of all of your sessions.  Facilitator(s) should have serious expressions on their faces.  Everyone in the circle should follow your words and motions:

Facilitators lead the following chant: (verse)
And up Chick-a-boom, Chick-a-boom, chick-a-boom

And down chick-a-boom, chick-a-boom, chick-a-boom

To the right, chick-a-boom, chick-a-boom, chick-a-boom

To the left, chick-a-boom, chick-a-boom, chick-a-boom

Facilitator(s) in the middle go up to someone in the circle and say the following:

Hey there, _______,

You look like a real cool cat

You got a lot of this and a lot of that

So come on in and get down

(at that point, those people come and join facilitators in the middle)

They all repeat the VERSE together, then each of these people will go up to someone else still standing around the circle and repeat the REFRAIN.  These new people will now join the others in the middle and the entire chant is repeated until everyone is in the middle together as a big group. 

Use these motions with the chant:
Up chick-a-boom:  Arms bent up with one finger pointed upward, alternating arms up and down, swinging hips.

And down chick-a-boom:  Arm movement downward with one finger pointed downward, alternating arms and swinging hips

To the right chick-a-boom:  arm movement to the right, alternating arms and swinging hips

To the left chick-a-boom:  arm movement to the left, alternating arms and swinging hips

Hey there, _______:
point to the person 

LOOSENING UP GAMES

STEP IN AND CHEER

Ask the group a series of questions and if the questions pertain to them, they STEP in or STAND UP and the group gives them a cheer.  The game is a great opener and a whole variety of questions can be used.  Example questions:  “born in Maryland,” “teach PE,” “have kids,” “like to eat vegetables,” etc.  The other version of this is THAT’S ME.  In this version, people respond to the question by saying, “That’s me.”

PEOPLE TO PEOPLE

Everyone but the facilitator pairs up with someone.  The facilitator is the caller and begins snapping his/her fingers while chanting commands to the pairs.  Examples:  back to back, elbow to elbow, foot to hand, etc.  After a few commands the facilitator chants, “People to people.”  While chanting “people to people,” group members must find new partners.  The person left without a partner is now the caller and continues the game.

EXERCISES

Warm the group up by introducing the following fun exercises:

PUSH-UPS:  legs apart, hands up facing out at chest height.  Push up and down with hands into the air.  Repeat X number of times.

SIT-UPS:  Legs apart, hands on ears, crouch into a sitting position and stand up again.  Go till it burns!

CHIN-UPS:  Palms in and arms bent in chin-up position.  Say “chin-up” and raise your chin up during the command.  Do 5 and you’ve smashed the national average!

TOE TOUCHES:  Touch your toes by bringing your foot up and making sure you touch each one.

THE SNAKE

Ask someone to volunteer and stand in the middle of the group.  That person represents the beginning of the snake.  One by one the rest of the group hooks on to each other (hands on shoulders) creating a snake like formation.  In order to join the snake you must state something you have in common with the person at the end of the snake.  Commonalities can be obvious things you can see or things that you know about that person.

SYMBOLS

Everyone pairs up with someone.  The leader holds up an object such as a koosh ball and tells the group that this is your koosh ball partner.  The partners speak to each other for 20-40 seconds and share something about each other.  After this exchange, group members find a new partner and the leader holds up another object such as a bandana.  This new partner is your bandana partner and with this partner you converse for 20-40 seconds.  The leader then checks the system by raising up the koosh ball and asking the group to find their koosh partners and then raises up the bandana and asks the group to find their bandana partners.  Finally a third object, a chicken, is raised by the leader and the group members converse with a brand new partner.  Of course more object maybe added.  A finale to this game can be for the leader to raise each object and for the partners to find each other as quickly as possible.

POCKET SCAVENGER HUNT

Ask the group to check their pockets for the following items:

Airplane ticket, shuttle ticket, red ink pan, $100 bill, PTA membership card, a deck of cards, etc.  Prizes may be given for the “first” person who responds with the item.

COOPERATIVE EXPLOSION

Three people are in a group.  Each group receives one balloon.  The challenge is for each group to pop their balloon as quickly as possible.  Each person takes one of the following jobs:  

HOLDER:  This person holds the balloon and is the only one allowed to touch the balloon with the hands.

BLOWER:  This person supplies the air to blow up the balloon

POPPER:  This person lets the air out of the balloon.  The popper may only use the body to pop it – no hands or objects allowed!

PART II:  Active Games

RUNNING GAMES

DETECTIVE (10-50 players)

There's a gang on the loose in your neighborhood!  Don't worry though.  They're easy to locate since they form a circle and, if their leader can be found, the gang can be stopped.  We have sent a detective in the middle of the action to conduct the search.  He closes his eyes while the gang leader is silently chosen from the circle.


The gang boss starts by making a motion:  something that everyone can do.  Gang members try to hide their boss by copying every motion he makes.  The detective opens his eyes and tries to find the leader to put a stop to the gang's activities.  The gang leader is encouraged to change the motion often.  To add to the suspense, the detective has only three chances to find the leader.  Once the leader is discovered (or if your Sherlock Holmes is out of luck), he is offered the detective's job.  Such is the way of modern justice.

ELBOW FRUIT HOP
Directions to the Players:  The name of this game is ELBOW FRUIT HOP, and that name gives you a clue as to how it's played.  Any one of us can come up here and blow this whistle and then name three things.  The first is a part of the body for us to touch (like "elbow"), the second is a category from which we can each choose one item (like "fruit" or "cars" or "kinds of eggs"), and the third is a way for us to move around (like "hop" or "walk backwards").   So for example, if I called out "Bellybutton ** Television Show ** Skip," we would all skip around touching our bellybuttons and calling out the name of a television show, until someone else came over here and blew the whistle and called out, for example, "Nose ** Animal ** Shuffle."  When you're tired of this game and want to move on to the next one, the way to do that is by blowing the whistle and calling out the name of the game, "Elbow Fruit Hop!" which will be the end of the game for everybody.

KEEP AWAY

This game is as easy as the title says and will definitely get your blood flowing.  Divide the group up into two teams and get a soft ball, deck tennis ring, etc.  The object is to see how many times one team can pass it without dropping it, having it intercepted, or missing a catch.  You are allowed to take as many steps as you would like as long as everyone stays in the boundaries.  If you go out of the boundaries, your team loses the ball.  The game is non-contact, but you can play defense as long as you do not touch the offender.  To increase the challenge you can see if the teams can pass the ball to each player consecutively until everyone on the team has touched it once.

STOP/GO

This is a very easy game that requires no equipment, but you do need a large area to run.  At any time once the game starts, anyone can say stop or go.  Remind the group to give a little time in between saying each.  When someone yells go, you must turn the opposite way you are facing and run.  While you are running, you must avoid running into anyone.  When someone says stop, you must freeze where you are.  Then someone must say go to continue.  Remind the group not to get too far away from each other.

GROUP JUMP ROPE

The group chooses two turners and everyone else lines up next to the long jump rope (retired belay rope is good).  The turners turn and all group members try to make two successful jumps of the rope.  This also may be done as a small group or individual challenge 

TAG GAMES

EVERYBODY'S IT
Often called, "The World's Fastest Tag Game" and rightly so, because everyone is literally IT.  As in any tag game, if some is IT, they chase someone else; so in this case, everyone's chasing someone else.  Here's a couple of rules to put this confusion into context.

The group spreads out within a bounded area (the boundaries have been previously set) and at the GO signal, each person attempts to tag someone else.  If a tag is received (before you tag the tagger), you are eliminated.  Sit down or put your hands on your head to indicate your "tagged" status.  If you were lucky or skillful enough to be the tagger, continue trying to eliminate other players.  This fast action continues until only one player remains.  Then just as he/she begins to congratulate him/herself on being champion, shout GO again, and the action begins afresh.

If the last few players are more cautious than confident, the game may drag as they try to avoid one another.  To initiate action, announce that anyone who takes a backward step is eliminated:  aggression is immediate.

VARIATION:  Each time a player is tagged, they must hold the body part tagged (no head tags) and run around in that position (ex: right hand on left knee).  Once they have been tagged three times, they are out of the game.

HUG TAG

This variation on classical tag is a perfect example of how you can turn an old game into a new one.  Play by whatever rules you're used to, but with one major exception:  the only time a player is safe is when he's hugging another player.  (No fair for adults to carry small children around under their arms.)


After playing for a while, make the game a little more communal:  rule that only three people hugging are safe.  Then try four, five … everyone.  When you're all hugged together, why not get whoever is IT to join you and all have a go at an Amoeba Race?

GO-TAG
This is a version of a game that's played with intense seriousness in India and Pakistan.  You can enjoy it at whatever skill and strategy level you decide to play.

Everyone squats in a line, alternate players facing opposite directions.  If you think of the line as the central axis, you can imagine an oval track running around the line.  (There's no need to mark boundaries; the track is defined by the axis.)

The person at one end of the line will be the first runner.  He may run around the track in either direction.  The person at the other end will be the first chaser.  She may start running either clockwise or counter-clockwise, but she may not switch directions once she starts. The object of the game is for the chaser to tag the runner.


What keeps this from becoming just a steeplechase game of tag is that the chaser works with the other people squatting in the line.  As she is chasing around the track, she can tap the back of any squatting player and shout, "GO!"  The tapped player steps forward to begin the chase, while the old chaser replaces him, squatting in the line.  This maneuver is called the "Go-Tag," and makes the chaser a group entity, able to cross over the center of the line and change the direction of the chase.


When you first play the game, practice the Go-Tag maneuver a few times so that everyone understands how it works.  Then start playing more seriously, exploring the strategies that the chaser can use.  The key to this game is to change chasers frequently and rapidly enough to catch the runner off guard.  Running speed is not as important as reflexes and quick thinking.

When the runner is finally tagged, he squats at one end of the line, the person who tagged him becomes the new runner, and the person at the other end of the line becomes the starting chaser for the next round.

AUTO TAG

The entire group must pair up into groups of two (groups of three can be used).  One group has two fleece balls, and once each group joins one hand, the balls must be held in the two free hands.  The group that has the two balls must try and tag another group.  If they come unattached, then it does not count.  If the group trying to be tagged comes unconnected, then they are it.  If the group that is it tags another group, they just have to drop the balls and get away.

GIANTS, ELVES, WIZARDS

We play this game in a kingdom inhabited by three very different types of beings:  the giants, who stand on their toes, stretch their bodies as tall as possible, spread their arms, look very, very fierce, and shout "Giants!" as loudly as they can; the elves, who squat down and pull in their shoulders and generally look very, very tiny as they barely peep their name; and the wizards, who stand hunched over with their hands thrust forward in the best spell-casting fashion intoning their name, "Wizzzzzzzards," in as weird and magical a manner as you can imagine.


The politics of this kingdom are such that no one of the three kinds of beings is absolutely more or less powerful than all the others.  The giants are, of course, very strong and can easily overpower the tiny elves; however, the giants are also rather stupid, and thus are easily fooled by the wizards' sorcery.  And although the puny elves can be overcome by the giants, they are rather clever and trick the wizards into casting the wrong spells.  the wizards can fool the giants, but not the wily elves.  so, giants beat elves, who beat wizards, who beat giants.


Once we've practiced each of the characters in our mythic drama and remembered their pecking order, we're ready to play the game.  We form two teams, each with a goal line at either end of a field about 15 yards long.  Each team retires to its goal line, goes into a huddle, and decides which of the three characters its members will portray.


The teams then face off in the center between the goals and start a four-part chant.  One the first three counts, everyone says, "Giants, elves, wizards," assuming the proper voice and stance for each character.   On the fourth and final count, each team shouts the name of its chosen character while taking the appropriate posture.


If we end up with elves facing giants, the giants can capture the elves by tagging them as they run for safety behind their own goal line.  Or it could be elves chasing wizards or wizards chasing giants.  Any player who is tagged by the overpowering team before reaching his goal line becomes part of that team.  (To deal with the possibility of both teams choosing the same character, each team should also select an alternate for each round so that there can be a new face-off without going back into a new huddle.)


We play until one team totally engulfs the other (or until the Body Snatchers invade and devour everybody).

ADD-ON-TAG
The object of this duo running game is for one IT pair to catch another to become a catching quartet (hands joined to form a line) and catch another pair to become a sextet, etc.  Only the two people at the end of the line are allowed to tag a fleeing pair (one hand anywhere … well, almost anywhere).  If the line breaks at any point, a catch is disallowed.  This catching sequence continues until only one fleeing pair is left, and, as undisputed champions of speed and chicanery, become exempt from further chase and harassment.


To prevent injury, do not allow pairs to run through or under the catching line.  Restrict the playing area so that the game is active, but so small that the catching line becomes an unbeatable seine.  In the past I have set up three fixed boundary lines and left the fourth boundary to an imaginary line marked by my extended arm presence. This allows a comparatively small play area to begin with (when it's hard for a single pair to catch another pair), and an incrementally growing area, as I occasionally and unobtrusively shuffle a few feet back.  The students are so much into the game that no one notices my gradual extension of the boundaries.  I haven't been caught yet!

BLOB TAG
Begin by setting boundaries that the group must stay inside of.  Then decide who is going to be the "it" person.  There are two objects of the game: 1) to avoid being tagged by the blob, and 2) the blob must make everyone a part of it.  If you are tagged or go out of the boundaries, you become part of the blob.  The blob can only tag with its outside hands, so if anyone breaks the blob or tries to slide under the joined hands of the blob, they become a part of the blob.  If the blob breaks apart while tagging someone, then they are not a part of the blob.  The game is over when everyone is part of the blob.

BEAN-BAG TAG

Everyone in the group must have a bean-bag and balance it on their head.  On the signal everyone must go and if you are tagged by someone, you are frozen.  If your bean-bag falls off of your head, then you are also frozen.  The game will end when one person is left or everyone is frozen.

CASINO TAG

Take a deck of cards and pass one to every person in the group.  Tell them to not let anyone see their card.  You also need to set boundaries for the group to stay inside of.  The rules are:  If you are tagged, you must show the person that tagged you your card.  If they want your card, they will trade with you.  If they do not want your card, they will not trade with you.  Once there is a decision made on whether to trade or not, you must shake hands and say thank you and the person's name.  The object is to see if you can end up with the highest card.  Stop play when the game has gone on a while.

DRAGON'S TAIL TAG
In order to play this game you need to have one bandanna per person and set some sort of boundaries.  To begin playing each person must tuck their bandanna in their back pocket or the back of their pants.  Make sure that the bandanna, if pulled, will come out easily.  You are allowed to move around within the boundaries, but if someone takes your tail, you cannot fly and must stand with your hands on your knees.  You can take as many tails as you can get, as well as give out any extra tails that you have.  If you have an extra tail in your hand and your tail is taken, you may put the extra tail on and move around again.  Remind everyone that it is a non-contact activity.

ONE-UP/ONE-DOWN
First you must divide the class in half.  One half of the class is "up" and must put their left hand on their heads.  The other half is "down" and must put their left hand on their rear-ends.  You are trying to avoid being tagged by anyone who is opposite to you.  If you are tagged, you must switch to the opposite that you already are.  The game may continue for a while or everyone will end up one or the other.

MOSQUITO TAG
First you must set boundaries that the group must stay inside of.  One person is it and has a wand that is made of pipe insulation.  If you are hit by the wand, you must freeze and while standing put your hands on your knees.  To become unfrozen two people must stand on either side of you and clap their hands above their backs while saying, "off."  Make sure that you establish the rule that you can only hit below the chest.  You are also allowed to pass the wand off whenever you desire.  To make the game a little more difficult you can add a wand.

SWAT TAG
The group will begin with everyone standing a circle on a  hot spot, except for one person.  In the middle there is a piece of pipe insulation (that acts as a wand) balanced on a deck tennis ring or any other object that be balanced on fairly easily.  The person in the middle must pick up the wand and swat someone's leg(s) and balance the wand back on the balance object.  The person that was hit must leave their spot, pick up the wand and swat the person that hit them before they get to the empty spot.  If they make it to the spot, the new person is it.  If they do not make it, they are still it.

BUG TUG

Don’t have a rope?  Try this version of tug of war.  You can play it with to-or two hundred.


It’s probably easier to try it first with two.  Mark a line on the ground or floor.  Then you and your partner stand back-to-back on either side of it.  Both of you bend forward, reach between your legs, and grasp each other’s wrists.  Now start tugging and see who gets pulled over the line first.


This particular version of Bug Tug looks great but doesn’t last very long.  If your partner outweighs you by thirty points, you don’t stand much of a chance.  The best way to get rid of these bugs is to add on a whole bunch more of them.


Stand in two lines, everyone back-to-back.  Now one line stand still while the other takes a step to one side.  Each of you should now be standing with a person behind you on either side.  Everyone bend down and cross your arms (this is important) between your legs.  Hopefully you’ll come across one hand of the person on your right and one hand of the person on your left.  Everyone in the line should have a grip on two different people – except the people on the ends.  They had best get a grip on themselves.


Once everyone starts pulling, you may get nowhere in particular, but undulating back and forth can be mighty nice.  If you get tired of just undulating and feel the urge to get somewhere, how about assembling two 50-erson bugs for a centipede race?

BALL GAMES

FOUR-SQUARE
The object of four-square is to advance to the "A" position and stay there.  One player starts in each square.  Player "D" begins the game by bouncing the ball once, then striking it with the hands to direct its flight to any other square.  The receiver must strike the ball before the second bounce, aiming it at any other square.  Play continues until a foul occurs.  The player who misses or fouls then moves to "D" while the others advance once square (C to B, etc.).  If "D" commits an error, he or she leaves the game, and the first person in the waiting line enters the game at "D.

FOULS


1.  failing to return the ball


2.  striking the ball with the fist


3.  ball landing on any line

4.  allowing the ball to touch any part of the body other than the hands.

MOON BALL
A quickly explained, moderately active game for people standing around at the beginning of a session:
The object of the game is to have the group make as many consecutive hits as possible to keep an inflated beach ball in the air without letting it touch the ground.

Scatter the group (any size, but use two or more balls as group size demands) on a basketball court or a field.  Use a well-inflated beach ball as the object of play.  The group’s objective is to hit the ball aloft as many times as possible before the ball strikes the ground.  Depending on the group, set a goal of 3-100 hits to add incentive.

1.  A player cannot hit the ball twice in succession

2.  Count one point for each hit and two points for a kick.

VARIATION:


See how many times the group can hit the ball in sequence through all the players without letting the ball hit the ground or missing a sequenced player.

KICK BALL
On a baseball diamond, form two teams.  The team "up" kicks the ball from home plate and runs the bases as in baseball.  A player running the bases can either be put "out" in the conventional fashion, i.e. ball being thrown to a base.  A player can be put "out" when the team in the field strikes the player with the ball while the player is running the bases, or if the ball is caught after the kick before it touches the ground.  All players must kick before changing sides.  Score is kept the same as baseball.  

These are suggested rules only.  Never aim for the head or strike an opposing player with the intention of doing bodily harm.

SOAK 'UM
Any number of people can play. Divide into two teams. Separate the teams by drawing a chalk line on the floor (indoors) or a line in the dirt or grass (outdoors).  Use the four square ball by trying to hit members of the opposing team.  When a player is hit, they go out of the court area.  The last player to remain on the court wins the game for the entire team.  The court area should be confined so that team members have to stay in a designated area while playing.

DODGE BALL VERSION #1

Have 1-5 players standing front of the wall.  As the striker, stand behind a line drawn parallel to the wall between 10-15 feet away.  Try to hit the players by throwing the ball.  when you miss, the ball will bounce back up to you.  When you hit the players, they are eliminated one by one.  The last remaining player in front of the wall becomes the striker and game begins again.

DODGEBALL VERSION #2

Two teams form a circle.  One to four players are selected to be in the middle of the circle.  Those in the circle attempt to avoid being hit by a thrown ball while the team forming the circle throws the ball at them.  Players in the middle of the circle exchange places with the player from the outer circle after being struck.

.

ASTEROIDS

A lot of SOFT fleece balls are placed in the middle of the group.  The facilitator instructs the group that on the count of three (eggs, ham, bacon) all the balls will be thrown throughout the play area, each group member should quickly move to a ball, pick it up and try to throw it an another group member.  Once struck the group member sits down and waits for the next game.  Each round should last only a few minutes.  A great stress reliever!

SPIDERBALL

This game starts just like Asteroids, in which you have one person throw the fleece balls up in the air, and if you are hit you must squat down.  However, in this game, if you are squatting down you can pick up the ball and throw it at people or pass it to anyone else to throw at the remaining people.  This will increase the involvement and make the game go much faster, so there can be several games played in a row.

ALL CATCH

Group stands in a jump circle in center of gym.  Group numbers about 25 and holds 10 balls.  When instructor calls, "Throw," all release the balls (volleyball type) up to a height of at least 10 feet.  If you throw a ball, you cannot catch a ball.  Throws are made only on command.  Only catchers have to be in the circle.  If a ball touches the floor, it is out of play.  When three balls are left, the game is over.

PART III:  Quiet Games

BEAR HUNT (5-50 players)

Bird watching has its exciting moments, no doubt, but let's face it, there can't be much of an adrenaline rush to it.  Therefore, for the strong of heart, I'd like to suggest a bear hunt.  We don't hurt any bears, we just look for one to watch.


First, after seating our hunting party in a circle, we need to "march out into the woods."  We can simulate this marching by alternating hand slaps to our thighs, left, right, left, right.  Then the expedition leader can call out a song which the hunting party then repeats, line for line:

Going on a bear hunt,



Gonna find a big one,



Gotta keep moving,



It'll be fun!


On the way through the wood, we encounter some situations;  a bridge, tall grass, a mountain, and a swamp.  With each new situation comes a new verse, as the tempo picks up:


There's (1, a bridge; 2, tall grass; 3, a mountain; 4, a swamp) up ahead,



Can't go under it,



Can't go around it,



Gotta go (1, 3: over) (2, 4: through) it.


After each situation is described in verse, it is acted out in mime.  The bridge is crossed by making hand or foot slaps to the floor;  the mountain is crossed by grasping high in the air with the arms; tall grass is swept aside by sweeping movement in front; the swamp is gone through with the arms representing the legs squishing through the muck.


Finally we see a cave!  Slowing our "march" down, we start our final verse:



There's a cave up ahead.



It's all dark inside.



Here's something furry …



And Big!



With SHARP POINTED TEETH!



Oh, It's a BEAR!!!!


Again we mime each line.  For the first line, we slow the tempo, as if we are approaching the cave carefully.  For the second, we reach out with our arms blindly searching.  For the third, we find a patch of fur, which in the fourth line we discover is part of something large, as wide as our arms can stretch.  Next we find some teeth with the tip of our index finger.


Upon discovering it's a bear, we rush away using triple-time march hand slaps, meeting with situations we encountered coming in, but in reverse order:  swamp, mountain, tall grass, and the bridge.  Finally we march swiftly and safely home.  Maybe next time we might consider bird watching after all.

TOILET PAPER ACTIVITY

Have participants sit in a circle on the floor.  Pass around one roll or two rolls of toilet paper, depending on the size of the group.  Ask each person to take off as much as they will need (to go to the bathroom) for an allotted period of time (1 day, 2 days – up to 5 days, depending on the amount of  time available).  The facilitator should be the last one to take toilet paper.  Ask participants to share something personal with the group for each sheet of toilet paper.  Let someone volunteer to go first. 


VARIATION:  Use candy instead of toilet paper.  Must take at least one piece.

SILENT BIRTHDAY LINE UP

Ask participants to line up by month and day of their birthday, silently starting with the month of December and ending with the month of January.  Remind them to do this in silence.  You should see participants using their hands and fingers to communicate the month and day of their birthdays.  When they think they are in the correct order, ask them, one by one, to say their birthday (starting with December 1). If anyone is out of order, give them an opportunity to get to the correct place in line.  Make sure that you cheer their efforts (great job, etc.).  This activity is a good way to break up into smaller groups.

BIRTHDAY CHEER


Once Silent Birthday Line Up has been completed, you can then utilize Birthday Cheer, if time allows and if it fits with your objectives.  Ask them to stay in their birthday group.  If there are a number of months with 1 or 2 people, you may want to combine two neighboring months.  Each group's task is to create a birthday cheer.  Only allow 3-5 minutes for this task.  Then each group gets to perform their cheer for all of the other months.  Give a minute or more time if you think it is needed.  Applaud all of their efforts.

VARIATION:  Depending on the group, tie the cheer into your objectives.  For example:  if you are providing team building activities for teachers, ask them to create a cheer for their school.

SILENT AUCTION

The entire group will begin in a circle and stand on a hot spot except for one person who is standing in the middle (so in the circle you are short one hot spot.). Without talking, you are trying to sell or trade the spot you are standing on with another person in the circle.  Once you leave your spot you cannot return to that spot.  The person in the middle is trying to find a spot so that he is not stuck in the middle.  To make the game more confusing or difficult, you can take away a spot so that two people are in the middle.  There is one important rule: no one can run; everyone must walk.

HAVE YOU EVER

The group is standing in a circle and everyone is on a hot spot except for one person who is in the middle. The person in the middle will say “Have you ever … (done something, been somewhere, etc.)”  If you have, you must go to a new hot spot.  The person in the middle tries to grab an empty spot.  The person left spot-less must now call out “Have you ever …”  If you are the only one who has done something, then you must leave your spot and you are in the middle.  This game continues as long as desired.

PART IV:  GROUP CHALLENGES

A WHAT?

The name of the game is “A What?  A What?? A What?!” And if that’s confusing, just wait until we start playing.  In this game, no one ever knows exactly WHAT is happening.


We stand in a circle, facing the center. One of us starts the action by taking a ball (any object will do) and handing it to the person on his right, saying, “This is a banana.”  The person who now holds the ball is evidently already confused, because she inquires, “A what??”  The first player repeats, “A banana!”


Person number two, her confusion temporarily cleared up, hands the ball to the person on her right and says, “This is a banana.”  Now person number three is confused.  “A what???” he asks of number two.  She ten turns back to number one and asks again, “A what??”  “A banana!” he says.  Whereupon number two turns back to three and confirms it. “A banana!” she says.  Now that number three is enlightened, he can hand the ball he’s been holding to the person on his right, number four, and says, “This is a banana.”  And when number four asks, “A what ???” the whole sequence gets played back to number one:  A what???”  “A what??”  A banana!”  “A banana!!”  “A banana!”


While number four starts the process all over again with number five, number one takes another ball, hands it to the person on his left, and says “This is a pineapple.”  “A what??”  And the pineapple takes off to the left.  By the time the two balls collide somewhere in the circle, who’ll be able to say for sure what’s what.

While we become pros at this can, we can add more balls to the fruit bowl.  Maybe a pomegranate.  A what?

GROUP JUMP ROPE
Show the students the group jump rope and tell them that the group jump is placed between the two circular island ropes.  (The islands should be around 15’ apart.)  Two students may swing the rope and all students must cross to the other island by running under the rope or jumping the rope.  If a student hits the rope, he/she must return to his/her starting island.  Once the students complete this individually, the challenge is to do it in groups of 2, 4, 5, 8, etc and finally the whole group.  The advanced version is to do this without missing a beat of the rope.

KEYPUNCH or COMPUTER CRUNCH
Use a retired belay rope to form a rectangle and place thirty numbered spots (1-30) randomly throughout the rectangle.  Explain to the group that the rope and the numbers represent a computer keyboard gone array.  Challenge the group as quickly as possible to press each key in correct numerical order.  The group starts again if someone touches the rope or steps between spots or if more than one person at a time steps on a spot.

TRAFFIC JAM
Ask the group of 8-12 people to split into two teams.  The only required props are plastic spots, paper squares, chalk, or masking tape to mare squares for the team members to stand on.  The marks or markers should be placed an easy step from one another.  One group stands on the places to the left of the middle square, while the other group stands to the right. If there are 12 participants, then you will need 13 spots or squares.  Both groups face the middle unoccupied square.  Using the following moves, people on the left side must end up in the places on the right side and vice versa.  The traffic jam must be unstuck.

LEGAL MOVES:  A person may move around a person who is facing him into an empty space.  A person may move forward.

ILLEGAL MOVES:  Any move backward; any move around someone facing the same way you are (i.e., you are looking at his back); Any move which involves two persons moving at once.

ALMOST INFINITE CIRCLE
Each participant is given a piece of thin rope with a loop at each end.  Participants partner up and put their hands through the loops.  Place the ropes between each partner so that they cannot be separated.  The challenge is, without taking the rope off, to figure out how to free themselves from each other.  THE SECRET IS IN THOSE FINGERS!

                               MAZE
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A tarp with a grid on it is placed on the ground.  A set path is determined by the facilitator. In silence the group has to find the path from one side of the grid to the other.  Each person takes a turn to find the maze path.  When a starting point is found, he continues through the maze until a mistake is made. When a mistake is made, the facilitator makes a sound.  After a mistake the person on the maze has to go back out correctly.  This continues until the group is across the maze.

CIRCLE THE CIRCLE
Ask the group (15-30) to form a hand-in-hand circle.  Place two large hula hoops together between two people (resting on their grasped hands).  See how quickly the participants in the circle can cause the hoops to gravel around the circle (over the people) in opposite directions, through each other (i.e., hoop through hoop) and back to the originating point.  Use fairly large hoops for this activity – they are sold in different diameters.


It’s interesting to see what the group’s response is when you ask “Who won?” after both hoops have circled the circle.  It takes some thought to realize that the entire group is working as a team.  No losers.  No winners.

COW, ELEPHANT, OSTRICH

The Group forms a circle with the facilitator in the middle.  The facilitator points to a person in the circle and calls out the name of an animal in the game.  The identified person and person to the left and right of the identified person perform the pantomime before the facilitator can count to ten.  If the trio does not perform the pantomime correctly or in time, then the offending person replaces the facilitator in the middle of the circle.  If the sequence is performed correctly, then the person in the middle points to another person until someone makes a mistake or does not complete the sequence within the allotted time.

Animal Sequences:



COW:  The center person interlaces fingers of both hands and presses both palms out away from the body, resulting in both thumbs pointing to the ground. Side people must grab a thumb and mime a milking motion.


ELEPHANT:  The center person makes a trunk by extending right arm forward, palm down, hand lightly cupped.  Then bring the left hand under the right arm and up to pinch their nose.  Flap the right arm up and down.  The two players to the right and left of the flapping trunk must flap their “ears” by waving their hands next to their ears.


OSTRICH:  The two players on the sides of the center person grab arms (right to right/left to left) and the center person puts their head through the hole created by the arms.


RABBIT:  The center person hops up and down.  The person on the right stomps right foot and the person to the left stops left foot.

WARP SPEED
OBJECT:  To pass objects at Warp Speed!


Choose one soft, grabbable throwing object (fleece balls are good – Lacrosse balls are bad).  Ask the group to form a circle about arm’s width between people.  Include yourself in the circle and make sure either you or someone has a digital stopwatch accurate to the nearest 100th of a second.


Begin the game by throwing the ball to someone in the circle, who in turn throws it to someone else, and so on, so that each person receives and throws the ball only once.  The last throw goes to the facilitator.  Point out to participants that they must remember from whom they received the ball, and to whom they threw it.  After the first round, repeat the pattern again to cement the sequence and build confidence. On the third round, have someone who isn’t hear the beginning of the sequence time the pattern.  Whatever time you achieve is your current WORLD RECORD.  Ask the group how many seconds faster they think the sequence can be done.  If the first time for 20 people is 16 seconds, maybe 12 seconds as a final time would be a prudent guess – certainly not in the warp speed category, but an acceptable beginning.


More attempts and misses are made until the next level of time is achieved amidst considerable conversation and some trial and error.  Ask for a lower time commitment, which will probably be met with hoots of disbelief amidst some cries of “Let’s go for it!”


As each level is achieved, ask for a lower time, allowing changing of position in the circle and whatever else imaginations concoct.  Don’t be strict with the rules, because remember, there aren’t any, except that the object must change possession in the established pattern.


When someone finally suggests rolling the ball over everyone’s sequentially outstretched hands, your time should come in below two seconds – a substantial accomplishment for a team that first guessed 12 seconds as their ultimate goal.

RAPID FIRE

This is an initiative that the challenge level can be adjusted easily to the level of the group or the level desired.  Start with the group in a designated area on one side of the turning jump rope.  The object is to get to the other side of the rope.  The easiest level would be to get through the turning rope one at a time.  Some of the other challenges could be to do it in groups of two connected to each other, go through the rope without missing a beat, or without missing a beat you must jump the rope to pas through.  Let the group pick their challenge or increase the challenge until it is difficult for them.

ISLAND TO ISLAND

This game comes from several games that were put together to make one challenge.  Begin with three islands:  two big ones approximately 45 feet apart and a little one in the middle of the two.  Divide the group in half and put one half on one big island and the other on the opposite big island.  The object is for the two groups to switch islands.  They are not allowed to tough the ground, and if they do, all of the people in their immediate group must go back.  Each big island has a scooter board and 5 hot spots that can be used to cross from island to island.  When using the hot spots, someone must always be in contact with it or it is lost.  On the center island, there is an activity rope that can be used once someone reaches the island.  This initiative can have a time limit or not.

MERGERS

Set up several circles (the amount depends on the size of the group) of various sizes on the floor/ground.  Everyone must have both feet inside a circle.  Next, say move and at this point everyone must move their foot to a new circle.  After the group has moved several times, slip one of the circles out.  Keep moving circles off the floor until there is barely enough room for everyone to have both feet on the floor.

NUCLEAR FENCE

The only piece of equipment that is needed to play this game is some bungi cord.  Get the entire class on one side of the cord which is being held just below hip height.  The entire group must get from one side of the cord to the other without touching the cords, without breaking the plan under the cords, and everyone must be connected.  If any of these rules are broken, everyone must go back to the side the group started on.  This challenge can also be done as seeing how many touches the group can do it in, and then ask if they want to break their record.  The bungi cord can also be held indifferent shapes, like a triangle, and the group must get everyone from the outside to the inside of the triangle.

MARSHMALLOWS

Create two islands that are 20 to 30 feet apart.  Get the entire group on one island and give them 8-10 hot spots.  These hot spots will allow them to walk on top of the marshmallow pond.  However, someone must always be in contact with the marshmallow at all times.  If you come unconnected, you will lose the marshmallow.  The group must get everyone from one island to the other.  If anyone touches the marshmallow pond, everyone must go back.  To increase the challenge, you can say that everyone must be connected.

TRUST WALK

Everyone in the group must get into groups of two.  One person will be blindfolded and the other person will not be.  Tell the group that no one can talk, to increase the challenge, and that the seeing partner is the protector of the blindfolded partner.  Now let the groups walk around, going over and under sturdy objects, and around things.  Then let the partners switch and go for a walk.  Make sure you can see everyone because safety becomes an issue in this activity.

IMPULSE

Have the entire group lie down on their stomachs in a tight circle (shoulder to shoulder).  Everyone is leaning on their elbows with the palms of their hands on the ground.  Each hand must clap the ground consecutively around the circle.  Then, to make it more complicated, have everyone interlock arms and then pass the pulse consecutively through hands around the circle.

Talking Sticks (Chatacchini)
The Talking Sticks are pieces of paper with open-ended questions written on them.

Have the group form 2 circles one on the inside of the other. The inside group should stand and face the outside circle, partnering up. One person should pick one Talking Stick, and read the question aloud to the whole group. Give the group a minute to discuss the question with partners. After this, one circle, either inside or outside, rotate to find another partner. Then keep reading the Talking Sticks. Once the group is brought back together, give individuals a chance to share something with the group about their partners' responses. Or, give each person a chance to be in the spotlight, and have others share what they learned about him or her with the group.

People-to-People

One person, who does not have a partner, is the caller. The caller says something like "Knee to knee," and everyone must get with a partner and get physically connected knee to knee. Once they have done this, everyone says "People to people, people to people. . . " as they find new partners, and then the person next left without a partner will call a new connection.

The Big Wipe

Tell the group that they are going to a desert island for one week. Then pass around a roll of toilet paper, and tell the group that they should take as much toilet paper they will need for the whole week. After the toilet paper is passed around the whole group, say that each sheet that they took means one thing that they should share with the group about themselves, and then go around and share!

State Your Name As Your Goal

 Ask each person in the group to think of what they would like to give to their group today. (Like cooperation, positivity, creativity , support. ) Have everyone go around the circle and share. Say that for the next activity (or activities), that will be your name. Play a name game with the new names.

Speed Actions with Noodles 

Duck: Person in the middle makes the duck's bill by putting each end of his or her noodle on each ear. The people on either side bend the noodle around the middle person's feet to make the duck's webbed feet.

Mosquito: Person in the middle puts one end of the noodle on his or her nose to

mosquito's side for wings.

Senior Citizen: Everyone makes a walker for the person in the middle, the senior citizen.

Spaghetti: Person in the middle is the spaghetti, and the people on the side come together to make a bowl.

What Can You Do With Your Noodle?

Everyone gets a noodle and then gets with a partner. The first challenge is to make something using the two noodles. The next challenge could be to do a charade using both noodles, and have the group guess what is going on.

A variation might be to keep making larger and larger groups, with each individual having a noodle, and ask that each time the groups make something using themselves and their noodles. Eventually, the whole group will make something with all of their noodles.

Noodle Pass

 Everyone begins with a noodle, standing in a circle.

Level 1: Try to bounce your noodle and catch it.

Level 2: Bounce your noodle, and then catch the noodle of the person to your right.

Level 3: Bounce your noodle, clap once, and then catch the noodle of the person to your right.

Level 4: See how fast everyone can bounce and pass the noodles around the circle.

Rainshower

Tell the group that you are going to create a rainshower. The leader will pass a movement around the circle, and each person should continue doing the movement until the next movement comes around. The movements go in this order:

Rubbing hands together Snapping fingers Slapping legs Clapping hands Stomping feet Then the rainshower de-escalates, with movements going in reverse order. All together, it should sound like a rainshower!

Human Orchestra

 Go around the circle, and each person makes a syncopated noise, either with their voices, or with their bodies. Each person keeps the noise going as new noises are being added around the circle. Once everyone in the circle is making a noise, or is a part of the orchestra, the additions can continue around the circle, with each person changing his or her noise when it is their turn again in the circle. Then, you will have a human orchestra!

Name Five

Begin with one person in the middle. The challenge for that person, from another group member in the circle, is to name the first names of 5 other group members before a ball is passed around the circle once. The person in the middle can also be challenged to name 5 things in another category, before the ball makes its way around the circle. The group members may pass the ball as slow or as fast as they would like. The person in the middle can challenge their challenger in the circle to name 5 as well, if he or she chooses to. The middle person might be blindfolded to choose someone in the circle to challenge.

Trains Passing in the Night

Set up enough spots or blocks for each person in the group, plus an extra empty spot. Split the group into two groups, two trains. Place both trains on the spots, facing one another, with an empty spot in the middle of the two trains. The problem is that both trains need to get to the other side, but there is only one track.

The trains cannot step off of the track at any time, or they will have to begin again in the same order. You may move into an empty spot in front of you. Each train must stay in order. One person may move at a time, and all moves must be forward. You may only share a spot with someone of the other train. When you are finished both trains should have passed one another, and should be standing on the other train's original spots.

Traffic Jam

Set up enough spots so that each person has a spot, and there is one empty spot in the middle. The middle spot breaks the group into two. Each group must switch sides. You may only move to a free spot in front of you. You may only go around someone from the opposite team to a free spot on the other side of them. You must stay in the order of your group. If no legal moves can be made, there is a traffic jam, and the groups must return to their original order to begin again.

Crossing the Great Divide

The challenge for the whole group is to get each member of the group from Point A to Point B. Each member must be moved by the other members of the group, using only their bodies, without touching the ground as they move across. Each member must be moved in a different way. Each person must be connected to the person being moved. For safety, the group must present their idea of how to carry each person to the facilitator, and explain why it is safe.

Don't Talk To Me

Pass out playing cards to each person in the group. You should not look at your card. The lower the card, the less others want to talk to you. The higher your card, the more everyone wants to talk to you. Allow the group a few minutes to mingle, following these rules. Each person should put their cards up on their

foreheads, still not looking at their own cards. Bring the group back together, and let each person guess what card he or she had. For a second round, collect the cards, and re-deal the cards, allowing people to experience different cards.

Human Knot with Connected Rope

 Have group stand in a circle around a rope which is tied in a circle in front of them.

Put you right hand on the rope in front of you. Then put your other hand on the opposite side of the rope. The challenge is for the group to untangle themselves without letting go of the rope at any time.

Elementary Physical Education Activities

COOPERATIVE GAMES AND ACTIVITIES

The following activities were taken from Terry Orlick's book, The Cooperative Sports and Games Book.

Choo-Choo Train

Two or more children form a train and chug around the gym maintaining contact by keeping both hands on the hips or shoulders of the child immediately in front of them. Cars begin to link together until there is one big train moving in unison. The teacher can see if the train can go up a steep hill really slowly, swoosh down the hill, go backwards, get the cars really close together, make train noises, squat down to go through a low tunnel.

Sticky Po~rn

The children begin this game by "popping" - jumping or hopping - about the gym as individual pieces of sticky popcorn, searching for other pieces of popcorn. When one piece of popcorn comes into contact with another piece, they stick together. Once stuck, they continue to pop around together, sticking to other pieces, until they all end up in a big popcorn ball.

Big Turtle

A group of about seven or eight students gets on their hands and knees under a large "turtle shell" and try to make the turtle move in one direction. A gym mat works fine as a shell; use your imagination for other materials, such as a large sheet of cardboard, or blanket.

Big Snake (Jake the Snake)

The children stal1 by stretching out on their stomachs and hold the ankles of the person in front of them to make a two person snake that slithers across the floor on its belly.

Alaskan Baseball

Any open area will do for this game; it is like baseball, but without the need for running bases. The group divides into two teams - four or more on a side is good. The members of the batting team line up one behind the other. The fielding team scatters around the "diamond," ready to receive the ball. The first batter moves out of the lineup and kicks a rubber ball or bats a ball off a stationary tee. As soon as she makes the hit she begins to run, circling around the line of batters as many times as possible. Each time the batter passes the front of the line, one run is scored.

The first member of the fielding team who gets to the ball picks it up, and all the other fielders quickly line up behind their player. The ball is passed over their heads, one to another or it can simply be thrown to each player on the field without lining up. When the last player receives the ball, he yells, "Step!" At this time the batter's turn is up.

MUSICAL HOOPS

"Musical Hoops" is similar to the game musical chairs. Scatter hoops around the play area and ask children to perform different locomotor skills while moving to music. When the music stops, students should find a hoop and stand inside. When the music resumes, children continue moving, and a hoop is removed. Students are encouraged to share their hoops. As the hoop number diminishes, the cooperation must increase!

CIRCLE TO CIRCLE

Ask your students to form a circle holding hands. Place two large hoops between two people (resting on their grasped hands). How your students see how quickly they can move the hoops around the circle ( over the students) in opposite directions, back to the originating point. If you really want to have some fun ask, "Who Won?" after both hoops have completed the circle. It takes some time for the students to realize they were working together as a team. No losers. No Winners.

BALLOON TROLLEYS

"Balloon Trolley's" is a cooperative game which requires little equipment but much cooperation. Students are lined up in a single line with a balloon placed between each student and the student next in line. The object of the task is to move the entire group across an area without dropping a balloon. Rules can change depending upon the group. In the event a balloon is dropped, the entire group could begin again or the two students who dropped the balloon could go to the end of the line.

This game can be modified for younger students by working in pairs or small groups. It can be made more challenging for older students by adding obstacles to the area which the group must cross.

FRISBEE BALLOON--MINTON

Frisbee Balloon-minton provides an interesting way to integrate cooperative skills with striking skills.

Divide class into groups of four or five. Each student uses a Frisbee as a racquet to volley a balloon to others in his group. Each group tries to see how many times in a row they can volley the balloon.

This game increases in difficulty by increasing group size and number of balloons to be volleyed.

TAMBOURINE STOP

Tambourine Stop is a cooperative game that also enhances listening and math skills. Students are asked to move randomly in the designated are~ listening while moving. Beat the tambourine counting the number ofbeats. Students need to joining hands. Those students not on groups of the correct size can perform a fitness activity as a ticket to return, such as five crunches, jog once around the gym, etc.

Incorporate math skills by creating addition or subtraction problems using the tambourine.

PIPELINE

Pipeline is a fun cooperative activity for small groups of 6 to 8. You will need one piece of flexible tubing about 20 feet (the kind that attaches to a drain spout to take water away from the house), 20 to 30 tennis balls, a stop watch and a bin to collect the balls. On the signal, one for two students begin putting the balls in one end of the tube. Time your students. When they are finished, give them a short time to discuss their strategy . Then challenge them to beat their own time.

RAPID FIRE

Rapid Fire is an initiative activity that the challenge level can be adjusted to the level of your group. Start with your group in a designed area on one side of a long turning rope. On your signal, have the students go through the turning rope one at a time. If they are successful then you may wish to have them go through the turning rope two at a time and so on.

1, 2, 3 DRAGON

Have the students participate in a game from China called 1, 2, 3 Dragon. The students begin by forming a straight line. Ask each player to put his hands on the shoulders of the player in front.

The first person in line is the dragon's head, the last person is its tail. T o start the game, the tail shouts out: 1, 2, 3 dragon". With the head leading and everyone else holding on, the dragon starts to run-twisting and turning trying to catch its tail. As the dragon runs after its tail, it must be careful not to let the body break. if its body breaks, the dragon dies. The head moves to the end of the line and becomes the tail and the person next in line becomes the new ~. A point can be given each time the ~ tags the ~.

Multicultural Game Book Louise Orlando

COOPERATIVE CIRCLE GAME

Have the students participate in a Cooperative Circle Game. The players are divided into two teams. The players must hold either hands and direct students to form a circle. Each player on the circle has a number, such as # 1-#25. Each player must remove their number to complete the game successfully. The person who is picked to be the leader stands between the two circles with a scarf in each hand and calls a number. Each group must rotate the circle so that each person with the proper number can grab the scarf before the other team. The instructor and leaders should stress teamwork not speed without a plan. Variations to this game would have children do letters, math problems, or spell simple words.

Cooperative Learning in Physical Education

NEWCOMB

Have the students participate in a lead-up activity called Newcomb. Divide your class into six or eight equal teams with a net in between. Once the volleyball or play ground ball is played on one side that team has to work cooperatively to throw the ball back over the "Net" without the ball traveling to the ground. In order to complete this task successfully everybody on that side must toss and catch the ball without the ball touching the floor. It is recommended that nobody holds the ball more than 3 seconds and you may not toss the ball to a person directly, next to you. At any time the ball touches the floor or is held over 3 seconds, it goes over to the other side without that group receiving a point.

EGYPTIAN TUG OF WAR

Egyptian Tug of War requires two or three-player teams and a line separating them. No other equipment is necessary.

The leaders of each team clasp hands across the line, while the rest of the players hold on to the waist of the teammate in front of them.

On the signal each team tries to bring the opposing team across the line by pulling and leaning backward.

GYM'S - ON - FIRE

The "Gym's-on-Fire" Bucket Brigade stresses teamwork and cooperation.

Divide the class into two groups. Each group has a five gallon bucket of water at the starting line. Place an empty ice cream tub thirty feet away. Give each player on the team an empty milk carton with the top cut off, or a cup. Ask them to spread out in line between the bucket and the ice cream tub. On the signal, "Go", the player next to the bucket of water dips his cup in to fill it. He then carefully pours the water into the cup of the student next to him. The water proceeds down the line from cup to cup until it reaches the last student who pours it into the ice cream tub. The first team to fill the tub is the winner.

SHIP WRECK

The game "Ship Wreck" makes sure students are "all aboard" for great fun.

This game is best played outside for safety and space reasons.

Equipment needed for this activity include: a start and a finish line, Y2 inch plywood circles three or four feet across. Hula hoops or mats can be used in place of the plywood circles. These represent the "ship."

Divide students into groups ofeight to ten. Give each group a "ship." On the signal to begin, each group runs with their "ship" across the playing field toward the finish line. All members of the group must maintain contact with the "ship." When they hear the call, "Shark!", all must lay the "ship" down and jump on board. The first group to have all feet off the ground is awarded one point.

The game continues until a "ship" crosses the finish line. This group is awarded three points.

TOXIC WASTE

Toxic waste is an initiative problem where students must cooperatively move a bucket of toxic waste from one place to another, using only the equipment available.

You will need the following: a bucket with 8 holes drilled ( evenly spaced out around to top of the bucket). Four pieces of20' ropes. Run the four pieces of20' rope through the holes in the top of the bucket.

Now, challenge your group to work together to move the bucket ofhighly toxic nuclear waste (the bucket filled with packing peanuts) to a hoop 20' away. Remind them to only hold on to ends of the rope.

SOS

SOS is a problem solving activity. You will need one 6' x 12' mat for the boat, two carpet squares (life rafts), one rope about 20 feet long, and two boundary cones.

Place the carpet squares and rope on the big mat at one end of the area. Set up a boundary line 30 to 50 feet away depending on the age of the students. Place the entire group 12 to 15 students on a large mat (the boat). Make up a story about the boat hitting a reef or iceberg and is about to be swamped. Explain to them the boat has to be turned over to keep it from sinking. The 2 life boats ( carpet squares) may be used by some crew members. They may attach themselves to the boat with the rope, but they may not touch the shark-infested water. Once the boat is turned all the way over, it must be towed to safety by the life boats and the crew of the big boat.

STEPPING STONES

"Stepping Stones" is a cooperative game that challenges those participating to use critical thinking as well as cooperation.

The starting line or Point A and the safe zone, Point B, needs to be marked in some way, either with rope or tape. The additional equipment or props may vary depending on availability . Some suggestions are carpet squares, spot markers or poly spots, 18" long wooden blocks.

The object of this game is to get from Point A to Point B without touching the floor. Give the group one less piece of equipment than participants. Eight people would get seven props.

The rules are as follows: anyone who touches the floor must go back and begin again. The whole group must arrive at the same time. Someone in the group must maintain contact with the props at all times. (a carpet square cannot be thrown toward the goal line. It must be placed and a hand remain in contact until a foot touches it) Once a prop is left untouched it cannot be used again.

Mark Points A and B far enough apart so that some equipment or props will have to be used again.

KNOTS

The game "Knots" can be played in small groups or groups of ten to sixteen.

Ask students to face each other standing in a small circle.

The activity begins as students extend their right hands and grasp the right hand of another student across the circle. This action is repeated with the left hand.

Explain to students that the contact cannot be broken to facilitate the unwinding of the knot.

The object of this cooperative game is to not just untangle the knot, but to create, as well, a hand-in-hand circle. Sometimes several circles will be formed and may be intertwined. Some students may face outward from the circle, which is acceptable.

A variation of this task would be to use one foot lengths of rope. This extension will make "Knots" a little easier.

PICK A NUMBER
You need five index cards with the numbers arranged as indicated below.  Make sure you have only four sets of numbers across and four set of number down in the same order as shown.

Card #1
8
9
10
11



12
13
14
15



24
25
26
27



28
29
30
31

Card #2
2
3
6
7



10
11
14
15



18
19
22
23



26
27
30
31

Card #3
4
5
6
7



12
13
14
15



20
21
22
23



28
29
30
31

Card #4
1
3
5
7



9
11
13
15



17
19
21
23



25
27
29
31

Card #5
16
17
18
19



20
21
22
23



24
25
26
27



28
29
30
31

Once you have done that, say to somebody, “be I can guess your mother’s birthday.”  It works best with a birthday because there are no more than 31 days in a month.  Hand that person the crds and tell them to give you every card with their chosen number on it.  Once you have all the cards, take the first number from each of the cards given to you and add them together.  The number you just added up will be the number that person was thinking.

The Princess Pat

(repeat each line)

The Princess Pat

Lived in a tree

She sailed across

The seven seas

She sailed across

The channel too

She took with her

A rig of bamboo

Chorus:

A rig of bamboo

Now what is that?

It’s something made

For the Princess Pat

It’s red and gold

And purple too

That’s why it’s called

A rig of bamboo

Now Captain Jack

Had a mighty fine crew

He sailed across 

The channel too

But his ship sank

And yours will too

If you don’t take 

A rig of bamboo

My Bonnie

My Bonnie lies over the ocean,

My Bonnie lies over the sea,

My bonnie lies over the ocean,

Please, bring back my Bonnie to me.

Chorus:

Bring back, bring back,

Oh, bring back my Bonnie to me, (to me)

Bring back, bring back,

Oh, bring back my Bonnie to me.

My breakfast lies over the ocean,

My breakfast lies over the rail,

My super’s in quite a commotion,

Will someone please bring me a pail?

CHORUS

Last night as I lay on my pillow,

Last night as I lay on my bed,

I stuck my feet out of the window,

This morning my neighbors were dead.

CHORUS

Tarzan

(repeat each line)

Tarzan

Swinging from a rubber band

Tarzan

Fell into a frying pan

Now Tarzan has a tan

Jane

Flying in an aeroplane

Jane

Fell into a freeway lane

Now Jane has a pain

Cheetah

Rockin’ to the beat’a

Cheetah

Swallowed an amoeba

Now Cheetah is velveeta

Now Jane has a pain

Now Tarzan has a tan

Now this song has an end

Old McDonald Song

Chorus:  Old McDonald had a farm, na-na-na-na-naa

1.  And on his farm he had a tree, and they cut down the old pine tree “TIMBER” and they hauled it off to the mil “BOING, BOING, BOING.”

CHORUS

2.  And on his farm he had a home.  Oh, home, home on the range.  Where they cut done the old pin tree, “TIMBER,” and they hauled it off to the mill, “BOING, BOING, BOING.”

CHORUS

3.  And on his farm he had a dog.  Oh, where, or where has my little dog gone, oh where where can be be?  He’s home, home on the range.  Where they cut down the old pine tree, “TIMBER” and they hauled it off to the mill, “BOING, BOING, BOING.”

CHORUS

4.  And on his farm he had a sweetheart, I love you so.  Let me whisper in your ear, Oh where oh where has my little dog gone?  Oh where oh where can he be?  He’s home, home on the range, where they cut down the old pine tree, “TIMBER,” and they hauled it off to the mill, “BOING, BOING, BOING.”

CHORUS

5.  And on his farm he had a car.  Driving in the USA in my Chevrolet, with, oh let me call you sweetheart, Ilove you so.  Let me whisper in your ear.  Oh where, oh where has my little dog gone?  Oh where, oh where can he be?  He’s home, home on the range, where they cut down the old pine tree, “TIMBER,” and they hauled it off to the mill, “BOING, BOING, BOING.”

Louder

He said, “Sing softer.”

He said, “Sing softer.”

He said, “Sing softer,”

“Softer,” is what he said.

He said, “Sing slowly.”

He said, “Sing slowly.”

He said, “Sing slowly,”

“Slowly,” is what he said.

He said, “Sing faster.”

He said, “Sing faster.”

He said, “Sing faster,”

“Faster,” is what he said.

He said, “Sing louder.”

He said, “Sing louder.”

He said, “Sing louder,”

“Louder,” is what he said.

John Jacob Jingleheimer Schmidt

John Jacob Jingleheimer Schmidt,

His name is my name, too.

Whenever we go out

The people always shout,

“There goes John Jacob Jingleheimer Schmidt.

Dah, dah, dah, dah,

Dah, dah, dah.”

Piece of Tin

I’m a little piece of tin,

Nobody know where I have been.

I’ve got four wheels and a running board,

I’m no Chevy, I’m no Ford.

Honk, honk, rattle, rattle, rattle,

Crash, beep, beep

(repeat 4X)

Shark Attack

(make a beak-like motion with hand)

Bay Shark, do, do, do-do, doodoo

Baby shark, do, do, do-do, doodoo

Baby shark, do, do, do-do, doodoo

Baby shark.

(for each succeeding verse, make the new motion, and substitute the new “verse” in place of “Baby Shark.)

1.  (make a single beak-like motion with both hands)


Mama shark

2.  (make a single beak-like motion with both fists)


Granma shark

3.  (make a beak-like motion with both arms)


Daddy shark

4.  (make a swimming motion)


Gone Swimming

5.  (Wave arms up in the air)


Shark attack

6.  (Make a fast swimming motion)


Swim faster

7.  (Drag foot)


Got a cramp

8.  (hop on one leg)


lost a leg

9.  (hand on head like a phone)


911

10.  Died anyway

Apples & Bananas

I like to eat

I like to eat

I like to eat, eat apples & bananas.

(repeat using long A sound)

I lake ta ate,

I lake ta ate,

I lake ta ate, ate, apples and bananas.

continue, substituting each long vowels sound (I,O,U) and then OI.

Baby Bumblebee

(Cup hands and swing them)

I got myself a baby bumblebee

Won’t my mommy be so proud of me

I got myself a baby bumblebee.

(speak) Ow!  It stung me!

for each succeeding verse, do the motion and substitute the new line.)

(Pretend to squish bumblebee)

I’m squishing my baby bumblebee,

Won’t my mommy be so proud of me

I’m squishing my baby bumblebee.

(speak) Ew! What a mess.

(Pretend to lick hands)

I’m licking up my baby bumblebee

(Speak) I don’t feel so good.

(Pretend to throw up)

I’m puking up my baby bumblebee

(Speak) Ew! What a mess.

(Make sweeping broom motion)

I’m sweeping up my baby bumblebee

(speak) Ow! Mommy spanked me

1
1

