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Name Games for the Forming Stage

Acrostic Names

Have everyone pair up with someone they don't know. Each person writes his first name on a piece of
paper and exchanges it with his partner. After a minute or two getting to know each other, each person
makes up a sentence with words starting with the letter of the other person’s name. For example: KEVIN:
Koalas Enjoy Vegetables In November.

Action Names

Get team into a circle. Have each kid say his/her name and give an action that represents them. After

each kid, have the entire team repeat the name and the action. You can use sports, foods, hobbies, or

anything else as the basis for the action. Variation: With the group standing in a circle, have the

participants each choose an action for every syllable of their name. Example: Elvis has 2 syllables, so he

AT AO A EEDP OEAEA xEOE Owl 6 AT A O1 ADPO EEO Z£EI CAOO
name, the whole group repeats. After the 2nd person does his/her name, the whole group repeats, then

AT AO %l OEO8O AcCAET 8 'TA O 11 OOEI AOGAOUITABO Al

Animal Name Game

Each person in the team thinks of an animal whose name begins with the same letter as their first name
(with younger children, any animal name will do). Then they go around the circle clockwise, introducing
themselves by their animal name and first name. Anteater Annie, Monkey Mike, etc. Repeat, but this time

OEA AEOOO PAOOIT OAUO OEAEO 1T x1 1T AIi Ah OEA OAAITTA
third personsaysOEA ZAZEO0OO0 Ox1 DPAI b1 A6O0 T AI A AT A OEAEO 1T x1
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clockwise. Variation: Have each person describe him/herself by using the first letter of his/her name. For
example: My name is Steve and | like Spaghetti, my favorite candy is Sugarbabies and my favorite animal
is a Snake.

Animal Sounds Name Game

The group forms a circle. One person is chosen to be the Guesser and they go into the middle of the circle.

The Guesser is blindfolded or asked to keep their eyes closed. Note: Be sure to ask that the Guesser is

AT 1 £ OOAAT A Pl AUET ¢ OEA CAIT A ATETAZE 1 ARA8 ) £ OEA
person to be the Guesser. The game begins with an adult spinning the Guesser around in a circle. The

group is asked to spin around in a circle as well, but in the other direction. When the spinning stops, the
Guesser points in the direction of one of the people in the circle and says the name of an animal. That

person must make the noise that that animal makes. The guesser will then try to guess who the person is

by the sounds they make.

Bumpity Bump Bump

With a team in a circle, choose someone to be IT. ITgoesupsosomeonA ET  OEA AEOAI A Al
OOEQEQhé I O OUi 000856 4 EAO DAOO'I;I | QOO OAU QEA |
OAOPAAOGEOAT U AAAZEI OA OEA )4 OAUOh OAOI PEOU AOIi P A

name, they are the new IT.

Concentration
The rhythm for the game is slap, slap (on the knees), snap, snap (one on each hand (right, then left).
Group sits in a circle. One person is designated as the leader, and he/she sets the pace. The object of the
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The person whose name is said must respond on the next set of slaps and snaps by saying his/her own

TAiT A AT A OEAT OTTATTA Al OA808 ) £/ OEA DBl AUAO AT A
do it quickly enough, that player must move to the seat to the right of the leader, and the rest of the group
movAO OPb A OAAO j O xAOA OEA 1 AAAAOGO OPI O6q O EEI |
names well. The pace can be as fast as desired.

Dave Stole a Cookie from the Cookie Jar
Group (sings): Who stole the cookies from the cookie jar? (insert name of camper) stole the cookies from

(Camper uses another campers name) stole the cookies from the cookie jar! Song keeps going until each
camper's name is used. Perfect for bus rides!

If Your Name Starts With...; 3ET ¢ O0I OEA OOT A 1T &£ O0) &£ 91 680A (AP
If your name starts with A turn around.

If your name starts with B touch the ground.

If your name starts with C then stand up and touch your knee.

Clap your hands if your name starts with D.

If your name starts with E wink your eye.

If your name starts with F try to fly.

If your name starts with G blow a kiss up here to me.

) £ UIT 60 T AT A OOAOOO xEOE ( OAU O(AA (AAAS
If your name starts with | tap your toe.

y £ UT 60 TAI A OOAOOO xEOE * OAU O(1T (1T Ab»d

If your name starts with K then stand up and start to sway.

)y £ UI 6O 1TAI A OOAOOO xEOE , OAU O/1 AAb6

If your name starts with M make a smile.

If your name starts with N shake awhile.

If your name starts with O put your left hand on your toe.

) E Ui 00 TAI A OOADOO xEOE 0 OAU O) ETT xAd
If your name starts with Q raise your hand.

If your name starts with R you should stand.

If your name starts with S you should pat your head, I guess.

If your name startswithTsAU O/ Eh UAOAS

If your name starts with U touch your eye.

If your name starts with V pat your thigh.

If your name starts with W, X, Y, or Z

4EAT OOAT A Obp AT A OAEA A Al x AT A OAU O4EAQ0B8O0 1 AA

Guess Who

Who's it? Best for smaller groups. Each student writes down on a scrap of paper a little-known fact about
him or herself (the more unusual, the better). These are then read and everyone tries to guess who it is. A
prize can be given to the person who guesses the most correctly.

Instant Replay

Group forms a circle. Each person introduces self to the group and does a body motion that represents
something about them (a hobby like skiing). Everyone in the group imitates exactly what each person
does z name, vocal tone, body movement. Continue until everyone has a turn.
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Look at Me

Ask participants to arrange themselves in a circle. Have them look around at the other group members
until they make eye contact with someone. Once eye-contact is established, the two players walk to

the center (maintaining eye-contact), shake hands, and introduce themselves. They then continue across
the circle, switching places with each other. The aim of the game is for each person to meet as many
different people as possible. Participants want to switch spots with as many people as they can in the
time given (usually a minute is sufficient). When the minute is up, go around the circle and ask how many
switches each person had. Then find out who can remember the names of everyone with whom they
switched places. Variation: To change the activity have group members share a different fact in the
center of the circle. Some examples are: how many siblings he or she has, a favorite sport, or favorite ice-
cream. You can also change up the center activity by adding an action. Each player has to dance to the
middle, or try and make the other person laugh in crossing. Have fun with it and be creative.

Line Names

This game is a variation of Action Names. Can be played with group of any size. Best if group has more
than 10 members. Game begins with group lining up shoulder to shoulder. One member starts off the
game by doing a motion across the line (to the other end of line) and saying his/her name at the same
OEIl A8 4EA COlI Ob OAOPI 1T AO AU OAU Ehckrhemi2k gies across to
the other end of line. Once that is complete, the group pairs off with person next to them and they do a
motion together (and say both of their names) to get to the other end. Group goes in twos until complete.
Depending on size of group, individuals then group in fours, sixes, etc...then in half, and then whole. The
group works together to pick out a motion and should say each name as they get to other end. Game
continues until the whole group is working together. Good game to use to show the power of individuals
coming together as a team.

Mime a Name

Mime a Name is another variation of Action Names. Participants stand in a circle, arms
distance apart. Ask each person to think of a verb and action which starts with the
same letter as the person's first name e.g., "Jumping James". The person does the action.
Everyone then guesses the action and then shouts the action and the action-name. This
requires pretty high level of instructor energy and drama, people are pretty shy to start
with. Really encourage everyone to join in and say the name and action of everyone else. To really drill
names home, go around again, it should be faster and really get the blood moving. For participants who
say "l can't think of anything", | say "Keep thinking, we'll come back to you". If they still don't come up
with anything, | ask the group to help. Note I don't allow duplicate verbs either - must use a unique verb.

Name by Name

Circle Up and Begin by asking everyone to say their firstnamesh 1 T OAIl U8 y £ AT UTTA
02 %0 %! 486 I FOAO Al 1 OEA TAI AO EAOGA AAAT AAI 1 AA
themselves in alphabetical order without talking, no signing, no gesturing. Take a Test z listen as all

names are called again. Make corrections. Take another test. The challenge is to form an alphabetical

circle with the fewest number of tests. Variation: If the team knows each other, use middle names.

Variation: With kids it is useful to tell them the challenge before they hear the names the first time.

Name Roulette

To play this game you need to form two equal circles, one inside the other. Set the circles up so one
person from each circle is physically standing back to back to one member from the other circle. (I use a
spot on the ground to mark the spot for each circle). These circles both start moving in clockwise motion,
ensuring each member of the circle passes through the "spot”. Someone who is not in either one of the
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circles and not facing them, will call stop. At that point the people on each spot must turn around and face
each other. The person who names the other first wins that round and the "loser" joins the other circle.

Nametag Novelties

Participants are given a name tag and a magic marker. They are asked to print their name on the upper
portion of the name tag and then to draw three objects that represent who they are on the bottom
portion of the tag. After completing the activity, participants are then asked to share their names and
what they drew on the tags. (i.e. My name is Jess. | drew a sailboat, a dolphin, and a paint brush.)

Name Tag

The group first forms a loose circle, standing with hands out and palms-up. Go around the circle and ask

each person to say his or her name loudly. Ask for a volunteer to begin in the center of the circle,

otherwise known as the hot-spot. The center person is trying to get out of the hot-spot while the rest of

the team is playing a version of keepaway OOET C A AAE [PAybdgindnben bna pedSad 8

shouts the name of someone else standing in the circle. The person in the hot-spot has to locate the
namedPDAOOI T AT A CEOA EEI 10 EABDAQROIOI TAATOAOBI AR A IOA
At no time may palms be pulled out of the way of the tag. Names bounce from person to person until the

center person successfully lands his or her hands down on the correct outstretched palms before another

name is called. Participants then switch places and start again. Make sure to always give the center-

DAOOIT T AT orénkisfraygliig&AncBubage participants to provide subtle head-nods or hints to

help the center person find the named player and to keep play moving. Variation: You can do many things

to change play, such as making the circle bigger or smaller (and easier). Or, with groups that may know

each other, mix it up by using last or middle names./ OEAOO EAOA bl AUAA OEEO CA
. 5" " %4hd OEA Al 1 EOAOAGUEcss. T Ai AO CAI A xEOE GCOAAO

EAESO -U . Al A
Try any of these name games with nicknames! Nicknames from the past can be used, but it can be more
fun to create new ones. e.g., Give take the name of the first pet you ever owned and add it to your
mother's maiden name (last). e.g., Fluffy Houseman, Rip Tip Bacon, Tailsy Wagner, Spot Light, Tiny Walls
Rose Killer, etc.

Nickname Nugget

Form a circle with the group so that everyone can see each other. Ask players to think of alliteration for
his or her name. For example: Music Mike, Rhubarb Rose, or Nevada Nick. Give them a minute or two to
create inventive or memorable alliterations. Start with one person and go around the circle, letting each
PDAOOI 1T OEAOA O\Hekd&dyor@ haEiAtidduded Maself or herself, explain that the group
will next attempt to repeat the name and alliteration of each team member in the circle. Ask for a
volunteer to start by introducing him or herself. Then, the person immediately to his or her left
introduces him or herself and the person who went before. Each time a player shares, he or she also
introduces the people who previously shared in the circle. Individuals are welcome to help others recall
their nicknames. Remember that the last person has the most challenging task because he or she has to
recall all the names and nicknames. Put yourself in that position or ask for an extra brave volunteer who
wants to try and introduce the entire group. Variation: Variation: Use Food Names (Banana Bart),
Adjective Names (Silly Sara), Hobbies (Rocket-Building Rick), etc. Instead of alliterations, try rhyming
animals and/or vegetables. Or, ask players to connect a motion with something he or she likes to do. For
example:O- U 1T BIAMOAEO AT A ) T EEA O OxEIl 8niakeSswithAitpAE ET OC
motions with her arms.

SPAT T ET & -AlTTI1
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In this game group members will be spelling their names with their melon. Ask your group to form a

circle, so that everyone can see everyone else. Explain to them that they are going to have to spell their

name, letter by letter, using their melon. As they carefully draw the letters in the air, the group will

AOOAT PO O1 ¢ OA O Ghe@uhar willgovery stowdlyand start thedext letter only when the

group has correctly identified the previous letter. Go around the circle and let each person have a turn.

Strongly encourage everyone to really get into the nonsense that this game promotes. Variation: If your

COl 60b Al OAAAU ET1T xOORBAEOCOOEAOBOET AEADNhA IwheteAOh |
they were born. Also try using other body partsforOP AT 1 ET ¢8 %l AT xO AT Ah | Al
especially funny.

Surprise a Name

Once your team knows most of the names of each other, this if fun. Divide the team in half, and have each
sub team go to opposite sides of the room. Two people hold up a sheet between two chairs facing each
other in the center of the room. While the sheet is raised, have two people volunteer to sit in the facing
chairs. When the sheet is lowered, the people in the chairs try to be first to shout out the name of the
other person.

Toss a Name

Break into teams of 8-10, and stand in informal circle. The leader begins by saying his own name and
then tossing the ball or whatever to the person on his right or left, continuing in one direction until it gets
AAAE OiI OEA 1 AAAAOS 4EA 1 AAARO OEAT AAITT O 10606 O
him, and that person calls out another name and lofts the ball to another person and so on. After a while,
add a second or third ball for fun. Variation: Start the circle small and have people step back, expanding
OEA AEOAI Anh OEAT 11 06A AiT OAO O1 OEI EO EO OI 1 Al
4 EOT x A O & \@riatioA:iofcéthe group has successfully completed the task, instruct them to pass
the ball in the exact REVERSE order. Once the group has successfully completed that part, introduce a
second ball or object of a different color/style/shape. Instruct the group that they must pass the ball in
the original order and the second ball in the REVERSE order at the same time. Eventually, the objects will
cross at one person. For more fun, use a rubber chicken or roll of toilet paper. Good times! Variation:
Once the group has accomplished the task successfully; tell the group that they have until you count to
five to move to a new spot in the circle. Once the group as rearranged itself, instruct them that they must
pass the ball in the same name pattern as before. This is a great variation! This little twist really helps
participants learn each other's names and faces. Another variation: toss HIGH FIVES instead of an object,
or they can pass a nod, or awink. To pass a wink, a person simply winks at a different person, who 1)
winks back at them to acknowledge that he/she "caught" the wink, and then winks at a different person
in the circle. And so on... Variation: 1) Instruct the group to begin passing winks as described above. Then
tell the group that you will also have nods, nose-thumbing, tongue sticking-outings (?), and others. 2)
Participants do not need to stay in any particular passing order - however, if you receive a nod, you must
pass a nod, receive a wink, pass a wink, etc. Good times!

Toilet Paper Game

Take a roll of toilet paper and ask a person how many squares they want, but don't tell them why. Set a
Limit From 5 to 50. Count out the squares, Rip after the last square and give all of the squares to the
camper. Repeat until all the campers have desired amount. Then go around and have each person say
stuff about themselves for each square until they are finished. The first square has to be their name.

7TEA080 ET A . AiAe

What's in a name? More than we often realize. This is an interesting, novel way for people to introduce
themselves to others, especially in ethnically diverse groups. Ensure that an appropriate group
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atmosphere is established in which people have already done some initial warm-up activities and name
games. Ask participants to turn to a partner and explain what your name means (if anything) and where
it comes from. Most people reveal a surprising amount of interesting information about where their name
comes from and what it means. The greater the ethnic and cultural diversity in the group, the better this
exercise tends to work. Can be specifically used to help build intercultural respect and understanding or
to more generally help develop self-identity and open respect and sharing. Optional: Ask each person to
introduce his/her partner to the larger group and to explain what his/her name means and where it
comes from. Optional: The activity can be extended into revealing the background behind other names
e.g., Nicknames Pets, Alter-ego or "fantasy name," Names of children - or what would you name your
children if you have them? Variation: our friend Jim Cain does this as people wrap a raccoon circle
around their finger z it decreases stress and pressure giving them something to fiddle with.

Get to Know You Games for the Forming Stage

All My Neighbors

A fun, moving-around activity that breaks the ice, pumps up the energy, and loosens people up.

Supplies: Something to use as a place marker for each individual (a name tag, a napkin, a note card). Ask
participants to form a shoulder-to-shoulder standing circle and then have each person take a step back.

Give each participant a place holder which they should place at their feet. The leader takes a place in the

AAT OAO 1T £# OEA AEOAI A8 AEA EAAEI EOAOT O OAUOg O4E

playedasachild.! © UT 6611 11 OEAAh OEAOA EO T1TA 1AOO bi AARA
AAT OAO T &# OGEA AEOAI A8 31T h )811 AACET E1T OEA AAT O
outside of the circle and have someoneelseendupwitE | 0O A DBl AAA8 4EA xAU ) é6i
i AEA A OOAOAI AT O OEAO EO 425% £ O I A8 &1 O AGAI Pl
T AECEAT 00 xET AOA xAAOEI C OATTEO OEI A0G8d )& OEAO
yoOO Dbl AAA AT A ZEZET A ATT1 OEAO ObPi O ET OEA AEOAI As )
Oi OxEihd AT A EA OEAOGO OOOA # O UIO T1T OEA 1000

may not move immediately to your right or left and you may not move off your space and return to it in

OEA OAT A O1 01 A8 , A060 Al -AEAAEEBABAIBEBAERT @414 EHE]
7EAT Ui O OEETE DPAIPI A EAOA EAA AT 1T OCEh nOddpmduss OA
to the last person who ends up in the center.

Balance

Request that group members find a partner and stand, facing one another, about a foot-and-a-half apart.
Partners should put their hands together, palm-to-D A1 I 8 7EAT UT Ors@ifl dttentpttd h 6 OE
force the other person to lose her or his balance. The motions should be slow and consistent, and hands

must remain in contact with palms flat. Let pairs play a few rounds and then have them find another

partner. In the second round, parOT AOOG6 EAT AO OET OI A 110 AA O1 OAEET
maneuver to push their partners off balance, but this time with soft bursts of hand-to-hand nudges.

Players may also pull back as their partner pushes, causing them to falter forward. Allow your group to

play many times using both variations for maximum fun and entertainment. Variation: Try palm-to-palm

with hands separated, but this time in a squatting position, like a baseball catcher. This variation reduces

some of the dangers of people falling from a standing position and makes it easier for people to push one
another off balance. Insist on soft pushes in this variation, you do not want people falling onto their

backs.
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Believe It or Not

With the entire group holding a Raccoon Circle (a 15 foot long section of tubular climbing webbing

tied with a knot, or, if webbing is not available, a 15 foot long rope knotted to form a circle), the

knot is used as a pointer to identify the person talking. Begin by passing the knot to the right around
OEA coi 6bs8 31T ATTA ET OEA CcOI 6P OAUO 0301 PA6 OE
I DBT O0OOT EOU O1T AEOAI T OA Oi i A ET OAOAOOEI ¢ ZEAAO AA
A E OB I 1A ndwAtide discussion and responsibility of the rest of the participants to decide whether

they believe that this information is true or false. After some discussion, the group gives their opinion of

the validity or falseness of the disclosure, and the person providing the comment can tell the real story.

LEOAO_AADAQOTiAEAQ pAOAAiAA QEA'QOQA TAOOOAA[E,Q
OEAT O301I PA6 AT A A 1TAx PAOOIT EAO OEA iTuadiodO©dl EO
group.

The level of disclosure to the group is often a measure of the closeness, unity and respect within the

COi Obs8 &1 O AoAipi Ah A AEOAI T OOOA OOAE AOh O) EA
help thissummerzonel £ | U AAI BPAOO EAO O1T i A OPAAEAI 1 AAAOG8G
purpose of this activity for your group, different levels of information or disclosure are appropriate. As

the group becomes more unified, this activity can bring out greater disclosure between staff members.

i O)é6i 116 OOBOA EEA ) EAOA AT 1T OCE OAOI BDOAAO OF AT

Camera Game
The team splits up into pairs. One person in each pair closes their eyes( camera). The other guides them

L~ A o~ X

towhat they thinki0 A T EAA DEAOOOA j PEI O1T COAPEAO(QS 41 OAE
cameras open their eyes. Switch

Categories

Yell out a category to the team such as favorite color, ice cream, movie, birth place, pet, shoe size, etc. The
team must find all of those in the team that have that in common with themselves. After the teams of
favorite colors gather, have them give a cheer to let the rest of the team know their commonality.

Creative Handshakes
All stand up and introduce self to others finding a new way to shake hands with each new person.

Dollar Jump

Pull out a crisp dollar bill. Explain to your group that all they have to do is jump over it. There will surely

be some suspicion among the group members due to the simplicity of this game. The dollar must be

EOI PAA 1 AT COExEOA AT A 110 AA Oi OAEAA8 E !'11 EOI D
most important rule, which makes the game so difficult, is that the jump only counts if the participant is

holding his or her toes during the entire jump. Hands must remain flat over the top of the shoes with

AET CAOO xOAPPAA 1T OAO OEA OI AOG8 E 91 060 cOl 6P xEII
their feet when jumping. This is a fantastic way to show your group your fun side.

Finding Differences

Group members are tasked to find people with whom they share nothing or little in common. This tactic
reduces the likelihood of friends jumping into a dyad with each other. Players interview one another
looking for as many differences as possible before they must change partners. Players ask each other
guestions, sharing personal tastes and views on any topic that comes to mind. Switch partners numerous
times to ensure many connections, and be mindful to provide sufficient sharing time for both partners
before making switch. Participants should match-up with new people, particularly people whom they do
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not know. Again, you are trying to increase the connectedness among the group, not reinforce the cliques

in which people commonly and comfortably find themselves when they join a new group. After sufficient
sharing, ask the group members what differences and similarities they discovered most often. Ask

questions like: Do you feel as if you know each other better than before and in what way do you believe

stronger connections were made? How will this new information affect your relationship with this

person? In what ways did these disclosures make you curious and interested in learning more about

another person? Variation: Instead of finding differences through questioning one another, ask group

i ATl AROO O1 Okdoadic OBIAGO8 ®oEAT DAY GEYREdeAst thed lif® A OOT |
history into 30 seconds. Each participant takes a turn to share and then finds a new partner. Or, for

culminating experience, ask group members to find one thing they all have in common.

(AGAT 60 7A - AO

Pass out note cards and pens. Have participants write their first name on the card. Explain that players

are to walk around and engage each other in conversation. They begin every conversation by saying,
O(AOGAT 806 xA [ Abdebd 4EA PAOOIT OEAO OEAU Ap®mé&I AAE
AEOOO PiI AUAO OAOPTITAOR O-U |A|A E The e0ord pe@séhiwauld O E A
OAOPITAR O-U TAI A EO ¢r ACAET h ThEt@pkdpldechdngk tadlis, ahdd D A A
statetoeachother,O. T xh ) Al 88 ¢ OEA DA OOIiPla@cortidué tdmifigle, OE AE
switching cards and identities with each conversation partner. Itis very important to remind group

members to keep the writing on their card hidden so that others in the group cannot see the name on the

card. Otherwise it would be very easy for a person to track down his or her identity. The encounters

continue until each person receives his or her own name (original note card) back. When a player meets
someone with his or her name card, that person has finished the activity and becomes a coach helping

I OEAOO O1 O AvarigtionHavA padidpardsAighstideir own name and one fact (unique

interest, great experience, curious hobby, amazing accomplishment, unknown talent, or strange

eyewitness) about themselves on their card, the more interesting and funny- the better. Then, when

playersil OOT AOAA OEAI OA1 OAOh O AArGHH cdhd about@h@garsad Wbk A1 OF
identity they have adopted. The game will often turn on conversations about these facts. If you want to

increase the fun, ask players to state the fact on the card and then embellish the story. Each subsequent

player then states the fact and all subsequent embellishments he or she was told before note cards (or
identities) were switched, and each player adds more to the story. Players need to explain the fact as if

they did it, and be convincing for the other person. By the time the note card returns to its owner, players

may barely recognize the original fact after all the embellishments are shared. Typically players begin to

laugh hysterically when another player introduces himselfi O© EAOOAI £/ xEOE OEA 1 OE
and now hilarious embellishments to the original fact.

Have You Ever?

This is a variation of All My Neighbors. 7 EQOE A OAAi ET A AEOAI Ah OOAT A |
A O A O 8fa jgersan in th circle has done that thing, they step into the middle and then switch with

AT 1T OEAO PAOOIT ET OEA AEOAI A xEI Al O OOAPPAA A
the new IT.

Human Treasure Hunt /Bingo

PrepareitemsahbAAA 1T £ OEIi A OOAE AOBEO AT O ET OEA OAIT A |
i AT COACABEAO PAOME Of AA AT UOEET C8EAO AAAT Al AAOAA
i AO OTTATTA EAI T OO8AAT SDIEAMUA AOH D OCEMIAR  AGEE@DRD O
OEUA 10 EAO OEA OAI A OEUA EATAQ8EAO A AEEZEAOAT O
I EEA OI 8EAO OEA OAI A EAOI OE O Aetc.OBehlifpectiis toEnige ard EedordO A |
names and information for each item on the list, using only one person for each item. For children, use
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EOAI O 1 EEABEAO A PAO j xEAO EO EOQB8EAO AAAT 11 A
OACAOAAI AOBEAO OEA OAI A 1TO0i AAO 1T £ OEAI EIl ganatidn®d U]
Walk to / arrange yourselves according to: the place where you were born, the place where you live, a

place you would like to visit, a place where a memorable event took place for you. Variation: Put these on

a BINGO grid. A fun, no-physical-impact activity that gets people out of their chairs and talking to other
people in the room. On a flip-chart at the front of the room, the facilitator makes a list of five categories.

These categories can be things like 2 Someone with an exotic pet; Someone weil 80 AAAT 11 46
xElT EAO AEOA TO i1 0A OEAITET CONn 31TIiATTA xET 80 AAA
marathon; Someone who can wiggle their ears. Each participant is given pencil and paper and asked to

make five lines across theirpab AOh T 1T A O1 AAO OEA 1 OEA0O8 &AAEI EOAOQ

lines on your paper with enough room on each to have someone sign their name. In just a moment, | am

going to turn over a list of categories. Your job, in the next five minutes, is to move around the room and

obtain the signatures of a person who fits each category. Please sit down once you have obtained all five

OECT AOOOAOGHh O H)aéll ETTx xEAT UIT OG80A ATTA8 '1TA E
people. And,AU OEA xAUh AAOACT OEAO AAT AA AOT AAT U AAEEI]
were on TV when you were five as part of Captain Kangaroo ? well, that counts. Everybody stand up.

1786 'O OEA AT A 1T £ EEOA | ETeQifnklcsh askthed to sitRidwinDhed 1 T 1
OAEA A EAx 1T ET OOAO AT A OAA xEAO OEA CcOIT Ob A& Ol A8
*Aoous ' OAAO8 *Aoounh OAIlT OO0 AAT 6O UiT 60O ECOAT A8bd
give themselves a hand.

has five or more can speak a foreign has performed has been elected to a volunteers for an
siblings language anything position organization
has met someone | has runamarathon | had the same has the same shoe size | been in trouble
famous breakfastasyou | (or hasthesamesize |x EOE OOE
hand)

has the same you haven't met yet, | has the same has an exotic pet loves the same
favorite season but would really like | favorite sense music as you

to
likes a sport you | can play a musical has same favorite| works at a different site has the same
like too instrument dessert than you favorite author
was bornin the has the same favorite has a different has been on TV can do asilly
same month as food as you religious belief human trick
you (wiggle ears)
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Inside -Outside Circle

The children form two circles, one inside the other, with equal numbers in each circle. Each child on the
inside pairs up with someone from the outside circle. The teacher gives the children a topic to talk about
for a couple of minutes, then the inside circle rotates clockwise to pair up with a different person. The
teacher then gives a new topic to talk about for a couple of minutes. This process is continued until all of
the children on the inside circle gave been paired with each child on the outside or until the teacher
decides to end the game. Some topics to talk about include: favorite movie, favorite book, favorite video
game, etc. Objects of the game are for the children to get to know one another a little better and to
practice oral communication skills.

Match Face

Ask participants to pick a partner and to stand next to him or her. After participants are in pairs, you may

want to explore quickly why they chose each other. Then, ask individuals to choose another partner, this

OEi A DEAEET C OITIAY TjAI DERIU A TBIG £ xAl1q8 0AO0OT Ac
used our favorites: the monkey, the scream, and the down-block. You can certainly invent your own, so
ATT60 1TAO TO00 AgAi PI AO TEIEO UT O A£OT idbatktédoack O T x
the count of three, partners spin simultaneously around to face each other and perform (or show) one of
three designated faces. If they match, they play again trying to match the two remaining faces on your list.
For example, if they both performed the monkey face, they would not have to do that face again. If they
AT1860 |1 AGAER OEAU OEiIiPI U CAO AAAE O AAAE AT A
successfully matched all three faces. The rules are simple. PartnersmuO 01 6 O OAI1 1 AAAE
perform or what face they will show. Individuals cannot suddenly change their face during mid-turn
(when they are turning to face the other person) merely to match their partners. Once a pair has
matched all three faces, they encourage other groups still working on matching all three faces. Be sure all

s 2 oAz s

- o
o0

start the action with dyads (or pairs), and then bring the pairs into a new grouping bringing three to four

teams together, that now must attempt to match faces with the other teams. You can continue to grow the
AEOAT A T &£ OFZAAA 1 AOAEAOOGSs O1 OEI OEA A1 OEOA coOl 6b
their face

Meet & Greet Three
4EA 1 AAARO OAUO I AAO AT A OEAEA EAT AO xEOE OEOAA
than you do, are wearing similar shoes, etc.

Mike Trivia
Pick a kid, any kid. Say we pick Mike. Announce to the team that it is time for Mike Trivia. Ask the whole

team to guess different things about Mike, i.e., What is his favorite color? Let the first kid reveal the
truths and then move on to the next kid.

More, Dig, Done!

Have your group members partner up. Explain that one person will be sharing a fact about himself or

herself in a single sentence. The other partner will direct the conversation. For example: Scott may say, O )
EAOA Ox1 A OAU bis paitnerMardnday respohdd@iol OAh 6 OAE @h o G AGs hd AATAIT
wants to hear more aboutthetwodogs. O$ ECO | AAT O EA OSATIOAG A AAAxO AEAA G

with the sharing on that topic. 4 EA  OEAOET ¢ DAOOT T |1 AU Vihendileofthd U OAT
DAOOT AOO AAT T O OA Aftedobtiopartherdhave dDarel, Gakeltherdfintl fkv@@irtners.
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Pair Share o ) . o o o S
I COAAO xAu O1 cAO PAIT PI A OAI EET C AT &£ OOAAIT U Oi
engagement within a group that does know each other. Ask participants to stand up, move about the

oiriTi jATT60 EOOO 06001 O OEA PAOOIT 1TA@O OF OEAI

know the least of anyone else in the room. Once everyone is in pairs (if you have an odd number, one

group can be a threesome), the facilitator OAUOd 091 O xEI 1 EAOA Oxi 1 ET 00,
xEOE UI 60 PAOOI A0O888d )AAAO &£ O AEOAOOOEIT 4 &ET A

Describe for your partner the first job you ever held. What would you do if you won the lottery? What are

your most favorite and least favorite things about working for this organization? At the end of two

i ET OOAOh OEA ZEAAEI EOAOI O CAOO OEA CcOI OPEO AOOAT O
about with their partners. Participants are then instructed to find a new partner and told they will be

given a new topic. This cycle can be repeated two or three times. Variation: Give them a few minutes to
interview each other and then have them introduce one another to the group. This allows two people to

get to know each other quickly and form a friendship. It's often easier for people to talk about others than
themselves.

Putting it Together

Facilitator should cut a puzzle out of poster paper ahead of time. (There should be one piece for each
member of the group.) Have participants decorate their piece to represent who they are and what they
feel they can contribute to the group. Once participants are done, have them share what they have on
their piece. Participants should them assemble the puzzle. Facilitator should initiate a discussion on the
power of everyone coming together, how much more of an impact a put together puzzle can have, than
separate pieces, and how a final product could not be reached without a contribution from every piece of
the puzzle.

Snowball

Kids write a few things about themselves on a piece of scrap paper. They may write their favorite
television show and how many people in their family. Once they have completed the paper they crumble
the paper into a ball. When all are finished, they create a circle. On the count of 3, children throw
snowballs into the center. One child picks up a snowball and reads out loud. The rest try to guess who the
correct person it.

Thumb Ball
This is a good next step activitytl 41 OO0 ' . Al A8 91 6811 TAAA O 11TA
50ET ¢ A PAOI AT AT O 1 AOEAOh AEOEAA OEA AAAAE AAITI
If you use a large beach ball, draw one at the equator, and the other two above and below it. If using a
mini beach ball, one line on the equator should work. A standard soccer ball could also work. The point
EO OF I AEA OAAOETIT O OEAO AOA AEcC A1TiT OCE O xOEOA
the circle or in a pattern, bouncing around the circle until everyone gets a turn. The child who catches the
beach ball must provide a response to the phrase that is closest to his right thumb. Variation: he can
choose to respond to either phrase closest to either thumb. Here are some sample phrases to write on
the beach ball sections. They are arranged from basic getting-to-know-you questions to deeper questions
to use once trust has been established.
9 Favorite food
1 People who make you laugh
91 Favorite toy
9 Fantasy vacation
9 Favorite sport
9 Ideal transportation

Favorite game

Pet lover?

Favorite music
People you admire
Favorite TV show
Story of your name

E R I I
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Favorite candy

Most loved season

Favorite movie

Preferred board game

Favorite color

Your hero

Famous person to meet

Favorite field trip

Best video game

Favorite dessert

Birthday wish

Favorite animal

Best book

Favorite cartoon

Hobby you enjoy

Best holiday

Favorite word

Best place

Favorite store

Favorite restaurant

Best school subject

Where are you from?

Where have you been?

What is the story of your name?
What do you love?

What are your hopes and dreams?
Complete this sentence.
07A xAOA POO
If you could ask the whole world to think
about one thing for 1 hour, what would it be?
Who do you think needs more help, the
homeless or endangered animals?

What are some of your favorite organizations
that help others?

= =9

=

1

il
il
T

$1 UT 6 AAT EAOGAG O,71 6A OEY

OEUOAI /Ee b
What is the most rewarding thing someone
has ever done for you?
7EAT xAO OEA
soOOUo6 O1 Oi i AiT1TAe
Describe your perfect day.

If you could have a conversation with any
animal, which one would it be and why?
When we talk to animals, do you think they
understand us?

Which do you usually listen to, your head or
your heart?

What is one thing you have always wanted to
do? to get?

When you think about getting older, what do
you look forward to?

1 AOO OEIi A U

1

If you were given one hour of homework to
do, every night for the next five years, which
subject would you choose?

What is your idea of a good surprise?

If you could learn something new tomorrow
and succeed at it for life what would it be?

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

What is more important, knowledge or
imagination?

Where do you like to go when you have to
solve a problem?

7EAT UT O EAAO OEA
think of?

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

What is the difference between wants and
needs?

What would you do if you won the lottery and
had only one day to spend the money?

What is the difference between wishing and
realizing your dreams?

If suddenly you had lots and lots and LOTS of
money, would you have the same friends and
the same worries, the same goals, the same
dreams?

If you could change one habit what would it

A s ... be? . .
1T OEEO AAOQE 1F $dl $h8$100,000 to give away who would

you give it to and why?

If you could change one thing about the world
what would it be?

What nice thing do people seem to tell you
about yourself?

What is the definition of strong?
'Pé%pﬁe%ﬁd“_@uav@t% most courage in the
world?

What subject makes your brain ache?

. 1~ What do you always need help with?

lqO 7 EAR

1
1

=

B 6OEHAB) DA
do you feel?

If you could invent one thing that could make
the word a better place what would it be?
What is the difference between peace and
getting along?

What makes you know you can trust
someone?

If you were to choose a new name for
yourself, what would it be?

What is your dream job?
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1 Ifyou were given an extra $10 in change at 1 What do you want to be famous for?
Wal-Mart, what would you do with it and 1 If you were given a million dollars and 24
why? hours to spend it in, (no depositing it in the

1 What do you do for fun? bank or investing it) what would you buy?

T 7TEAO086O0 OEA AECCAOO 1 AOOT 17 Whabdheifing dloAok @dashre medt? |
your past relationships? 91 If agenie grants you three wishes, what

1 What are your best traits? would they be?

T 7TEA08O0 1T A 1T £ Ul OO0 xI 000 YE AdkEHOWD the mostimportant thing you

1 What makes someone a good friend? learned this year.

1 What was the best day of the past week for 1 Describe your personality.
you - why? 1 What are you proud of?

1  Who s the biggest influence in your life? 1 What are the easiest and hardest emotions

1 What are you wearing today which is most for you to express and why?

reflective of who you are? What is something that few people know
1 What s the craziest thing you have ever about you?

=

done? 1 Whois your role model?

1 What is your most embarrassing moment? 1 What do you value in a friend?

1 Choose a unique item from your wallet and 1 What do you want to be doing in five years?
explain why you carry it around. 9 Describe your room.

1 How could YOU be a better YOU? 1 What is one goal you have for next year?

9 If you could change one thing about your 1 What is a motto you try to live by?
physical appearance what would it be and 1 What is the greatest challenge you are facing?
why? 1 What do you like most about yourself?

' What was your scariest experience? f  What do you value in a caring relationship?

9 Share one of your most embarrassing Y What do you value most in life?
moments.

This or That

Possibly one of the greatest needs within a group is to identify what unites the members of the group. To

this end, the goal here is to identify some commonalities shared by various members of the group. Which
Side of the Road are You On requires a central gathering place, and two boundary lines, which can be

i AAA OOET C I AOEET ¢ OAPAh OI PAnh T O xAll O8 ( AOA
Some of the following decisionsarefairlu AAOU AT A OEA ET & Oi AGEIT 1T AI1TO0O
consequences. Others may make or break the entire summer. After choosing sides, give staff members a
minute to see who is on the same side of the road with them, and to discuss why they chose this

particular side.

$AOECT AGA 1T A OEAA 1T &£ OEA OiTi AOG O04()3hd AT A OE
the middle of the empty room. Ask them to make a choice and move with the others who share that

choice. Encourage talking as they move. Ask questions like the following pointing to the THIS side of the
room when you say the first choice and pointing to the THAT side of the room when you say the other

choice.

Which do you like more, Chocolate cake (THIS) OR white cake (THAT)?

Are you a Macintosh person or a PC Person?

Are you Quiet or Loud?

Do you identify more with: Birds OR Fish?

Do you like to: Stay home OR Go out?

Do You Enjoy Running or Walking?

Do you consider yourself more of a: Follower OR a Leader?

Would you enjoy more: Sky Diving or Deep Sea Diving?

Which would you like more: a Juicy Steak OR a New Pair of Shoes?

= =4 =4 -8 -8 _9_4_°9._-2
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Are you a Problem Solver or a Problem Maker?

Do Normally Save Money or Spend Money?

Are you better at remembering: Names OR Numbers?

Do you more often: Speak your mind OR Hold your tongue?

Would you rather have: A million dollars OR great happiness for life?
Do you prefer Hamburgers & Hotdogs or Chicken or Salad?

Are you comfortable with a fixed schedule or with flex time?

Would you prefer a: Ski weekend in the Mountains OR a weekend on a Beach?
Would you rather: Curl up with a Book OR Go to a Movie?

Would you rather: Eat Liver OR Go to a dentist?

Do you prefer: Hot days OR Cold days?

Would you rather go to a: Football Game OR an Opera?

Do you prefer: Showers OR Baths?

Are you better in Math OR English?

= =2 =48 -0-5_45_40_49_4_29_-2._-2_-1-_-21-

Toothpaste Barnyard

Everyone thinks of their favorite brand of toothpaste (or detergent, dream car, animal, snack food, etc).
/ 1T Oeveryone calls our their name and gather in similar groups. Can be used to get learners into
work/discussion groups.

Three Truths & A Lie

Each person thinks of three things that are true (and interesting) about themselves and one thing that is
not true. Then each person tells their list to the others as if they are all true. The team tries to guess
which one is a lie.

Uncommon Commonalities

Split into teams of 3-4. Have the people find the most uncommon thing they all have in common - the
weirdest thing that they all have in common.

Wal-Mart

Say your name and what object in Wal-Mart that you are most like and describe why. (i.e. My name is Jeni
and | am most like a pair of work boots because I like to be comfortable and don't really care about
whether others like the fashion statement | make with them).

Where You From? Where You Been?
Use the Raccoon Circle to create a map of the city, county, state or country you are from (or a place you
have recently traveled to), and tell us something about that place.

Who are You

Ask the team to brainstorm a list of questions they would want to know about a person (What is your
favorite TV show? What is your most embarrassing moment? Who are your Heros?) Narrow down the
list to two or three questions that the team likes the best. Allow the team to mingle and ask the questions
and record (or remember) the answers.

Wrap Around My Finger

The name pretty much explains this entire activity. Begin with an unknotted segment of webbing. One
person in the group begins wrapping the webbing around their index finger, and while doing so, provides
the group with some information about themselves (where they were born, family members, school
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experiences, childhood pets, dreams, goals, favorite foods, etc.) The goal is for this person to continue
talking until the webbing is completely wrapped around their finger.

Your Big Entrance

"Your Big Entrance" gives everyone a chance to feel like a superstar. The team makes two lines, and one-
by-l TA AAAE ODPI AUAOSG ET OO1 AOAAOG EEI OAl £ 1 O EAOOAIL A
members. The superstar is greeted with energetic high-fives and supportive hollering by peers. Have the
group form two equal lines facing each other. Leave 4-5 feet between the lines to allow enough room for
someone to move in through the center. As they do prior to professional basketball and football games,
each team-member loudly introduces him or herself and jogs between the two lines accepting high and-
low fives, while the team shows their support by hooting, hollering, and generally cheering their team
mate on. Once the person has reached the end of the lines, he or she returns to the line and participates
as an enthusiastic teammate for the next person introduced. Alternating from the two lines will keep the
lines even, and help keep track of who has been introduced. Encourage enthusiasm, high energy, and
support among group members.
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Waiting Games for the Attempting Stage

These games are great when you have to keep your team in line or in close proximity while waiting
(usually for the bus).

3 Foot, 6 Foot, 9 Foot

Ask your group to start by secretly identifying a person in the group and move to a position that is 9 feet
from him or her. Allow time for your group to adjust positions. Next, ask your group to secretly pick a
second person. While remaining 9 feet from the first person, ask them to move to a position that is 6 feet
from the second person. Finally, while keeping the first two distances, ask everyone to pick a third person
in the group and move to a position that is 3 feet from the third person. Allowing the group to struggle
and walk around in circles will prompt excellent topics for conversation. Round 1: Explain to your group
that they should do everything in secret, trying not to let their chosen people know who they are. Round
2: Ask your group to identify themselves to their 3, 6, and 9 foot people. Now by talking to their 3, 6, and
9 foot people, see if they can successfully move into the final configuration. At the end of this activity, ask
the group how the ability to talk changed the dynamic.

Alphabet Soup

This is a timed event. Begin by asking participants to secretly choose a letter from A to J. Allow a short

amount of time for them to choose. Have the participants arrange themselves into small groups of like

1 AOOAOOG8 4EA 180 AEGES OHAM '&IOh 1"88 Or XAEEHOBUTAE UAT T
COiI OO OiF AOOAT CA OEAI OA1 OAO Al PEAAARAOCEAAI T U ET I
DAOOEAEDPAT OO OAEOA OEAEO EAT AO Al Atafodthall gantie@ddh OE A E
Coil 6 AAI1 O 100 OEAEO 1 AOOAO ET 00601 8 301 P OEI A
letters that nobody has chosen. Keep rounds fast, moving quickly between them. As soon as your group

finishes a round, communicate their time and ask if they feel they could do it faster. Then, move rightin

to having them secretly pick a new letter leaving no time for strategy. The task is for your group to start
working together and communicating on a level other than speech. Groups should and will become

creative. They may decide that when secretly choosing a letter they all choose the same one, they could
COAAOI U OAAOAA OEAEO OEi As 31160 CEOA AT UOEEI C A
solutions.

Continental Divide

Have the team form a straight line z shoulder to shoulder. Tell them that their shoes are fused to the
DAOOT 160 OEIT A O OEAEO OECEO AT A 1 AEOS )yl OEEO
anyone disconnects shoes, the team comes back to point A.

%OAOUAT AUBO ) O 4AC

Everybody is it! If you get tagged, sit down (or stand still). When everyone is sitting (or standing still),

play again. Variation: when you get tagged, remember who tagged you. When that person is tagged, you
are back in!

Ghosts in the Graveyard

This is a great game for waiting in quiet places. All players lay on the floor in any position they choose.

%l OOOA AT 1 OCE OPAAA Ol OEAU Ai160 O OAE AAAE 1 OE
are ready, give a count to three. After the count, they must stay still and silent. If the chosen crypt-keeper
catches any movement, the player moving becomes the next crypt-keeper.
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Go Tag

Have team line up in a straight line. Every other person facing opposite directions. Choose an IT and a
person to be chased. The IT chases the chased around the line of people in either direction. The IT can

OOAAA 1T E££ xEOE A DPAOOIT ET 1TETA Au Oi OAEET ¢ OEAI
alsoswitthAO AT U OEIi A Au OiI OAEElT Cc OITTATTA ET TETA 11
Line Ups

Have the team line up in order of age, birth month, alphabetical, height, shoe size, etc. Do this with or
without talking depending on the age level. Variations: number of siblings, thumb size, number of glasses
of water (or cups of caffeine) you drink per day, introversion / extraversion, how tired / alert you feel,
number of different countries you've visited. Give them a name of a holiday z they line up in order
holidays appear on calendar. Add other challenges like a blind fold for some teams. Sneak in some
History - give them important historical events z they line up in chronological order.

Pass It
Participants work to pass a clapping sound around the circle quicklyal A x EOE NOAI EOU8 /|
A Al Ap Oi OEA TAgO PAOOIT8 4EAO PAOOIT OOAAAEOAO

pass the clap to the next person in the circle. Start slowly; if participants are way off, start again.

Let the sound move continuously around the circle numerous times to get the group into it, gaining speed
as they get the hang of it. Once participants establish a good rhythm, stop play and restart again with two
claps. Do this by introducing a second clap right after the first. Now participants must be very alert to
make it work. Ask your group to set a goal as to how many claps they can get around the circle and back
to where they started. Allow many opportunities for practice. Variation: Introduce to the group new
sounds and new rhythms. For example, add a snap or a foot stomp. Or, pass a high five around the circle.
You could also try passing motions and sounds. The variations are limitless.

Perfect Square

Perfect Square is a fast-moving game with a team-building twist. Your group must try to keep you at the
center of their perfect square. No matter where you move or how you turn, group members must remain
in the same orientation to you as when they started. Participants need to form four equal lines to create a
perfect square around you. Participants must work to keep the perfect square intact no matter where or
how you move. Each line of the square is a team racing to be the first in position every time you change
positions or physically move. Lines must always be in the same order, location, and proximity to you as
when they started. The line to your front must always be to your front, the line to your back to your back,
and left and right sides to your left and right. Each line of participants signals that they are in correct
position by holding up their hands together and yelling O A T T B& érdative. Have fun with this by moving
across the room, spinning in circles and trying to confuse the group. Variation: Introduce different shapes
into the exercise such as triangles, hexagons, trapezoids, and other fun shapes.

Quick-Change Atrtist

Tell the team they will need to be keen observers. Have them close their eyes for 15 seconds while you
change one thing about yourself: your hair, sleeve, watch, etc. Tell them to open their eyes and guess
what you changed. Keep adding changes or let someone who observes the change be the quick-change
artist.
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Run & Scream

7EOE AOGAOUITA 1TETAA Obp ET A OOOAECEO T ETA PEAE 1
screams until they are out of breath. It has to be one continuous scream. That person catches their

breath and calls on another person. Use judgment about appropriate locations for this one.

Sit Down

All players stand up. The object of the game is to be the last person standing. It says things like: Sit down
if your mom have pierced ears. Sit down if you changed your underwear this morning. Sit down if you
are wearing black. Sit down if you pick your nose. Players who sit down remain seated until the next
game.

Stand Still Tag

Everyone gathers in close. Throughout the game everyone must stand still. Tag someone and the game
begins. (Itis fun, but gets old pretty quick)

Triangle Tag

Arrange into teams of four (allow one or more teams to be five, to include everyone). Choose one person

to be IT. The others link arms to form a triangle (or square). The Its from each team step back from the

OAAI O xEElI A AAAE OAAI O PEAEO OI i ATTA OI AA AEAOA
person. The triangle must not detach. If the person is tagged, he/she is the new IT.

Virtual Group Juggle

Players create a pattern in the circle by pointingat O1 | AT T A AT A OAUET ¢ OUI 686 «
around to everyone and then back to the person who started it. You can monitor this by having everyone

raise his or her right hand in the air, and bring it down, pointing at the next person in the pattern. Spend

time mastering this pattern. Create a new and different pattern, passing the name of a fruit or vegetable.

For example, a player would pointtoaD AOOT T | OEAO OEAT OEA DA Oéttein, OE/
AT A OAU OADPDPI AAd! C Adattem withEhA last peréo®assiAgit Aaskdokhe first Xhis

time, monitor the pattern just as before, but with the left hand. Now try both patterns at once and see if

they both make it back to the person who started it.

What are you doing?

oI AUAOO &I O0i A 111¢ TETA8 01 AUAO OOAOOO i Efigtl ¢ A
player answers something that does NOT resemble what he's actually doing. E.g. if player 1 is cutting

someone’s hair, when asked what he's doing he might say "I'm reading the newspaper." First player

moves away, and the second player starts miming the activity stated by the previous player. A third

player comes up to player 2, asks what he is doing, and so on. Play until everyone has mimed something,

and has answered the question. Variation: You can also play this at super high speed, with 2 players. We

mean super-super high speed. As soon as one of the players says ummm, hesitates, or uses an offer that

was used before in that session, that player is replaced. Great for warm-up and energy!
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Low Threat Games & Activities
for the Attempting Stage

20 Questions

The teacher selects an object in the room (such as the pencil sharpener), and the children try to

AAOAOI ETA xEAO OEA T AEAAO EO AU AOEET ¢ NOAOOEIT O
children have 20 questions to determine what the object is. A variation on this game is for the teacher to

place an object in a can with a lid (e.g., during a unit on pets, the teacher might place a dog bone in the

AAT Q8 4EA AEEI AOAT EAOA OxAl OU OUAOGSE Hpfudip:i 6 NOA
Depending on the age of the children, it is a good idea for the teacher to strategically intersperse enough

hints to help keep the children on track!

All Birds Fly

One child is chosen to be "It". Standing in front of the team, It says "All Birds Fly". It then names ten
things and says they fly. For example, Humming birds fly. Airplanes fly. Monkeys fly. Teachers fly.
Bananas fly. It flaps his/her arms every time it says something flies. Whenever It names something that
is a bird, all the children must flap his/her arms. The object is to catch anyone flapping his/her arms
whenever It says something that isn't a bird. Whenever someone is caught, they are out for the rest of the
game. When only one child remains in or after 3-5 minutes, a new it is chosen and the children who are
out can play again.

Animal Rhythm
The children establish the rhythm by slapping legs twice, then snapping fingers twice. After the rhythm
has been established, the game leader makes an animal sound on the snaps and the children name the
AT EI Al OEAO 1 AEAO OEA OPAAEEEAA O1 O1 Ax1ixih 60 EGAN O AAACE
NOAAEh©bx®d AROAS
Variation: The game can also be played using math facts, states and capitals, etc.

Animal Freeze

Have the children act out (with no sounds!) the movements of a specified animal until the teacher says,
O&OAAUAAG ' O OEEO bi ET Oh OEA AEEI AOAT 0O0i B OEAEO
teacher specifies the next animal. Make sure to leave plenty of space for hopping frogs and slithering

snakes! The following are some animals that work well with this activity: elephant; frog; snake; seal,

donkey; eagle; caterpillar; turtle; rabbit.

Bite the Bag

Players sit in a circle with a brown paper bag in the center. Individually, players approach the bag and
without using their hands, pick up the bag with their teeth, without bending their knees. After each turn,
cut part of the bag off at the top. Children try again at this height. Continue process of cutting and biting
until it becomes impossible.

Corner Grocery Store
The game leader initiates the activity by selecting a food item typically found in a grocery store. He/She

OEAT ET EOEAOAO OEA CAIi A AU OAIdémaihimg giepnlin a@EhatdsT O1 A
EOeod6 ! £#0AO0 OEA AEEI AOAT 1 AEA OxiI 10 OEOAA COAOOA
This progression continues until the children determine what the object is (i.e., a sour pickle).
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CrazyFAAT ( AEO $160
Players sit in a chair while another player stands behind customer, squirts shaving cream on the

AODOOT i A0 EAAA AT A AOAAOAO A AOAUU EAEO Al 8 4 A

Crows & Cranes

Form two teams. One team is designated crows and the other is designated cranes. Each team lines up
on either side of the activity area. On "Go Crows!" or "Go Cranes!" the crows must run to the cranes side
of the activity area and the cranes must run to the crows side of the area. If the leader called "Go
Cranes!", the object is for the cranes to tag the crows making them become cranes, and visa versa. The
game ends while the game is still exciting. There is no looser.

Do What | Say, If What | Say Is True

The game leader makes a statement that is either true or false. If the statement is true, the children

perform an action which is specified by the game leader. If the statement is false, the children do not
PAOA&I Of OEA OPAAEEZEAA AAOQOEITT 8 %BAl D1 Ad O) £ Oxi

wouldAT Ap OEAEO EAT A0 OxEAAQ8 O) £# A AEEAEAT EO A 1.
raise their hands).

Fly Swatter

Needed: A fly swatter, shaving cream, and a blindfold. This game is similar to pin the tail on the donkey.
It is best played outside. Squirt out a dollop of shaving cream on the wall. Give the first child a fly swatter
and blindfold her. Spin her around three times and let her try to swat the shaving cream dollop with the
fly swatter.

Geiger Counter

Choose one child to be "It". The rest are the Geiger Counter. It must leave the room. Then select any
object to be radioactive. Hide the object anywhere in the activity area. When It is instructed to return to
the room, the children who make up the Geiger Counter begin making a ticking sound. The closer Itis to
the radioactive object the louder and more often the Geiger Counter should tick. This continues until the
object is found.

Ghosts in the Graveyard

This is a great game for unwinding and resting. All players lay on the floor in any position they choose.

%l OOOA AT 1T OCE OPAAA O OEAU AiT160 O OAE AAAE 1 OE
are ready, give a count to three. After the count, they must stay still and silent. If the chosen crypt-keeper
catches any movement, the player moving becomes the next crypt-keeper.

Happy Handful Relay

Form two teams of 10 players each. Collect 10 items, 2 of each items. Make items as novel as possible.

Some ideas are: balls, orange cones, books, dice, hats, toys, etc. Stack one of each item into two stacks on
Oxi AEAEOO 11 1T1TA OEAA 1T &£ OEA Oiiis , ET A OAAI O
the first person in each team runs and grabs one item from the chair, brings it back and hands it to the

next person in line. That person takes the item and runs and grabs an additional item from the chair,

brings both items back to the next person in line. This continues as each person must carry an additional
item. If a player drops an item(s), he must place the item(s) back on the chair. Game continues until all

items are carried back to the team by one person.
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Hinky -Pinky

What is a HINK PINK (rhyming one-syllable words) for a chubby kitty?
ANSWER: A fat cat!

What is a HINKY PINKY (rhyming two-syllable words) for someone who bangs nails?
ANSWER: A hammer slammer!

p8 7TEAO060 A EETE PETE &£ O OEA TEA 11T A OIAA AT O
2. An imitation small horse - a hinky pinky.

3. What stinging insects kneel with - a hink pink.

T8 7 E A O 8 Gor dcoceaEdiofed eReihgress?

5. Jam made for rubbing on stomachs - a hinky pinky.

6. A hink pink for trousers of little insects that like picnics.

7. A home for small rodents - a hink pink.

Answers: 1. apoptop 2.aphonypony 3.beesknees 4.abrowngown 5. belly jelly
6. ants pants 7. a mouse house8 Now make up some of your own!

O)&é11 "EOA 910 4EA 11 OxA0ORh 91 06 'EOA - A 4EA 1/¢
ol AUAA 1T EEA OEA CAT A OEIT x O* AT PAOAU8B8G6 4EfersCAI A |
AAOAOI ETA bi OOEAT A APDPOI DOEAOA NOAOOETT O xEEAE |
ATT1T80 OEETE O186 09 AbAG O)T OEA OOAOE AAT 860

In the Freezer

Divide players evenly into two teams. Divide room in half by placing cones or a rope down the middle.

Place about 5 trash cans or tubs around each half of the room (the goals). Give each team about 20 rolled
socksor playland-OUDPA AAIT 1 O8 /T O0'/hd Pl AUAOO 60U OF OI O¢
defend their goals with their hands, but cannot stand in front of goals. After a time, count the balls in the

goals to determine who won.

Marbled Paper

Fill a shallow pan or container with liquid starch. Fill another container with water. Using acrylic paint,
squeeze a few drops of different colors into the starch. With a craft stick, swirl the paint a little bit to
make a marble-like design. Lay a piece of construction paper on top, soaking up the paint. Immediately
lift up the paper and rinse it off in the water. Let dry. If not rinsed thoroughly, paper will curl when
drying.

Marionette (a pantomiming activity)

#EEI AOAT DAOA&EI Oi OEA AAOGETI T O AO OEA Oi AOGET 1T AOOA
all puppets on strings. Someone is pulling the strings that are tied to your hands. Up, up, up go your

hands! Now the string that is attached to the top of your head is being jiggled up and down. Now the

puppet master is swinging the whole puppet from side to side, slowly, back and forth. And now the

puppet master is s-l-0-w-1-U I AOOET ¢ All OEA OOOET CO ci 111 0AA®G
Musical Costumes

Collect a variety of costume parts (from dramatic play dress-up clothes), and put in trash bag. Players sit

in circle around the costumes. Start music and pass bag around circle. When music stops, the player
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holding the bag reaches in, pulls out the first article he grabs, and puts it on. Start music again and
continue until all items in bag are gone. Silly and fun.

Nervous Breakdown

Players stand in a circle with theirhandO AAEET A OEAEO AAAEOS /ITA PAOO
and stands in the middle with an easily catchable ball. IT tosses the ball (underhand) to individuals in the

circle. If the person catching the ball misses it, he must sit down (remaining in the circle). It may also
OZFZAEA 16066 Al ET AEOEAOAT AU DPOAOGAT AET ¢ O O1I 0606 O
from behind his back to catchtheball OEAO xAO1 80 OEOI xT1 h EA 1 000 Al «
ball or the last person standing gets to be IT for the next game.

Numbered Chairs

Line up as many chairs as there are players, in a row one chair facing the back of another. Tape a number
on the back of each chair, starting with number 2. When players are all seated, the child in the first chair
yells out a number between 2 and the number of players. The person whose number is called must call
out another number within 5 seconds. If he fails to do so, or calls out a number that is not included, he
moves to the last chair, and everyone else moves up a chair.

Octopus

Choose one player to be the Octopus. Make two boundary lines in your open space about 20 yards apart.
The lines are the land and the area in between is the ocean. The rest of the players stand on one
shoreline. When the Octopus calls "Octopus™ swimmers swim across the ocean trying not to be caught by
the octopus. Swimmers that are tagged must become part of the octopus on the next round. The last
swimmer to be caught is the next octopus.

Poop Deck

Clearly mark off three sections of the activity area with chalk or tape boundaries. Label one area the
Poop Deck, one the Quarter Deck and the other the Main Deck. Choose someone to be "It" Have the rest
of the children go onto the Poop Deck. When It calls out the name of one of the decks (even the name of
the deck that they are already standing in) the rest of the children must run to that deck. When It catches
children running into a deck that he didn't call or running out of a deck that he did call, they are out. The
game is over when all but one child is eliminated.

Pop Stop

All players tie a blown up balloon to their ankle with string. The balloon should be 3-4 inches away from

their ankle z long enough for the balloon to touch the ground and not hang in the air. All children should
OEO 11 OEA mEIT10 O1 OEI AOGAOUITA EAO OEAEO AAITTITI
stomp on and pop the other balloons, while trying to prevent their own balloons from being popped.

Once a balloon pops, that child is out. The last one with the balloon wins.

Room Weaving

' EOA AAAE AEEI A A Oi Ail AAIT 1T &£ UAOI 8 -AEA A 1A
OOAAT A T AEAAO ET OEA OIi11i 8 4 EAU therobrA &dating EspiderA T A
web effect.
Sell-Out

This is a dodge ball type game without teams. Use a medium sized foam, low density, low bounce (SAFE)
ball. The game starts with all players standing. One player tosses the ball in the air. The player who
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catches it goes first. Whoever has the ball may take three steps before throwing the ball in an attempt to

hit an opponent below the waist. After three steps are taken, the thrower may pivot on one foot, but may

not take any more steps. The thrower has five seconds to throw the ball. If someone is hit below the

waist he must sit down. If someone is hit above the waist, the thrower sits down. If the ball is caught, the
thrower must sit down. Sitting people may stand back up whenever the playerwhoOCT O OEAI 1T O
down. Sitting people may pass the ball to standing people, but may not move from where they are seated.

Simon Says (With Visual Miscue)

Played like Simon Says, but the game leader gives a visual miscue. Example: The game leader says, O3 E [ T 1
3AUO PTETO O Uil 60 AAO6 xEEIT A PTETOEI C O EEOTEA
spoken word rather than being overly influenced by visual stimuli.

Skitzbombmania

Each players has a page (or part of a page) of a Paint with Water activity sheet taped to their back. Each

bl AUAO EAO A ONOEOO AT OOI As /1T O0'/hd AAAE AEEI A
protecting their own page. Once the page is fully covered, the player is out. Variation: this game can also

be played with Alka Seltzer tablets worn on a string around their necks. When the effervescent tablet

dissolves and falls off the string the player is out.

Stress Balls
Each participant gets one balloon, a piece of paper for a funnel, and a cup of baking soda. Fill balloon with
baking soda. Tie balloon making sure all air is out. Squeeze!
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Games for the Storming Stage

99 Red Balloons
AAE DAOOIT ET OEA OAAI AiTxO0 Ob AT A OEAO 1 ££& A
together to keep all of the balloons up in the air. You can add in a balloon or more as an added challenge.

Blind Square

In a safe environment (large open carpeted room with no obstacles, or perhaps a flat grassy outdoor
space) blindfold the entire group, and allow them to search as a group and find a nearby piece of rope
(about 100 feet long). After finding the rope, instruct the group that their goal, while still blindfolded, is
to create a perfect square with the rope. You might continue and remind the group that a square
geometrically consists of a closed shape with four equal length sides, and four 90-degree corners.
Participants are allowed to slide along the length of the rope, but cannot let go, change sides, or move
around another participant.

This simple to explain but extremely difficult and time consuming to complete activity works best witha
groupofaboutal0-puv DA OOEAEDAI OOS8 91 O AAT AEIT T OA O ET O¢
assist them in the completion of their task, and then to share their observations when the group has

finished. The storming stage of this activity will be very obvious.

Communication breakdowns, leadership abilities, directions, power issues and resource constraints all
contribute to team member frustration and often make what appears to be a simple task infinitely more
difficult. If establishing realistic scheduling goals is appropriate for this project team, then ask them to
AOOEI AGA A OOEI A OGEI 1T Al Bl AOEishingquaitly standardsfoAvmEi ¢ O
performance standards is realistic, then ask them to establish (while blindfolded), the performance

criteria on how they will measure the outcome of this rope square project.. If team members are likely to
encounter limitations in technology, wrong or misleading information, or confusion during their project

work, consider tying one end of the rope permanently to a tree, fence, car or other non-moving object. Or

tie a knot or two in the rope (but not at a distance that is likely to correspond with a corner). After the

Coi 6 EAO OAAAEAA OEA AT A j11O0EAAR ) AEAT 30 OAU
Was the time estimate reasonable given the task? What was most of the time spent doing? What was

OEA OAOAAEOEOI OCES8 DIEIT O ET OEEO AAOEOEOUe 7A0
$EA OTT A T A AAROO 1T &£ OEA cOi O EAOA 11 OA ObPI xAODG
shape blindfolded, do you think you could be more efficient? Quicker? Accurate? This stage of group

formation is called the Storming stage. What types of team behaviors did you notice during this activity

that tells you the group was storming? What skills do you have now that you can use at camp when tasks
become frustrating or difficult?

Body Talk

Show how you can use your body to say:
p 8 0)8i O1 OOUh ) AEAT 80
¢ 8 O0) AEAT 80 Ai EOA®G
o8 O7TEAO AEA Ui O OAUeod
T8 O(l 1T OAUAS
v 8 O3EAT A 11 Ul OAd
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W38 O'1TTA EIT AADS
Detective

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

In or Out

The game leader (teacher) thinks of a specific category related to a topic the students are studying. For

example, if the students are learning about animalOh OEA AAOQOACI OU T ECEO AA OA
OOAPOEI AGo 1T O OATEI Al O OEAO 1 EOA ET xAOAOS86 ) A
OOOAOAO xAOO 1T £ OEA -EOOEOOEDDE 2EOAOO heltedchedtBed A O A
puts the following format on the board:

IN ouT
Object of the game is for the children to guess the category the teacher has in mind.

The teacher calls on a student to name an animal (if that is the topic being used) and writes the name in

OEA O)16 Ai106i1T EZ£ EO EZEOO EiT OEA POI PAO AAOBGACI O
TAi A ET OEA O/ 0066 Ail1 Oils8 I FOAO AO T AAOGO TTA xIi
guess what the category is. If the guess is not correct, the students name another animal and the teacher

writes the name in the proper column. After each animal listed, the students have one more guess what

the category is. If the class can determine the category before ten words are listed, they are the
OxETT1AOO86 y £ OAT T AIi AO AOA 1 EOOAA AAZEI OA OEA O
Look Up, Look Down

4EA OAAI OOAT A0 ET A AEOAI As %OAOUT T A 1 hoth&rO AT x
person in the team. If that person is staring back at them, both people stick out their tongues or make

another silly face at each other.

The Missing Link
\ This consensus building and group problem solving activity is designed to
assist groups in building life skills. The goal is for the group to decide if the
two Raccoon Circles are linked or connected (like links of a chain), or
unlinked, without touching them.

Mr & Mrs Wright

Give every player something they may keep z a prize or trinket. Players sit in a circle while you read the
following story. Every time they hear the words right, Wright, or write, they pass the items to the right.
When they hear the word left, they pass the items to the left. Pause slightly after you say a word that
requires passing. At the end, everyone keeps what he or she has.

-08 AT A -00 72)' (4 1EOA 11 OEA , w&4 OEAA T &£ 2)' (
white trim (the work white may cause confusion and laughter). They have lived there a long time, ever

OET AA OEAU , &4 . Ax |/ Ol AAT Oh xEEAE OEAU , %&4 OIi
One day, Mr. WRIGHT asked Mrs. WRIGHT if they had any coffee LEFT.
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0.1 ho OAEA -008 72)' (48 O7A EAOA TINGthA letterkdtle , %& 4
, %8& 453 OEOOAOO xEI , &4 7EEOA o1l AET O O1T CcAO OIiA

So Mr. WRIGHT said he would do to the store RIGHT away, and he LEFT the house. He LEFT at four
IT8ATTAE O ci 2)' (4 OF OEA OOT Odetotemlac®an®dtirhedto thd A/EA
right. He walked down another block and turned to the LEFT. Then he came to a stoplight, and went

RIGHT into the store that was on the LEFT side of the street. Mr. WRIGHT asked the clerk where the

coffee was.

02) ' (40HAORDO i1 OEA , w&4nhd OAEA OEA Al AOES

Mr. WRIGHT looked at all the different kinds of coffee.

O(iiihe EA OAEA Ol EEI OAl &8 O) xITAAO xEEAE EO
looked to the RIGHT and he looked to the LEFT. He saw many, many kinds of coffee. One coffee was
AAT T AA O0"OAx 2)' (46 AT A EA AAAEAAA O AOU OEAOS
them both. He went to the cashier to pay for his Brew RIGHT coffee, but alas, he discovered that he could

not find enough money. He looked in his LEFT pocket and he looked in his RIGHT pocket. He found some
money, but he did not have enough to buy both cans of coffee. He took one can RIGHT back and put it

back on the shelf on the LEFT side, which was RIGHT where he got it. Then he paid for his one can that he

had LEFT, and he LEFT the store. He walked home, turning to the LEFT, then the RIGHT, then LEFT again.

O(AiiiTh -008 72)'(4ho EA OAEA xEAT EA ¢ci O EIlAsS

RIGHTAAAE A&OT 1T OEA OO1T OA AAAAOOA ) AEAT 30 EAOA ATI
AAGI 1 OOAT U 11T TTTAU , %&4856

0) 6 OEAO 2)' (4ed6 OAEA -008 72)' (48 O7AI1h UIiO A
tothe bankRIGHTawayandCAO 1 1T OA 111 Au OET AA Ui & EAOGA TIiTA |
O3EO 2)' (4 Aixih AT A ) xEell i AEA OO A AOD | A& " OA
Not Knots

I OATT AT Ao EO AT 1T OOOOAOAA j OAA A@Aieﬁ%ﬁs;étﬁ OEA
whether this doodle will create a KNOT or NOT A KNOT, when the ends of the oS
webbing are pulled.

Rhythm Hunter
Instruct the group to form a circle, allowing plenty of space for each person to move around. Selecta

Ol'1 61 6AAO O1 AA OEA OOEUOEI EOI OAO8G6 cle tlosetheiteled O D
AT A AT OAO OEAEO AAOO8 3A1 AAO A OOEUOEI 1 AAAAOS
COoi Op Ei I AAEACATI U Ail11ix08 (AOA OEA OOEUOEI EOI

4EA EOT OA O detdllytvatoh th&Egebuprhd fighird @it who the leader is. The leader attempts to
change the rhythm as many times as he or she can, without being detected by the rhythm hunter. The
hunter has three chances to correctly identify the leader. When the hunter correctly finds the leader, or
uses all three guesses, ask for another rhythm hunter and rhythm leader, and play again.

Shape Up!
Using a Raccoon Circle, with all member of the group holding on, form the following letters, numbers and
shapes as quickly as possible. A,B,C ... 1,2, 3 &
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Sing Down

Teams are created of anywhere from three to ten in a group. The leader will give the groups a word (i.e.
love, boy, dance, etc.), and give the teams one minute to think of as many songs as they can with that
word in it. Once the minute has passed, one tam begins by singing a part of a song with that word in it.
All team members must sing it. The other team then responds. NO SONGS MAY BE REPEATED. The
group who has the most songs, wins. The process then can be repeated with another word.

Speed Rabbit

Get in a circle choose an IT in the middle. That person goes to a person in the circle and says either
rabbit, model, or elephant. If rabbit is said, the person that it is said to puts up rabbit ears on his/her
head and the people on either side thumps one of their feet. If model is said, the person that it is said to
strikes a pose, while the people on either side takes imaginary photographs. If elephant is said, the
person it is said to raises his/her arm-trunk and trumpets, while the people on either side make big
elephant ears with their arms. If the person in the middle or the people on either side mess up z that
person is the next IT.

Stand Up
Have the team sit in a circle and join hands. Have the team attempt to stand-up all together.

Strike a Pose
Form acircle. Have everyone choose another person in the circle secretly. Everyone closes their eyes

AT A OOOEEAO A bi OAs /T O/ hdé AOGAOUITA 1T PAT O OEA
Watch as the whole team morphs into the same pose.

Texas Bigfoot

Have the team join hands in a circle. Ask them to take one giant step towards the middle of the circle.

Then another. How many steps can they take and remain in tact?

AEAEO ! Els®OMe! T &I EA

This activity requires a single straight line. With half of the group on one side of the line and standing

about 6 feet (2 meters) behind the line, and the other half of the team on the other side, the scene is set

Al O A TTIT AT O 0O 008 mDEGRADI ¢ 18 OOAEA 11 [ EOOAEAR Ol
but it is excellent for setting the stage to talk about conflict, negotiation and win/win, win/lose, and

lose/lose scenarios.

"ACET AU EAOEiTC 11TA ABART OABh OEEBAAAAEEBOO
ur 6 § PTETO 01 AEITEO 11 OEA 1T OEAO OEAAQh AO
Ol xAOAO OEA TETA j xEOE EOOO OEA OECEOORAADKA
IT T Ah OEAOA AET 60 11 m EAO 11 1T Ah OEAOA |
TT mEAO T1T 1T AAdRh AT A OAEAO A OOADP OI xAOAO
moves to the line, followed by the second side repeating their lines, and stepping face to face with the

other side.

4EA EAAE]I EOAOT O T1Tx OAUOh OUI O EAOA o OAATTAO OI
OEA 1 ETAS8 ‘] Ad

Typically, this phrasing results in a rather quick tug of war between

partners, and usually a physical solution (for one person at least) to the Q Q

challenge. This provides an excellent opportunity to open the door for O

discussion on conflict, challenges, attitude, negotiation, and how to resolve

Copyright: 2009 by Mike Ashcraft/ All Rights Reserved/ 6501 Lomas Blvd NE/ Albuquerque, NM 87110/ 505-296-2880/ .childrens-choice.org/ page 28

\




AEEEAOAT ARO AAOxAAT DPAT PI As &1 O AgAi bl Ah UT O AAI
scenario, where one member obtained what they wanted (getting their partner to their side), but the

I OEAO 1 AT AAO AEA 11 GosedcenarioQvhdeeh@dh meAber®strugdled, but i@ifhgr

ITA TAOAET AA OEAEO Cl Al eo ' TA Z£ET AT 1 Uh

07A0A OEAOA AT U OAAI O OEAO AAEEAOAA A xEIT TxEIT Ol
it about our corporate culture that so many members of our team end up in win/lose or lose/lose

OAAT AOEi Oh OAOEAO OEAT A xEITxET Oil OOEiITebd O (

i
OAOI OO OEA 1 ET A6 OEOOAOEI T h xEAO EO OEA EEOOO OE

This is a duck

The team should stand in a circle. The first person turns to their right extending to the person on their .
OEGEO ! .9 TAEAQQAAIA OAUOh O4EEO EO A AOAE§6 4 E
AOAE86 4EA OAMDNh D! DAGAIOE6OABAAEEOOO DAOOIT OADA
OApI EAOh O/ E A AOAEAo AT A OAEAO OEA 1 AEAAOSB 4 EA

extending the objectz OAUET Ch O4 EEO E Quntl it g AllArduhd the citcle. Runr@in T 1
person!

Whiz Bang

Get team into a circle. Get a ball or any object to pass around in a circle z call itan energy orb. The orbis
DAOOAA ET AT U AEOAAOEIT AU EATAET G EO OIithadEA 1 AQD
AEOAAOQEIT OI OEl EO EO O" Al CA6 AA AU OITAITA xEI
AEOAAOQETT 8 y O AAT A1 01 AA O6AOITiI6AA AAOI OO OEA
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Team-building Games for the Transforming Stage

All Aboard

Use a carpet square, cardboard square, or even a chalk square as a platform, floating on the shark
infested ocean. The object is for everyone to get onto the platform and off the water while they count to
15 or sing a song like Happy Birthday.

All Aboard (Diminishing)
. AAAARAAJS ¢ § 140A B8 &1 1T A OEA OAODP Oi EOO OEUA EO A/

Il AOEOEOUYd /1 OECT Al Orii1l 1t AT AOAAOG-oneistodchinpthed OEAED A
col 01T AssiT1 U OEA OAODS 4EAU | O@O0 O ODIED LE IGRo@®E AE @
21 x 91 60 "T AOG6 10 AT U OEITU OiTcqgh OEAT OOAD 1 E
fraction that will keep it challenging and fun.

3! & %49 q, T TTA TAU AA EAIT A8B88AO 1 AAGO TTA &£ 10O I

Back to Back

Every group member must find a partner of approximately equal height and weight, if possible. The
partners will lock arms with their backs to one another. With arms remaining locked at all times, the
partners will sit down on the ground, kick their legs out straight, and try to stand back up. Then groups
of four will try the same thing. Then groups of eight, sixteen, and eventually, the entire group together.
This is the perfect activity to begin a trust sequence.

Blind Tag

Need: 4- Cones, Blindfolds-T T A DAO DAOOEAEDAT Oh iITA ONOAAEU Oi
Set the boundary corners with the 4 cones. Be careful not to make a playing area too large or small for

your group. Divide group into pairs. One partner is blindfolded and the other is sighted. One team is

0) 480 4EA OECEOAA O)406 EI T AO OEA ONOGAAEU O1T U Ob
her/his blind-folded team mate. It is the blindfolded team mate who tags. The sighted partners of the

other players must giveverbal AEOAAOET T O O EAAD OEAEO Al ET A OAAI
O1 OAE EEO DPAOOT A0 AgAAPO O AOIEA AT 11EOEITT O8 /
continue the game.

31 &%49dOEQEGAASG 01 AUAOO |1 OO Gn BHlisAshwakindgbnr2AOO 5P6 DI

Blind Trust Drive

Participants are asked to choose a partner for this activity that is approximately the same height. This

activity should be conducted in a flat open space with no obstacles. One person stands in front, arms

extended like they are holding onto the steering wheel of a car (the driver). Their partner stands behind
OEAih xEOE OEAEO EATAO 11 OEA OET 01l AAOO 1 &# OEA b
now closes their eyes, while the sighteA OAAAEOAAODSG AOEOAO OAEAT U (
area. Remember, this is not a demolition derby or bumper cars, and a facilitator may act as the local law
enforcement officer if necessary! Halfway through the activity, partners switch roles, and continue. At

the completion of the activity, partners can provide feedback to their backseat drivers, and tell them what

they liked about working with their partner, or what they would change about the guidance offered

during the activity.
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Circle of Kindness

Form a double circle with all group members, with one partner facing the center of the circle, and their

partner behind them (also facing the center, with their hands on the shoulders of the inner circle person).
TheinnercircleisaskedtoA1 T OA OEAEO AUAOh AT A 111U OAPI U OOE/
asked to quietly talk into the ear of the inner circle participants, mentioning something important that

they learned from them or appreciated about them during the project, or a pleasant memory, or any

other positive comment. The outer group then moves one person to the right, and continues. When the

outer group has completed the circle, they are asked to become the center group, and the process begins

again for a second round.

Dead Ants

Dead Ants is a contagiously fun and cooperative tag game. One or two people volunteer to be anteaters,
the rest start out as ants. Anteaters attempt to stun all of the ants on the ant hill, while the ants struggle to
avoid the anteaters and rescue their friends. Start by creating a boundary for play (i.e., the ant hill).Use
landmarks such as trees or cones to create the ant-hill and have everyone step inside. Ask for one or two
volunteers to become the anteaters, the rest to become ants. The anteater® mission is to stun as many
ants as possible by taggingthem. 4 EA AT 080 1 6000 AOT EA OE AsaditherAmh OA O
friends who have been stunned. When an ant is tagged by the anteater, the individual sits on the ground
and calls for help. Stunned ants cannot move from the spot, but may wave their arms and legs to alert
other ants to their situation. To make a rescue, four ants must carefully lift and carry the stunned ant to a
location just outside of the play area. When all four ants have locked into positions for a rescue, they
cannot be targeted by the anteater. This allows a safer rescue without the need to rush and potentially
drop someone.

Once an ant has been rescued, he or she returns with the rescuers to the game. Play as many rounds as
you wish, and switch anteaters frequently. Variation: To avoid the lifting and carrying of another person,
you can change the rules, asking four rescuers to surround a stunned ant, lock their arms in a circle, and
escort the individual off the ant hill.

$1160 41 OAE - A
$1160 41 OAE - A OPAAEAEAAI T U OAOCAOO OEEAOEI C DPAO
Al xAUO xEAO UIT &6 cAbhde AT A OEA EAAA 1T &£ OOEEI EET C

your group and challenges them to use that grey matter just to the north of their shoulders.

Sample Story

Your company is working to establish new, more efficient ways of doing its work. You have been assembled
to design a process of satisfying 4 requirements of tHeijpthe quickest, most efficient way. By cutting

costly time and quality issues, you will all be rewarded. First, pick a work partner across the circle from you,
come to the center, and give that person a high five. You should only have one partnearddie

requirements.

1. First, you must switch positions with your partner.

2.3AATT AR UT O 1600 OAPAAO OAT 180 OI OAE 1 A6 AT UOEI
3. 4EEOAh AOAOQUITA 1060 OI OAE OEA OAT 66 O1T i ACEI A A
4. Finally, no one may touch anyone else. Feery touch, an unwanted second is added to your time.

These are your only requirements. When | am done speaking, | will be a limitedresource and only respond to
OOEI A0 OAAAURGOOEI AO 00T Pho AT A Ox1 Ol A tioneval st AAO
and stop when you indicate that you are ready and/or have completed the task.

Props”‘ o A o . ) A

E ' UI-OAEDOOAA Oi AO OEA OAI 086 ) i

E ! OOl bxAOAE 1 0O OEI APEAAA O EAADP OOAAE 1T £ OEA
Set Up
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To begin, have your group formalargA AEOAT A AT A bl AAA OEA OA1T 66 EI
Instructions and Key Points

E (AOGA coOi Op 1 Ai AAOO PEAE A PAOOI AO AAOI OO OEA A
only one partner. To ensure proper pairing of the participants, have partners step to the middle, high-

five, and return to their spots (NOTE: This is the only time during the game people are allowed to touch).

E )& Uil 06 EAOGA AT TAA 101 AAOh Ui 6 T Au xAT &6 O OOA
E %@Dl AET Gt thisGsi Amedeent@ridl thél they are trying to satisfy the following 4 rules in

the quickest time possible.

1. Everyone must switch positions with their partner.

¢8 %OAOUITA 10060 OAPAAO OEA x1T OAO OAT160 O OAE i
3Everyi TA 1 OO0 O1 OAE OEA OAi1 06 ET OEA AAT OAO Oi1 i1 AOE
4. No one may touch anyone else in the group. For each touch, a second is added to their overall time.

E , A0 OEA CcOiI Ob ETi x OEAO AZEOAO UIT O eshaddto thephirdsed E A A

OEi AO OAAAURGOOEI AO OO0I Phoe AT A Ox1 OI A UI O PI AAO

Ol Abso! T UOEI A OEA CcOi Op AOEO A NOAOGOEI T h OEIPIU
'EOA OEA cOi Ob OEAEO OEiIi A AT A OEAT AAA OEA Ag@O

EZ | lyouf team to creatively establish their interpretation of the rules. For example, groups tend to

make the circle smaller, stand next to their switching

DAOOT AOh PEAE OEA OAT 06 O6bh AT A AOAT AEAIT T AT CA x

be from left eye open to left eye closed? not necessarily

physical location as was initially thought. The group may also start the activity with everyone touching

the dot. The instructions you gave in the beginning limit their ability to see these solutions.

E | O OEA AEAKDBENDWBtsfiadithedecAvAtitheir time after each try. After numerous

attempts, if they are hovering around 5 to 7 seconds, ask them what they would say if you told them that

you had seen it done in about a second. Watch the fire ignite, and how they begin to challenge their own

set of assumptions to meet or beat that time.

Variation

) £# OEA CcOI Op EO 1 AOCAOh UT O T AU OOA 1 AOCAO OAT OO

could also try the dual approach, dividing your team up into two groups each with their own dot and

timer. They could independently work on the problem and decide to share or withhold information with

O
O
Z

AAAE 1T OEAO8 - AT U OEIi A0 Ui 06811 1171 OEAsktragg.iMisO OOUE
variation leads to interesting conversations about competition.

Debrief

$1160 41 OAE -A AAT 1 AAA O 1T AT U OUPAO T &£ AIT10OAOO

revolve around thinking outside the box and challenging assumptions.

1. Discover: Describe how you felt:

E 7EAT ) CAOA Ui &6 OEA ET OOOOAOQEITO

E 10O UI O x1 OEAA OEOI OCE OEA AEAI T A1 CAs8

E 'O Uil 0 Alipi AOCAA OEA AGAOAEOAS

Connect: How did your thinking change as you worked through the problem? How did the rules initially
limit you and your group? Are there other rules that you live by that may limit your ability to work more
effectively?

Create: If you were to create a new rule to work/live/learn by what would it be? How would your life be
different if you asked for more clarity and @ve clear about your outcomes?

2. Discover: What did you notice the group doing as you kept working to lower your time?

Connect: Are there work processes that could be altered if you were to rethink the way you see the
problem(s)?

Create: As a group, whatules are we going to live by to take on the challenges we face? How will we know
if we are living by them?
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Egg Drop

The challenge is for the team to create a contraption, using newspaper, straws, tape, etc., that will protect
an egg when it is dropped. Demonstrate the different creations and see which are successful.

Helium Stick

Equipment: One hula hoop for every 4 or 5 players, or lightweight dowels or fiberglass tent poles

(number of people per stick depends upon length of the stick)

Set-Up: Lay equipment on the ground. If you are using hoops, participants stand around the hoop. If you

are using a dowel, participants stand on each side of the stick. Participants need to keep their upper arms

down, bend at the elbows so that the forearms are at a 90 degree angle at the elbow. Their forefingers

should extend out and next to the forefingers of the participants on the opposite side of the stick.

I AOEOEOU(q "ACET AU bi AAET ¢ OEA AT xAIFTETI D I1 O
place their thumbs on top of the stick. At your signal, all thumbs need to be lifted and tucked under the
OOEAE AT A ET OEA EATAS )y O EO OEAT OEAO OEA coOi 0O
may lose contact with the stick/hoop. Should that happen, the group must start anew.

Hog Call

Ask the Group to Form a Line z by birth year (without talking as added challenge). Ask younger end of the
line to fold around and walk toward the other end of the line, so that youngest faces oldest z Each should
be facing someone. Shake hands & introduce to each other. Ask each pair to come up with a matching set
of words (peanut-butter, whiskey-sour, pot-pan) & each individual to choose one of the words as their
own. Ask each pair to announce their choices z Make sure no duplications. Each line moves to opposite
sides of the room & mixes up to receive blindfolds (or voluntary eye closing). The object is to find their
partner by shouting (or whispering) out their word and listening for their partner. Demonstrate how
loudly they will shout. Blindfolds ON z Bumpers (hands) Up for safety z Go.

Hula Pass

Have the team form a circle and link hands. One person has a hula hoop on their shoulder. The challenge A
is for the team to pass the hoop(s) aroundtheciOAT A AAAE O OEA DPrAiSyaeicad O 1 C
also be done with a raccoon circle.

Human Knot

Get the team into a circle and put their right hand into the circle. Then they grab the right hand of

someone else. If there is a hand left over, someone grabs it with their right hand. Then everyone puts
OEAEO 1 AEZO0 EATA ET O OEA AEOAIT A AT A COAAO AlT1 OEA
holding right hands with). The challenge is to untie the knot without releasing hands.

6 A OE As@apKriotsdO £O0T I ' O Av@w.ghysiGandofptur.com In Great Britain they have a

game called Dr. Tangle that the kids love to play on the playground. The game of Knots has been around a

long time and is a favorite among ROPES facilitators. This game is a combination of both of these fun

games and | think you will see the value to it. Make groups of 8, 10, or 12 members each. Give a bandanna

or three-foot piece of rope to ¥z the group. The players with the rope put them on the floor so they cross

each other in an asterisk like shape. Once this is done, invite the other players in the group to take hold of

the other ends of the ropes. This is where the Dr. Tangle comes in. Allow each group two to three minutes

to tangle the ropes as much as possible without letting go of the ends. At the end of the time, ask the

teams to carefully place the tangled ropes on the floor so the ends of the ropes can be seen. Once this is

done, ask the groupstomoveto AT T OEAO OAAI 8O0 OAT CI A8 %A Affhe®pesA UA O
and the group will try to untangle the ropes until they are standing in pairs. The first group to untangle is
awarded 10 points, second will get 7 points and third will get 4 points. After each group has become free,

Copyright: 2009 by Mike Ashcraft/ All Rights Reserved/ 6501 Lomas Blvd NE/ Albuquerque, NM 87110/ 505-296-2880/ www.childrens-choice.org/ page 33


http://www.physiciansofphun.com/

ask them to repeat the process and play again. Play to 25 pointsorplay £f O A OAO Ai 1 61 O 1
like this one.

Inside Out

This is a great initial problem solving activity. Begin with a Raccoon

Circle (15 foot long webbing/rope, tied into a circle) on the floor. Have

the entire group step inside the circle. The task now is for the entire

group to go from the inside of the circle to the outside, by going

underneath the Raccoon Circle, without anyone in the group using their arms, shoulders, or hands.

What is important in this activity is to stress the group problem solving process. In order for other
members of the group to assist in the completion of the task, they need to know the plan, and what their
part is in the solution.

47 OEEO AT Ah AT AT DOBAEAEOEAT OBbOAT AT OPAT AOxT OE OE
to ANY action, the group will need to plan their approach to solving this problem, and making sure that
everyone in the group knows their part of the plan.

After completing the task, debriefing questions include asking the group if they had a plan, and did they

change the plan during the completion of the activity, and if so, why? As a second part to this activity, you

can also ask the group to go Outside In, again without using their hands, arms or shoulders.... and see if

OEAU OPI AT OEAEO x1 OEo AAZEI OA OxI OEETI ¢ OEAEO bl A

Finally, Inside Out can be used to explore ethical behavior in the workplace. At a time when corporate
responsibility and financial accounting irregularities both make the business headlines, ethical behavior

EO AAOOAET T U EIi b1 OOAT 08 /' TAA OEA CcOI 6P EAO OAO
will likely nod their heads yes. Then ask if anyone used his or her arms, shoulders or hands to complete

the task. For example, to crawl on their hands and knees. Or to assist another member of their group, by

ET1 AET ¢ OEAI Obs 3OAAATT U OTi A AEITEO xEIl OAAI
the Raccoon Circle with our arms,shoO1 AAOO 1T O EAT AO86 4EEO EO Al Ag
bOAI EAOC8 DPAOAAPOEIT 1 &£ OEEO CcOi 66O AAEI EOU O1 &
ordinances.

Islands

Use rubber dots, carpet squares, chalk drawings, or even rags as islands in a shark infested ocean.

- AT AROO AAT OxEih AT AOh EAO OEE 10 O11 OEAI ET OE
everyone to be touching an island with no part of their body in the water. Safe to swim again, but now

Global Warming! The ice caps are melting and the ocean is rising - Each round take away an island.
2APDAAO O3 (! 2+Ad 4EA T AEAAO EO &I O AOGAOUITA O ¢
to 15 or sing a song like Happy Birthday.

Jump the Rope

Get the team on one side of rope. You and another adult slowly swing the rope a little. The challenge is
for the whole team to get to the other side of the rope, one at a time, without touching the rope.

Kansas Weather

In Kansas the weather can change very quickly (Toto and Dorothy can attest to this fact)! For this activity,
have the children get in a circle in which each child faces the back of the person in front of him/her. Have
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the children demonstrate on the back of the child in front of him/her the effects of the following weather
conditions. Stress that the goal of the activity is to see how enjoyable and pleasant the children can make
the activity feel for one another.

The group leader initiates the activity as follows:

0) O EO dunnhdaywitiDaeamdwind blowing. Show on the back of the person in front of you
how the gentle wind feels as it blows through the trees.

Suddenly, raindrops begin to fall from the sky. Show how the raindrops feel as they land on the streets
and rooftops.

Now the rain drops turn into hail. Show how the hailstones feel as they land on the sidewalks and
umbrellas.

Next, lightning bolts flash across the sky. Show how the lightning bolts look on the back of the person
in front of you.

Now you can hear thunderclaps. Make the sound of thunder clapping on the back of your partner.

The weather suddenly gets very cold, and snowflakes begin falling from the sky. Show how the
snowflakes feel as they land on the back of the personin frontofUT O 8 6

Lap Sit

Can be done with any size team. Team forms circle. Team steps in to form a tighter and tighter circle until
they finally have to all turn to the right to keep tightening the circle. When every person is facing the
back of the person in front of them and the circle is really tight, the challenge is for the whole team to sit

downzOEA xET 1T A OAAI OEOOET ¢ 11 OEA PAOOITBO 1 AP AA

Le Cav

Need: 2-Blindfolds and 1-Lego set (about 18 pieces) for 2-4 players. Set-up: Construct a model sculpture
using one of the Lego sets. Lay the bags containing the other Lego Sets so that each seated group has one
bag. Activity: In each group, half of the players must be blindfolded The other players are sighted. The
sighted players may look at the model sculpture that you created as often as they like. Once a group has
emptied the Legos from the bag, the sighted players may not touch any of the pieces. Their job is to
verbally guide the non sighted players to construct an exact copy of the model.

After 2 minutes, blindfolded and sighted players switch roles.

Machines

Divide the team into groups of 4-6 people. The challenge is for each team to come up with two machines
that they can recreate with their bodies (i.e. ceiling fan, hot air balloon, watch, etc.). Each person is
required to be accountable for one noise and one motion of the machine. The group members should
then put their motions and sounds together to create the machine. Give each group about 5 minutes to
work together and prepare, and then have the groups present to everyone. Ask the other groups to guess
what machine the group is.

Magic Carpet

. ARAAAQ /ITA wd 8 @6 4A0ODS , AU OEA OAODP 100 11
challenge is for them to flip the tarp over so that the side facing the ground becomes the side on which

they stand. No one may step off of the tarp.

-EEA8O -AUA T &£ 711 AARO(q

Z A N AN~ A s oA o~ o P

001 PO Tty OEAAOO T &£ A1 OOOOADEDESDPAAAOR ADI CUET &
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301 OUg 4EA AORAOWAEG A 78T1IxA0AEDT AT A AT i bl EAAOAA AOC
EAO EO OEAO 1 UOOAOEI 6O OEEIT CcO EADPPAT O1 OEI OA xE
AT AEAT O 1 AT COACA xOEOOAT 11 4EA fvorktddecipheE ardd bvenA A O 6
iTTx OAET 1 AOO EAOGA 1171 U OOAT OIi AGAA A Oi Ail bi OOEI

secret path through the Maze. As is written, it is the only safe path to the other side. The path is full of
dangeranddeAA AT A0G8 YO EO O6b O1 Ui 6 O AEOAI OAO O4EA
Au OOAPPEIT C O ATU OOITA ET OEA EEOOO Oix8 )& EO
EO TTOh UT O i 000 OOAD OAAMEA TAEA TOEA G-AUADAOBITIT TN
/TAd Ui O I AU OOADP OI AT U OOITA AOI OT A Ui 6h AGO U
O4EA /TA6 EO EO Al xAUO Oi8 7EAT AGAO OEA 1 AUA EAO
return along the same path from which you entered. If you do not, you will lose 60 seconds of precious

time. Again, a new person must pick up where you left off. Final notes to keep you from danger: only one

person may be on the maze at a time untilyoucomb1 AOAT U AEOAT OAO O4EA /1 Adc
O4EA /1 TAd OOOA PAOER OEAU 1 Au O1T AEA OEOI 6CE O O
bi AAET ¢ AT UOEET ¢ 11 OEA OOiITAO8 4EA 1 AUA PAT Al EU
/ 1 Antany way, therefore it is not wise for you to point. Your team must remain on the far edge until the

path is found at which time everyone may move through the maze to the other side. You have a limited

AT 01O T &£ OEI A O AE O Aimank waystug t& ybu. Try tdkdep fromllosingieOh  E
OEOT OCE AAOAI AGOT A6obh AT A AA POAPAOAA AO OG4EA /1
Directions: Team members work to move across a grid using the one and only safe path. You have the

map. Through trialand error,tE A DAOOEAEDAT OO0 1 60O xi OE OI CAOEAO
Z '1T Al E Al OEOA OAAI OiI OAZAI U OAAAE OEA 1T OEAO O
true path. Participants step one at a time onto the squares, starting with the first row of six, until the safe
ONOAOA j AOG AAOAOI ET AA AU OEA 1T AOOAO OOAZEA DPAOGESDG
allow the team member who found it to move on. No skipping rows or columns. The path can go in any
direction. NOISES for misstep-1 AAOA OEA COEA Al 11 C OEA OAI A PAOEc¢
one person on the grid at a time until the team finds 1 true path.

Debrief
1. Discover: What happened to your group during the exercise? Explain. N
Connect: HOwWAEA PI ATTEI C AEEAAO OEA CcOI OPGO 1 AOGAT 1T &£ O

Create: What did you learn about effective planning? How will you apply this the next time you have to
plan something with a group?

2. Discover: What was it like for you? What was the difference betweenbeET ¢ OT 1 OEA [ AUAS
I AUAeoO

#1 11 AAOd )T UI 60 1 EEAAR xEAOA Al Ui O OAA Ui DOOAI £
most?

Create: In what area of your life would you like to be on the maze more? In what areas would you like to
be off?

3. Discover: How did the risk of stepping to a wrong stone influence the group? Positively or negatively?
Connect: How does risk influence your life? Where does it happen the most for you?

Create: Describe one way the feelings from this game mimicked a real-life situation. How can what you

z 2 oAz s

i1 OEAAA | AEA A DPi OEOEOA AEAEAOAT AA ETI OEA OOAAI

Part to Part
4AAl ET O PAEOOS

#A11 100 OEA i
part. After you call out, the pairs musttl O Al I A

| A
E OEA AAI A
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i A DET AA
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DAl pI Ahd AT A AOGAOUITA 10600 OxEOAE DPAOOI AOOS 4 EE
person out is the new caller.

People, Traps & Tigers

, EEA OO0OADPAOR 21 AdhbsthBeAEEIODA @OAIGA DAL O ICAET 1T Od ODPAT Db
People beat traps, traps beat tigers, and tigers beat people. £ %AAE | £ OEA OEOAA EAO
thatinvolvesaD AOOT 1 6 O AOI Oh THeGeAHoldbaexadgerited @F bAsArbsiis!

Demonstrate the motions for each element. Then, ask them to show you each element, encouraging them

to get into the spirit of the game with bigger arm motions, growls, and jaw-like chomping enthusiasm.

Group members begin by standing face-to-face with a partner and playing one-on-one. Each pair plays

the best two out of three, wildly performing the motions. The person who wins takes the other on to his

or her side, forming a team of two. This newly formed duo seeks out another pair. When pairs meet they

play just as before, except this time the members of each team must agree on which motion to perform or

they forfeit the win. No team may show more than one motion in a turn. When a team of two wins, once

again they take the others on to their side forming a team of four, and compete against another team of

four next round. Later in the game, if it becomes impossible for groups of the same size to face-off try and

match them up as best as possible. Continue play until only two large teams remain. The championship

match is the best two out of three between the two final teams. Ensure that everyone on the same team

does the same motion each round; otherwise that team forfeits that round. In the end, you are the referee,

so be sure to enforce the most important rule: Have fun! Variation:5 OA O 0MAJAB A KO 4ECAOO
a fun environment.

It is perfect at the beginning of the day, or as a break between long periods of sitting or intense effort. The

no props, no set-up properties of this game make itidealasAT -é-ODT 06 AAOEOEOU8 /| A
change the motions, sounds and context to fit your situation.

People, Traps, & Tigers Il

Divide your group into two teams. You can use a breakout strategy or even play the original version of
COATHOABOO 4ECAOOS6 OIMarkEh ceriter liddEndth répe dr cofedahd ple a team on
each side. Use rope or cones to designate boundary lines roughly 15-20 feet behind each of the two
groups. Ask each team to huddle up and decide which of the three characters they are going to be:
People, Traps, or Tigers. People beat traps, traps catch tigers, and tigers eat people. Call the teams back to
the center line and ask everyone to stand close to the line. On the count of three both teams
enthusiastically show their character. The winning team chases the other team to the boundary line
behindthem. & T O A @GAT 1 Ah B Al EBdAréam B chads&d COOAMTEED A Would chase the
members of Team B back behind their boundary line. Members of Team A try to tag as many people from
Team B as possible before Team B players make it behind their safety line. Those tagged join Team A,
while those who make it past the boundary line untagged remain on Team B. Teams will go back and
forth, gaining and losing players. After each round, teams briefly huddle and decide on a new character
and strategy. Allow the group to play until only one team is left or time is up.

Progressive Sentences

This exercise asks the participants, working in teams, to race against one another to formulate a sentence

to which each team member has added a word. The facilitator begins by explaining that the participants

will be competing to see which team is the first to complete a group sentence. Next, the participants are

asked to divide into two teams. If the group contains an uneven number, one participant may compete

twice. The group leader sets up blackboards or newsprint for each team. The teams then are to line up

10 feet from their board. After giving the firstperOT 1 ET AAAE OAAI 60 T ETA A b
leader explains the rules of the game. The rules are as follows: Each team member is responsible for

adding one word to the sentence. The players take turns; after they go to the board and write one word,
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they run back to give the next player the marker, and then go to the end of the line. (The sentence must
contain the same number of words as there are members on the team.) A player may not add a word
between words that have already been written. The group leader may wish to process the activity with a
discussion on the most serious aspects of the exercise (i.e. the value of anticipatory thinking, the
individual cooperating in a group task, etc.).

Progressive Stories

For this exercise, a group of people must know one another and feel comfortable discussing personal

issues. Everyone must be able to hear the other members in the group, but people do not have to see one
another. The facilitator begins the story by setting the initial scene and mood. (The mood will alter as a

result of the addition of more content to the story.) The story can start with the following examples (or

I OEAOOGQd O/1 TuU xAu O1 Al A6GOG OEA 1T OEAO AAU8B886 1
amazingweA EAT AA ) 8880 yT 117 OPAAEAT 1T OAAOh 1 Ai ARAOO
another element to the plot. The main point is to make sure everyone adds something. The progression

of the story indicates where the group members are emotionally and is representative of what is high on

their lists of priorities, concerns, and thoughts. This exercise spurs on creativity and can reveal a lot

AAT OO0 A OOAEAS5O0 AT 11 AAOEOGA OOAOA 1T £ I ET A8 yeacckEA £
person.

Petri Dishes

50A OOAAAO AATAO 1T O UAOT Olizi ART PADOT ROAOURIEAG &l IE
right foot. The challenge is for the whole amoeba to travel from one Petri dish (hula hoop) to another

touching only the insides of the Petri dishes.

Prui?

The purpose of this game is to integrate group members and build trust and communication. Have each

player take a blindfold and spread out on the floor. Ask those who feel comfortable to put their blindfolds

on. Explailt  OEAO UT O xEIl OADP O1TTATTA 11 OEA OET Ol AAON
his/her blindfold. (None of the other players will know who the Prui is. Everyone will mingle around

slowly (with bumpers up). Each time a player bumps into someone, they should shake his/her hand and
AOEh O0O0OEeo ) £ OEA PAOOI T OAUO O000OER6e OEAU AO
ARE the Prui. Once a player finds the Prui, he/she should join hands with him/her and take off his/her
blindfold. That person is now part of the Prui, so if someone bumps into him/her, they should NOT

respond, so that person knows to join the Prui as well. Everyone will continue mingling around until they

find the Prui chain. When everyone is part of the chain, the game is over. NOTE: This is a high trust

activity, and should be done at the transforming stage.

Rapid Digits

Small teams of three or four people struggle to collectively show eleven fingers. Each attempt begins with
both players hands behind their backs. Then, with a silent countdown, the players reveal their hands with
any number of fingers raised. The group then counts the total number of fingers to determine if they add
to eleven. Groups continue until they reach the magic number eleven. Divide your team into groups of
three or four participants. From this point they must remain absolutely quiet. Complete silence is
necessary to allow space for concentration as well as to make the task more challenging. The task is for
each group to reveal a total of eleven fingers, regardless of the combination. Participants place their
hands behind their backs, and when ready, reveal any number of raised fingers. The group adds all raised
fingers. If the number of combined fingers is not eleven, the group tries again to work out the problem
without talking.
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When participants are successful, form new subgroups. As participants join a new group each, they bring
with them a set of rules from the previous team that helped them achieve eleven raised fingers. Without
being able to talk, how did they communicate intentions? How creative were they in coming up with a
solution? What patterns emerged? All of these questions serve as springboards for deeper reflection. Of
course, you can always choose to play just for fun! Variation: Change the number of people in each group.
The larger the group, the more difficult the task becomes. You could also change the number from eleven
to any number. You can require that participants may show only one hand. You can make things more
difficult by telling group members that they may not show the same number of fingers twice in a row.

Round & Round

Split your group into small teams of four. %WAAE OAAiI AEI T OAC A48BA0QA0DAA
hands with the other two teami Ai AAOOh A&l OI-&EHEQERNEAADBEDNBOAOS OOAI
circee. 4EA T AEAAO EO OEIiI PI U A O O AOH : O OMICH |
EAADET ¢ Ofiok bein@thgie@ABDAUGT I OO1 inghrénticAly@h BAEDT OEA OC]|
4 EA O Qnhynar Andkéa tag through or across the center of thecircle. 7 EAT  OEA OCAOOA O
OCi 60A0Oho6 OEA mldsand saktEdpiA VababionGIXE GAMAE A OEET CO AAOEAC
hAOA OE Af-MEEAguieidhands on each I O E Ahoudérs, rather than holding hands. This will

make the circlesmallerandOx EOAEET ¢ AAOOAO08 ! 11 OEA OswittAtodnh OE T 1
COl 0P OEAU xEOCHZEOEERAODHT OABOANAAT Ax OCAOOAOhRe OEA
their group. This adds a new dynamic and changes the face of the challenge.

Safety in Numbers o
Start by clearly designating an area of play; refer to it as OOEA IAdkfoAsbniliody to volunteer to be
OEONo OEKGIEI ABOBADAIAA O Ehe redhéniing @ddipmeinbers WiEEE O CAT A8

A s~ a2~ =

OOAEIT 1 1 EfisiGhattedjok &ickimgtogether. As in nature, the shark will be trying to catch (tag) a
jack for a meal. The only way for the jacks to be safe from the shark is to school together in groupsof
three, giving the illusion they are bigger than they reallyare ¢ 3 AET T I ET ¢ EO A COIl Ob

holdhandsorBl AAA OEAEO AOI O AOT O A /Aol éircld. AfterAhted @fo®ET Ol
seconds of schooling, the jacksmustA OAAE ADPAOO A ThAsh@dkzanBrlydag afishAhdt 8
attached to a school. The shark is not allowed to wait around for a school to break apart; the shark must
keep moving at all times, always on the hunt. When the shark corners and tags a defenseless jack, the
players switch roles and the game continues. The new shark must make his or her presence known to the
rest of the group upon being tagged. If you are working with a large group, you may designate two or
more peopletobesharks. 91 & [ AU E A ®de béightiedloeé aridannas above their heads as
they cruise through the jack looking for un-schooled fish. In this way, the sharks are more easily spotted
prowling the waters, and when new players become sharks the jacks are alerted to the change. Variation:
You may turn this game into a hands-on lesson about ocean life. Teach about schooling fish, predators,
and prey by bringing in more information about this subject. You can also use the game as a metaphor for
how we protect ourselves in many situations. Many of us are still protecting ourselves in this way all the
time. You can change the setting from ocean to forest to create a new conversation. Be creative and
modify this activity to fit your situation.

Skin the Snake

Have the team line up one behind another. With their right hand, reach between the person in front of
their legs. With their left hand reach between their own legs and grab the hand of the person behind
them. Have the person in back lay down with their feed together, the next person should carefully walk
backwards and lay down behind the first person that laid down. The whole team should follow and
attempt to lay down without breaking hands. They can stand back up in reverse order.

Copyright: 2009 by Mike Ashcraft/ All Rights Reserved/ 6501 Lomas Blvd NE/ Albuquerque, NM 87110/ 505-296-2880/ www.childrens-choice.org/ page 39



Special Friend

(AGA AOGAOUTTA ET OEA OAAI DPEAE AT 1T OEAOCS8O TAIA 160
day, the challenge is for each person to share something good about that person or something they

noticed their friend do that was beneficial to the team.

Stand Up

Have the team sit in a circle and join hands. The challenge is to stand-up all together. Variation: use a
rope tied in a loop and use it to stand up and then sit back down.

Team Juggle

In a circle, have the team pass a ball (or any appropriate object) in a pattern that starts and ends with you
and goes to every person once. After the team gets the pattern down, add a few objects until the team is
successfully juggling as many objects as possible. See if they can do it better (whatever that means to the
team). Or rearrange the team, but not the pattern. Variation: when tossing shoes we call it SHOE FLY!
Try it with rubber chickens, a roll of toilet paper, get creative!

The Ten Count
Your group must count to ten, collectively, without any two people saying a number at the same time and
with no verbal planning. This will get your group to cooperate and focus. Ask your group to form a circle.
Explain that no talking or planning is allowed. The task is for the group to count to ten collectively
Wlthout any two people saying a number at the same time. For example, one person starts by shouting

TAhA ATTOEAO DPAOOIT T Wkeh y@odmode@eoppledspedk birdultaddously, the
entlre group must start back at zero. For example, iftwoD AT b1 A AAT 1 1T 6O OAEDBAL G
number must be called out clearly by one person, and no one else may talk when a number is called. The
group must work out an informal solution to accomplish thistask. 91T 061 1 Z£ET A OEAO OAI
method of communication. Group members will work out solutions in many creative ways. Variation: If
your group makes it to ten, try a larger number. You may also insert the rule that no one may say two
numbers in succession. In other words, an individual cannotsay, OT T Ah Ox1T 8 hd AOO OAOE
state only one number.

Toilet Tag

Start off by designating the boundaries of the playarea, AT O1T ET 1T x1T AO OEA OxAOE «
Ask for 1 to 3 volunteers, depending on the sizeofthe COT OBbh O AA Ob1 61 AAOOh 6
Explain to participants that if the plumber tags them, they must kneel down, on one knee, and point one

index finger away from them. They have now become a toilet and their finger is the flush level! To be

relieved from their job as a latrine another playeri OO0 CAT 01 U OEO 11T TTA 1T &£ O
handle. Make sure that your participants are making swooshing and gurgling sounds when the toilet is

flushed. To keep this game polite, plumbers are not allowed to bother anyone already seated in the

flushing position. To keep the game sanitary, the toilet and the flusher must wash hands by rubbing them

together when done. As soon as the flush is completed and hands are
washed, the flusher and the toilet are fair game for the plumber.

Tossing the Pizza

4EEO AAOEOEOU AAEET EOAIT U caegofyOBegin OT . OF DEAQAAO
with a group of 5-8 participants holding onto a knotted Raccoon Circle,

hands upward, elbows straight, with no slack in the circle. The challenge is

for the group to toss this Raccoon Circle pizza into the air, at least to the

height of their heads, and then for everyone in the group to catch the circle as

it drops back down, without anyone moving their feet.
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Touch My Can

The challenge is for every person in the team to touch an empty soda can without touching anyone else.
Two people can be allowed to touch it with their noses. Variation: All people must be touching the can
with different parts of their body.

Trust Walk

The team divides up into pairs. One is blindfolded. The challenge is to safely take the blindfolded person
on atrip. The trip can be a random trip, an obstacle course, a trip to fetch an object, or a trip through a
mine field (bean bags) on the floor.

Two Lip Traverse

. AAA T1TA 66 OOAAAO AATA &£ O AAAE PAOOEAEDAT 08  #
bl AAA EO EOOO AAIT x Ui OO T1 OA j kdfyow Eedd. Riacelyddrthan@O O A
AAEET A Ul 60 AAAE8 50A All 1T &£ UI OO AAAEAI OAODIOO

the area just below your lips.

Virtual Catch

Pass out a lunch bag to each player. Ask players to roll the top of the bag down once or twice to create a
good place to grip. While you explain how to hold the bag, model the grip: four fingers inside the bag,
with the thumb resting on the outside. Present the imaginary ball with much fanfare. It is up to their
imagination to make the ball exist. Toss this imaginary ball high in the air and position yourself to catch
it forcefully in your bag. At the moment that your imaginary ball would land inside, snap your fingers
inside the bag and make a catching motion. This provides the sound and illusion that a ball truly has
landedinthebag. 91T 081 1 A Aowdndod DsOUd AkA a real ball landing inside the bag. Have
group members practice the snap a few times and offer help if needed. Now begin throwing the ball
around the circle. Allow your group members to be creative about the height and speed at which they
throw the ball. The catcher should exaggerate their actions and adjust their improvisations based on how
a person threw the ball. You can break the group into pairs and let them play catch back and forth and
practice their improvisation skills. As the group begins to get more comfortable with the idea, group
members will start getting trickier with their throws and catches. This is a fantastic improvisational
game that proves that an imagination goes a long way. Variation: While the group is throwing their
imaginary ball (especially when the ball is supposedly floating above the group), announce that the ball is
a large beach ball, a balloon, or a bowling ball. See what participants will drop their lunch bags to catch a
bowling ball. Keep changing the ball and enjoy the fun. Some groups get pretty silly, and will change from
balls to throwing imaginary cats (but no animals are actually hurt in this game!), flaming basketballs, raw
eggs, and bowls of hot spaghetti. To enjoy the improvisation requires that you have fun thinking up new
things to toss.

Willow in the Wind

BETOIA Ail111Tx AEOAO A O0O0x1T 10 OEOAA bAOWSpetfornzd OO0
in one large group or in smaller groups with a minimum of seven people. Have the group stand in circle

with their shoulders touching. One person stands in the middle, with his/her eyes closed, body stiff, and

feet planted. The rest of the group should be in a tight circle, in a sturdy stance. The outside circle group
members have both of their hands up and ready at chest level. The commands are performed, and the

faller may fall any way he/she likes. The rest of the group will gentlychanCA OEA EAIT 1 A0O8 O £
AAOGET ¢ OEAEO O&AIT 16 AT A OAT AET ¢ OEAI ET AT1TOEAO
minutes. NOTE: Address the fact that the more hands on someone, the safer they will feel. The leader
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also should ask group members to remain quiet during the activity - or even to make the sound of a
gentle breeze.

Work of Art

Participants rotate through roles as artist, clay, and model. Divide your group into teams of three.

Hand out a blindfold to each group and ask them to decide which person will play the artist, the clay, and
the model for the first round. The clay will wear the blindfold and act like a moldable lump of clay. The
model will pose in any creative pose he or she can come up with. The artist will observe the model, and
attempt to form the clay into the identical position as the model. All three members of the team must
remain silent throughout the exercise. When the artist feels confident that his or her work is an exact
copy of the model, he or she will remove the mask from the clay, so that all can observe the work of the
artist and creativity of the model. Next, the members switch roles. Play at least three times so that
everyone can have a chance to play each role. At the end, for a reflection component, discuss when
people were most and least comfortable. Ask them which role they preferred and why. Also ask them
what things brought up challenges for them personally or as a group, and where those things come up in
life.

Yurt Circle

. AAA O2 AOWATAel BvEEAAA T &£ £ AO xAAAET ¢ OEAA O CAOGEAC
more participants you have the bigger the raccoon circle or rope you need. Pick up the raccoon circle

with an overhand grip and stand with feet shoulder-width apart. On signal, slowly take the slack out of

the rope by leaning back. Arms should be straight and feet should be directly under the rope and not

beyond. On signal, the entire group should lower to a seated position. On signal, the group raises to a

standing position.

Variations: Repeat with a 1-2-3 count signal, different participants leading, counting in different

languages, with no signal, eyes closed, in a seated position, holding onto the rope, begin a wave by leaning

back, then to the side, then forward and continue the circular pattern. The group follows the@e.

Raccoon Circles &

Some of the activities in this handout reference Raccoon Circles. We learned these from Dr Jim Cain.

With one piece of tubular climbing webbing, you can facilitate more than 100 different team activities!
Download a sample of 30 activities at www.teamworkandteamplay.com or buy the 272 page collection of
activities contained in The Book on Raccoon Circles, from ACA or Learning Unlimited at 1-800-622-4203.
While a variety of knots can be used to tie flat webbing together, the water knot is one of the strongest

AT A AAOOS 4EA OxAOAO ETT1 06 EO O 1TAI AA AAAAOOA
webbing, so that even when wet, the knot can easily be removed.

The Book on Raccoon Circles, 2002, by Jim Cain and Tom Smith, Learning Unlimited Publishers, Tulsa,
Oklahoma, USA Phone 1-888-622-4203 www.learningunlimited.com ISBN 0-9646541-6-4

Teamwork & Teamplay, 1998, by Jim Cain and Barry Jolliff, Kendall Hunt Publishers, Dubuque, lowa
Phone 1-800-228-0810 ISBN 0-7872-4532-1 419 pages of portable adventure-based activities,
equipment, resources and references, with many activities that can be performed using Raccoon Circles.

Raccoo# EOAT A0 EAOA AAAT I A OEA OxT1 Ol A xEAA xAAAET C8
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Team-building Games for the Adjourning Stage

Affirmative Fold Ups

Have group comfortably sit in a circle. Give each participant a sheet of paper and ask them to write their

name on the top of the paper. Place all of the papers in the center of the circle. Have each participant

draw a sheet from the center (not their own) and ask them to write one (or a sentence) positive word

about that person at the bottom of the sheet. They then fold the paper up to cover up the word. Have

them place the sheet back in the center and repeat on another sheet. Participants will continue to select

I OEAO6O OEAAOO &£O01 i OEA AEOAI A OI xOEOA AEEEOI EI
paper. The leader can then distribute the papers to their owners. This is a great game to do at the end of

a retreat, the end of a year for an organization, at a staff meeting, etc.

Gem Bombardment

One member is selected to be the recipient of positive feedback from the rest of the group. Once
AOGAOUTTA EAO EAA A AEAT AA OF CEOA OEAO i Ai AAO OE
process is repeated. This can be done in writing with members writing a positive comment to each
member and puttingte AT AT 1 ET AT A1 OA1 1 PA xEOE OEA DPAOOIT 6
AAADOAA O1 OEA 1 AIi AAROO EEOOO CEOA Oi 1T A OI pPT 0001
positive feedback. Variation: Tape a blank piece of paper (poster board - kind of like a billboard over the

DAOOI 160 EAAAQ i1 AOAOUI T A0 AAAES 4EA 1T A AAOO
AOGAOUT T AGO AAAES 10 OEA AT A 1T &£ OEA OAOOEITh Agb
Ol i AT T ABDAABBEEO 11 0 OAou 1T £#0A1T OEAO xA AAOOAIIT U

take for granted the positive aspects of others. If you wish, you may also explain that criticisms often are
CEOAT AAEET A 1T OEAO0GO A ARdeckffedi if thdy gdtdithe Aeksdn, ilGtEad@d E O
others. Have the group members pair up with someone they would like to get to know better and remove
OEA PAPAO EOI I AAAE T OEAOG6O AAAEOS AEAU OEIt©®1 A
know him/her better.

Goal Stroll

Have participants find two people who are wearing the same color as them or pair them up in another
way. Have them take a walk together and discuss something. Talk about the most important thing you
learned at camp this summer? What are the easiest and hardest emotions for you to express and why?
What is something that few people know about you? What do you value in a friend? What do you want to
be doing in five years? What is one goal you have for next year? What is a motto you try to live by? What
do you like most about yourself? What do you value in a friend? What do you value most in life?

Penny for your Thoughts

All participants are given a bag with pennies (each participant should have one penny for each member

in the group - if there are 20 people, players each should have 20 pennies). Participants go around the

oiri1i OF AAAE 1T OEAO AT A OOAAA OA bPAT -lad podHivothodght® ET O
about what they think of one another. What an incredible activity and a wonderful way to end an

experience! Activity continues until all participants have shared with every member of the group and

EAOA A TAx AAC 1T &£ OPATTEAO &£ O OEI OCEOOS86

Touchstones
This activity is best done at the end of a group experience. All participants are asked to choose a
touchstone (marble or rock if location permits) from a jar, bag, etc. The facilitator then reads the

following and gives all participants a copy to take with them to remember their experience: We all came
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here as individuals, bringing our own personal styles and characteristics. We have each given a part of
ourselves to the group. This is what being an individual is all about. We have learned about others and
also about ourselves. We all are unique pieces of the puzzle, with our own thoughts, ideas, beliefs, and
dreams. We are valuable because of this and what we have to offer to others. No one else is exactly like
us. We need to look in at ourselves, see who we are and recognize our potential. We have the ability to
accomplish whatever we start out to do. Know that we have no limits and only we can make things
happen. I want you to take all you have experienced here and keep it with you. These Touchstones
represent the experience we have shared together. Take one, look at it, and remember who you are.
Each stone is different - as each of us is our own person. But, they are similar too - each with hopes,
desires, and ambitions. Dig deep inside and always have the courage to be yourself. You are a wonderful
individual just as you are. Keep this Touchstone and know the power and energy you feel here will
always be within you. Do not forfeit your potential to fulfill all you set out to do. Listen to the voice
inside you, think about all there is for you to accomplish, and challenge yourself to do it. Go on....the
power lies within.

Virtua}I Slideshow o o A A N o
7EOE All DAOOEAEDPAT OO OAAOAA ET A Al11T OA OPAAAN

A

group. Group membersareaskedtoOOET x8 AT EI ACET AOU O1 EAA 1T O DPEI

illustrating a perfect moment, or perhaps a moment from the future, that will be different because that
person had the opportunity to work as part of this team. If you would like a non-imaginary virtual
slideshow clicker you can order one from Training Wheels at 1-888-553-0147 or www.training-
wheels.com.

Other Teambuilding Activities
Toobeeze

Spider Web

Team Walkers

Consensus Ropes

Channels

Commodores Retreat

Big Safe Island

Consensus Ropes

Knot or Not

Zoom or ReZoom

Web Cube

Bull Ring

FunderBirds

Nuclear Waste Transfer & Team Clamps
Tarp Ball

Infinite Loops

3-D Mine Field

Key Punch

Magic Carpet

Helium Stick/Hoop

Stepping Stones

3 Islands w/ too short board s
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Themes from Ato Z

e R e e e R R I I R I R e R I R e B I B L e

Animal Kingdoms
Animal, Vegetable, Mineral
Arctic

Art Attack
Balloons
Bananas

Bikes

Birds

Books

Bugs

Calendar Year or Seasons
California
Camping

Careers

Cartoons

Circus

Comics
Community
Consumer Smarts
Continents
Countries

Dance

Dinosaurs
Economics

Eggtasic Eggstravaganza (see samples below).

Emergencies
Environment
Explorers, Inventors and Heroes
Famous Cities

Fairy Tales

Farming and Agriculture
Favorites

Flying

Geography

Global Connections
Gold Rush

Growth

Habitats

Health

Heroes

History

Humor
Inventions/Inventors
Islands

Journeys

Kings & Queens

Land, Air and Sea
Leaders

Literature & Books

=4 =4 =8 =880 8 _0_0_0_0_9_9_92_92_9_29_92_-2_-29_-29_-29_-2_-29_-29_-29_-2_-29_-29_-2_-2_-29_-29_-2_-2_-29_-29_-2_-2_-2_-29._-2_-2_-2_-24:-1-

Magic

Mars, Moons and Meteors
Math

Media z movies, TV, radio, newspapers.
Medieval

Music

Mythology

Nature

Neighbors

Nutrition

Outdoors

Oceans

Olfactory

Olympics

Pirates

Quality

Questions

Recycling

Respect, Responsibility, etc.
Role Models

Safety

Science

Space

Speed

Sports

Storybook Characters
Talents

Taste

Teamwork

Time Travel

Tires

Travel

Up

USA

Volunteerism

Water

Watermelons
Weather

Weird Science

Wild West

Winter

Xtra everything
Xylophones, drums & cymbals
Year in a Week

You name it!

Zones & Zip Codes
Z0o Animals
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Clubs from A-Z

Art Attack Club

Astronomy Club

Auto Mechanics Club

Balls (Baseball, Basketball, Beach ball) Club
Bible Club

Book Club

Candle-Making Club

Chorus Club

Clown College Club: juggling, balloon animal
art, face painting, etc.

Climate Club

Community Kids Club

Construction Club

Cooking Club: Foods from around the world,
foods from a time in history (American
Frontier).

Culture: Tolerance, awareness, new ideas,
history, world views on: education, food,
entertainment, and families.

Dance Club

Drama Club z Dramatic Fanatics
Environment Club z E-Team Environment:
Awareness of self and environment, global
issues, compassion and caring, life skills,
science, organization/team-building, literacy,
gardening.

Family Event Club

Fencing Club

Field Trip-Planning Club

Fun in the Sun Club

Games from Around the World Club
Gardening Club

Geocaching Club

Guitar Club

Handy Helpers Club

Haunted/Spooky Story Club

(AAT OEU +EAO08 #1 OA
Inside Out (Taking apart machines) Club
Jewelry-Making Club

Journalism Club

Jump Roping Club z Double Dutch & Tricks
Junior Rangers Club

Karate Club

Kids Council

Kite-Making Club

Language Club

Letterboxing Club

Magic Club

Make a Difference Club
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Medieval: History, chivalry, role play,
responsibility, teamwork, fun!
Mechanics Club

Music: Math, culture, rhythm, teamwork,
discipline, creativity.
Nature Club

Older Kids Club
Orienteering Club
Painting Club

Paper Airplane Club
Pay it Forward Club
Percussion Club
Pirate Club

Press Club
Puppet-Making Club
10A00ET 1
Reading Club
Refreshments Club
Rhythm Club
Running Club
Samurai Club
Science Club

Soccer Club

Spanish Club

Sports Fanatic Club
Spy Kids Club
Storytelling Club
Survivor: Survival skills, nature, environment,
responsibility, first aid, self trust, knowledge,
confidence, problem solving.

Television Production Club

Tennis Club

Ultimate Frisbee Club

Vehicle Club

Ventriloquism Club

Video Club

Volcano Club

Water Colors Club

Weaving Club

Xtra Xtra: Media Club z Newspaper, radio, TV,
internet.

Yarn Club

91 01 cAO
Youth Club
Zoological Club
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