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Water Games 


Jaws 
This is a water version of British Bulldog. Choose one or more of the good swimmers to stay in the middle as "Jaws". On signal, each patrol tries to swim from one side of the circle to the other without being touched by Jaws. When caught, he joins Jaws. Continue crossings until time is called. The patrol with the largest number of boys to escape Jaws is the winner. 

Thermo-nuclear water fusion! 
OBJECT: For each team to fill a tall container with water in the enemy territory before the enemy fills it's container in theirs. 
SET-UP AND RULES: The kids are divided into two teams. The TIDAL WAVES and the HURRICANES. Each may use their own water weapon of choice and is issued a cup. (Use a different colored plastic cup for each team!) Divide up the play area into two equal sides and place a tall plastic trash can of equal sizes at the back of each. Put a floating plastic ball in each so that progress can be seen once the ball begins to peek over the top. Each side needs a re-filling station, a child's pool filled with water where they can re-fill cups and guns. The kids CAN NOT TOUCH ANYONE on the other team with anything except WATER. They race to fill their cup and take it to the other side and pour it into the container to make the ball rise until the container over flows. Cup can only be held with ONE HAND, weapon in the other. They may try to spill the enemies cup with water, but NO TOUCHING! The cup may not be covered in any way or a leader will dump it out. Only water from cups may be poured into containers, not guns or gun tanks! Make a 10 foot perimeter around the goal container that only those placing water can go within, this prevents a barricade or wall of defenders. BONUS: Make an equal number of water balloon bombs, BUT they must be thrown from one of the three side lines ONLY. This way cup-bearers can avoid them and hits from too close. When the balloons are gone, they are OUT. This is a fast moving low-impact but VERY WET GAME! Players must balance offense - getting a steady stream of cups going to the goal, and defense, attacking those bringing water onto their side. STRICTLY enforce the NO-TOUCHING RULE and the CONTAINER SAFE ZONE and there will be minimal problems. When the floating ball appears above the tall trash can - things go crazy! 

Counselor in the Middle 
OBJECT: Hit the Kid's Counselor (or other leader) with a water balloon. 
SET-UP AND RULES: This is usually short lived, but fun! The kids are given one (or 2 or 3) water balloons and formed into a large circle. The victim leader is placed in the middle and must stay there. On "GO!" the kids try to hit him/her with a balloon, but he is allowed to dodge it! He can jump, duck, or turn around, but he can not leave the spot in the middle, the kids try to get him when his back is turned or sometimes count and throw all at once. 


The Water Game 
Players sit in a circle. One is on a chair, is blindfolded and has a rolled up newspaper. In front of them is a bowl of water and a spoon. Another player is selected who must try and sneak up and spoon water on them, before they get biffed. 

THE HEADHUNTERS vs. THE MISSIONARIES 
OBJECT: Kids with a ping-pong ball on a spoon tries to cross a field of enemies without their ping-pong ball being shot off their spoon. 
SET-UP AND RULES: Kids are divided up into two teams, the "head hunters" and the Missionaries." The Head Hunters each pick a spot on the field where they must remain for the entire game. Each missionary starts at one end of the field with a spoon with a ping-pong ball on the end. Their other hand goes behind their back and the arm with the "Gospel" MUST STAY STRAIGHT. They CAN NOT bend their elbow. On "GO!" the Missionaries try to cross the field while the Head Hunters try to squirt the ping-pong balls off the spoons. HEAD HUNTERS MAY NOT MOVE OR TOUCH THE MISSIONARIES, or they must sit down and are out of the game. Missionaries that lose the Gospel, ) their ping-pong ball falls, must sit down where they are at. They are out. They are an obstacle, but are not to interfere with the rest of the game. Missionaries that succeed in crossing the field get to cross again. Continue until there is only ONE MISSIONARY LEFT! (The remnant) The last one, or last few to be left (if several die in the last round) are the WINNERS! Then, Head Hunters become Missionaries and visa versa and play again. There are many great strategies that can be employed! Have fun, but watch your head! 

Pyjama Relay 
Each team has one pair of pajamas. The first camper must put on the pajamas, swim across a given area, take off the pj's and hand them to the second camper, who puts them on, swims, removes them and hands them to the next, and so on. 

Blow Ping Pong 
One Camper per patrol blows a ping-pong ball ahead of him as he swims a given distance. He cannot touch the ball with his body. 

Soap Shrink 
Good for any group size. Divide your group into any number of teams. Give each team a large, new bar of soap. Provide one or more kiddy pools filled with water -- enough pools so that one person from each team has access to used water buckets -- one for each team**) On "GO" have teams race to shrink their bars soap without breaking them. Team members will need to take turns furiously "washing their hands"to shrink the soap. If a bar of soap breaks, it's disqualified. (**I allowed them to start over with a new bar of soap and try to catch up**) Call time after five minutes. The team with the smallest bar of soap wins. (**This worked as an indoor game pretty well -- although a little messy. But the clean-up was easy and fun with mops**) Award hotel-size bars of soap to winning team membersTake this a step further and add a brief study of 
Psalm 51:10 "Create in me a pure heart, O God"or other "cleansing" verses. 

Musical Squirt Gun 
Can be played with a group ranging from 6 - 30 (can also be played outdoors). Group sits in a circle on chairs or on the floor. A loaded squirt gun is passed around the circle until the music stops or the leader says "Stop!" The person who is holding the squirt gun at the time must leave the game, but before he leaves, he is squirted by the person on the five times. The chair is removed, the circle moves in and the game continues. Last person remaining is the winner. The gun must be passed with 2 hands and received with 2 hands. It is best to have another loaded gun standing by for when the 1st runs out. Emphasize only 2 squirts!!! 

Capture The Flag part2 
In whatever ingenious method you choose, fill up a large number of water balloons in preparation. Set up a playing field outside that's big enough to accommodate everyone. Divide your entire group into two teams - each team gets half of the water balloons. Assign half of the playing field to each team. Place a bandana or flag in the middle rear of each team's side, and designate a "jail" in one rear corner of each team's side. The object is for one team to travel through another team's territory, steal the flag, and return to safety without being "shot." A player is shot when he/she crosses into enemy territory (the other team's side) and is hit with a water balloon. Players who are "shot" must then go to jail in the rear corner of the opposing team's side. The only way a person can get out of jail is if one of his/her own team member's manages to run all the way to the jail without getting shot, then both teammates get a free walk back to safety. Use water guns if you desire.

NIGHT GAMES 


Underground Church 
This is a great game to be played by the Senior High Camp week. There is a lot of planing involved in making this game run well. But it is worth it. 
Things that you will need: 
1) 2 Bibles 2) 2 candles 3) 2 hymn book 4) 4 prayers 5) 2 Romans 
7 ) 2 mortars 8) 2 messengers 9) 2 spy's 6) 2 scripture verses the same one 

The Roles Of The Characters 

Mortars: It is the Job of the mortars to use them self's as a decoy to try and keep the Romans away from the Christians. They can be killed by the Romans if they do not Deny Christ, but if the do deny Christ then they are set free. 

Romans: It is the Romans who run around looking for the Christians and if they get a Christian they must ask the Christian to deny Christ. If the Christian Denys Christ then the Roman must let them go free. If they do not Deny Christ then the Roman must kill the Christian. The romans can not go into the church service. The have to get the Christians before they go to the church service. 

Messengers: The Messengers have a hard job. They are the only people who know where the underground church is. They have to find out who the Christians are and tell them where the church is. They don't want to tell the spy's where the church is so they have to be careful in who they tell. 

Spy's: The spy's are to pretend that they are Christians and try and find out where the underground church is. When they find out where the underground church is they can tell the romans where the church is being held. The spy's are also to go to the service. 

Christians: The Christians have to go and find the things that they need to bring to the underground church service. They have to try and find out where the service is. When they find out where it is they can tell other Christians. But they should be carful who they let. They don't want to tell the spy's. If they are caught by a Roman they can get set free if they deny Christ. If they do not deny Christ then they will be killed by the Roman. 

Before the game: 
you will have to go around the camp and hid all of the objects that are needed to have the church service. There is two of everything and they are not to be hidden in the same spot. 
(ex. There is two candles do not hide them in the same spot). You may want to put the objects into plastic bags so they don't get dirty or wet. After you have hidden all the object you then have to make a riddles for each one of the different places that you put the objects. 
You will have to pick a scripture verse and a song that go together. So that the service will Jive. 

How the game is played: 
The game works like this, all of the campers are Christians. And it is their job to find the object that they have to bring to the underground church. You will always have two people bringing the same thing to the service. The reason for this is that if one of the Christians that has to bring a candle to the service gets killed then at there is a chance that the other Christian that has to bring the candle will get it there. So the way that it works is everyone gets a riddle to tell them what it is that they have to bring. They are not to tell anyone what they are looking for. The only people that will not get riddles are the 2 spy's and the 2 messengers and also the 2 mortars. 
After explaining the game you can ring the gong and all of the Christians run out of the lodge and try to get their object. Now while they are look for these things there are two Romans running around yelling and trying to get the Christians. If a Roman gets a Christian they have to ask the Christian three time if they want to live all they have to do is deny Christ. If the Christian does deny Christ then they are set free. If they do not deny Christ they are killed by the Roman and sent back to the lodge. After the gong is rung again that is to tell the Christians that it is time to go to the underground Church. You should give them about 45mins to run around looking for what they have to bring to the underground church, and it will give them time to fin out where it is going to be held. While they are running around looking for the things to bring the Romans can try and kill them. The Romans can also try and kill them while the Christians are trying to get to the underground church. When the Christians feel that all of the Christians that are still alive are there they will start their service. 

When they are done the service you may want to get the camp together and talk about the game. Here are some questions that you make want to ask the people that played the game: 

-How did it fell when you were running for your life just to go to church? 
-How did it make you feel when the Roman was yelling at you and telling you to deny Christ so that you can go free? 
-How did it make you fell when you denied Christ? 
-How did it make you feel when you were killed because you did not deny Christ? 
-How did you fell when you were running and you could hear that a Roman just killed another Christian? 
-What was it like to risk your life to save another? 
-What was it like to be a Roman and have to kill someone just because they did not Deny Christ? 
This game can have really big impact on some of the campers that play. 

Other Ideas: 
On the cards that say what the Christians have to go and get and bring to the underground church. 
You may want to have on it what kind of person they are. So when that get their card it may say that you are a father with a wife and three kids. You have to bring the candle to the service. 
Or it may say that you are a 60 year old lady with no family. You can make up lots of different kinds of people that the campers can be. It will add to the whole game and it may make some people think a little more before the deny Christ or don't deny Christ. 

Capture the Flag 
What you do for this game is have two team and they pick a captain to go and hide the flag somewhere on there side of camp. After the flag is hidden the game is ready to be played. 
The rules are very simple. If you are look for the other teams flag and you are on their side and you get tagged you must stand where you go tagged with your arms out and wait there till someone from your team comes and gets you. When your team mate tags you, both of you have to walk or run back to you side before you can go looking for the flag again. 
(You can play this during the day but it works a little different. See out-door games on how to play). 

Hidden Treasure 
This game is like hide and seek. What you do is you have two teams. Have the teams pick one person to be their treasure then the team has to go and hid their treasure. When both teams have hidden the treasure they switch sides and they look for the other teams treasure. The team to find the other teams treasure first wins. 

City Lights 
The staff hide with a flashlight and a pen. Each pair is a city. Each group of campers is given a paper, with city names, in the particular order written down with a space beside it. They have to find the cities in the order on the paper. On the paper you will have the names of the cities beside the name will be dots and dashes. The dots are for short flashes of light and the dashes are for long flashes of light. The groups of camps have to find the cities in order of what is on their paper. (For example: The first city on the paper may be Toronto and beside it, it may have two dashes and on dot. They have to look for a light that is flashing two long and one short. Just like mores code.) When they find a place they may ask only ask if this is the city that they are looking for. If it is the person that is that city sign the groups paper. If it is not the city the person say no, and the group leaves and tries again. The team that has all the cities found first wins the 

Variation: Too make the game a little more fun and a little harder. You can have a Staff member be a wolf. What they do is roam around and chase after the groups of campers. If the wolf gets one of the members of the team then the team must give their paper to the wolf and they will have to start again with a new list. 

Sardines 
What you do for this game is have a leader pick someone to go and hide somewhere on the camp grounds. After about 15mins you can send the rest of the campers out to find the person that is hiding. When one person has found the person who is hiding they have to hide with them. The game is done when the whole camp is hiding with the person that was hiding first. 


Kill The Counselors 
This is by far the most popular game played by the campers. 
What you do for this game is very easy. You have your counselors and some of your staff hid all around the camp area. You an give them about 30min to go and hide while you explain the game to the campers. After the 30mins are up send off the campers to go and find the counselors. The campers must tag the counselor in order for it to count as being caught. When they have found a counselor the team must bring the counselor back to the Lodge and then they can go back out and see if they can find another one. The game is over when all the counselors are found or the time is up. The next day all of the counselors that where caught must be punished. You can think of something that the group that found that counselor can do to him or her. (ex. Get three buckets of water chucked at them) If you are have a points thing through out your camp week you may want to have the counselors worth a certain amount of points!! Have one of them worth 0 points!! 

Aliens 
This is great for a church with a lot of hiding places. First pick two (about one per 10 kids) "ray guns". The ray guns are given five minutes to hide anywhere in the church. We usually explain the game and the rules during this time. Next, pick out two "aliens". The aliens are released to hide themselves too. The object of the game is to find a "ray gun" so that you can zap the "alien". The aliens try to tag all of the players. If a player is tagged then they have to go back to the common area for a full minute. An untagged player can free a tagged player at any time. This game is great in the dark. We usually play it once a month for the whole night. 

Mission Impossible 
Most everyone has heard about the game Mission Impossible. We play a variation of this 
game and it really seems to be great and the kids love it. You need to have a playing area with Boundaries. On the out side of this area in one place set up a station where the kids will be given a peanut or other small object. From their the kids enter the playing area and try to find 2 (or more depending on the amount or people playing) token ladies who have placed glow sticks around their neck so they can be found easy. When the kids get to the token lady they must trade their peanut for a straw or other object and then go back to the start station. When they return with the straw and only when they have the straw they receive points. Kids can be put into teams or play as Individuals. There is a catch. You have gunners with flashlights who try to catch the kids. The kids are told that they can't run from the gunner if they are shinned with a light. The gunner then takes either the peanut or the straw from them and no points can be awarded. The kids then have to go back to the start station and begin their quest all over again. 

Burning Bridges 
Generally played at night (dark playing field is a must!). Select three people to be guards, each armed with a strong flashlight. The guards must hide a weak flashlight somewhere in the playing field. When ready, they yell "Burning Bridges!" and the game starts. All other players may switch clothing as desired to make identification more difficult. The object is to find the hidden flashlight and yell "Burning Bridges" to end the game. Players may not use flashlights to aid their exploration. Guards, meanwhile, are looking for players. When found, the guard may shine their light onto the player and call out the player's name before the player has a chance to run away. If the correct name is called, the player must return to the starting area and try again. The guards may not call multiple names (ie. guess) unless the beam is cut off and reinstated for every name they call. Guards may not pan their lights. Variation: instead of hiding a flashlight (or in addition to) hide supplies to build a fire. The game is over when a fire is actually lit. 

Mission: Impossible 
Needed before playing: Wooded area about acres in size (depending on group size), it must be dark outside, flashlights, some sort of small object (e.g., bead, tag, ticket, tape, etc.) for twice the amount of everyone in your group, scaffolding (or platform, big stump), small piece of paper for everyone in the group, and a hole puncher. The game starts off with one person (could be a leader) to volunteer to be the beacon/search light. They will get up on the scaffolding/platform with a powerful flashlight and their job is to rotate around like a lighthouse. Depending on the group size anywhere from 2-8 snipers (could also be leaders) need to volunteer as well. The snipers and beacon do not need a small object or paper. The rest of the group is given a small object and a small piece of paper. The rest of the group then has a minute to two minutes to hide. Then the snipers go out after them. The sniper's guns are their flashlights and all they have to do is connect their beam of light to a person then the person that is caught has to hand over their small object to the sniper. Snipers cannot come within 15 feet of the beacon's tower. When a person gets caught they must return to the beacon to get a new life chip. Once a person reaches the base of the beacon without being caught their piece of paper is punched. Please note that the beacon cannot be sound or motion sensitive. The person operating the beacon can rotate around or do irregular flashing patterns but never aim it somewhere if they think they hear something. Awards can be given out for Most Deadly Sniper and Stealthiest Spy. This game is great and the youth love it

Count To 10 
As a group _ individually! Only one person can say one number at a time until the group has collectively counted to ten. If two or more say a number at the same time the group must start all over again. MUCH HARDER than it sounds. May take a few days to even count to five! 

String Around The Wrist Puzzle 
Equipment needed: a 12" piece of string per person 
Wrap one string around a person's right wrist and loosely tie a knot. Repeat on person's left wrist. Do the same with the partner's wrists except before you tie that person's second wrist, put their string over the first person's string line. Finish the knot. They should now be stuck together. The object of this activity is for them as a team to separate from one another without cutting the rope, untying the knots, or slipping the knotted portion over their hands (so, no cheating!) Allow for time to complete. Once one team finishes, it becomes common knowledge of how to do it. 


Around the World 
Have the group in a circle holding hands. Break one set of linked arms and put a plastic hoop in between and re_link the hands. The object of the game is get the hoop around the circle, over and under people in a certain amount of time. The time will depend on the size of the group. I suggest you over_estimate the amount of time you think it will take for the hoop to make it around the first time. You can always have a bonus round with a much shorter amount of time allotted and have the group try to beat the clock. 

Honey, If You Love Me 
This is a game where a person goes and sits on someone else's lap, (or just stands in front of them) in an attempt to make that person smile. The instigator asks three times, "Honey, if you love me, will you please, please smile?" The person that is trying to refrain from smiling must look the instigator in the face and reply, "Honey, I really love you, but I just can't smile." If they do smile at any time, they trade places with the instigator. 

Four On The Coach 
Everyone writes their name down on a piece of paper. They are gathered, shuffled up, and then passed around. Everyone gets a piece of paper and remembers whose name they have. Everyone sits around in a circle, on chairs or coaches. If using chairs, four chairs should be in a row. People must be seated boy-girl-boy-girl. There is one empty space. One person begins by calling out someone's name (eg. Fred) Not Fred, but the person who got Fred's name, moves to the empty seat. Then the person beside the person who first called out a name gets to call out a name. The object of the game for the girls is to get 4 girls sitting on the coach. The object of the game for the boys is to get 4 boys sitting on the coach. This game takes a lot of strategy. 

Body Part Musical Chairs 
Have everyone form a big circle of chairs with the chairs facing outward. Remove one chair. Have music ready. When the music starts everyone must walk around the chairs (again it's fun if you make them jog). When the music stops, a caller yells out a body part. Then everyone races to touch that body part to a chair, one person per chair only. If they touch a chair before the body part is called, they are out. The one person who doesn't get a chair is also out. To speed it up, you can remove more chairs. We usually start out simple _ nose, hair, left elbow, etc. but towards the end we get more complicated _ your bare feet, someone else's left hand (they must grab one of the people who are already out). The object is to be the last one left. 

Concentration 
Players sit in a circle. Each person is assigned a consecutive number. In unison, all players slap knees, clap hands, snap right, snap left constantly. While this rhythm is established, the game begins. Players may begin by chanting "Concentration: concentration is the game; keep the rhythm..." (The beats are italicized.) One person begins by calling their own number, followed by a target number, all to the rhythm of the snapping. The target number must then call their own number followed by another target number, all in rhythm. Loss of rhythm, excessive delay, or inappropriate number called all constitute "out". 

Steal the Treasure 
Players sit in a circle. One blindfolded person sits in the middle, with their treasure (keys, rattle) in front of them and their stick (rolled up newspaper) in hand. A thief is chosen from the circle to attempt to snatch the treasure, without making any noise to alert the guard in the middle. If the thief is swatted by the newspaper stick, he must return to the circle. If the thief succeeds in stealing the treasure, they become the new guard. 

Who's the Leader? 
The campers sit in a circle. One person goes outside the room, while he is away the others decide who will be the leader. The leader then begins leading the group in actions such as clapping, stomping, tapping head, etc. The leader should switch actions every few seconds. Other players must follow the leader without discreetly looking at the leader. When the person re-enters the room, he or she has three guesses as to who is leading the group. 

Ha, Ha, Ha 
Arrange the players in a circle. Have the first say 'ha', the second in turn, 'ha, ha', the third, 'ha, ha, ha', and so on around the circle. The ha's must be said without laughing. Those laughing while uttering their ha, ha's are eliminated. The one staying in the longest wins. 

Shockwave 
Divide the group into 2 even teams. Have teams sit on the floor facing. Members from each team must hold the hands of the teammates next to them, preferably behind their backs so that the other team cannot see them. At the end of the line, place a spoon on the floor between the last two people. On the other end, you need an impartial person (you or a volunteer) to flip a coin. Everyone except the two people at the beginning must close their eyes, or sit facing out and all must be silent. When the coin is flipped, if it is heads, the people at the beginning squeeze the hand of the person next to them, who then squeezes the hand of the person next to them, and so on. When the squeeze gets to the end, the last person can open their eyes and grab the spoon. The team that grabs the spoon first sends the person from the end of their line to the beginning and everyone shifts down one. The object is to be the first team to rotate all the way back to the starting position. If the coin is tails, nothing happens and you flip again. If the people at the beginning of the line squeeze on tails, they go to the end of the line (rotating backwards). They also go backwards if anyone on their team opens their eyes prematurely or makes any noise. 

Improv Games 
For a rainy day, why not try some silly improv-type games alongside Charades. Those featured on "Whose Line is That, Anyway?" include Props (come up with imaginative uses for an obscure object), Party Quirks (each guest to the party exhibits a strange quality such as forgetfulness, thinks he's a Ninja Turtle, etc.), World's Worst (come up with the world's worst person to captain a submarine, for example). There's also the general space-jump improv games and the "Unspoken Words" game, in which one must get their team to say a word without referring to certain other words. For example, try to get your team to say "Adam", but you can't say man, first, Cain, Garden of Eden, or Eve. 

Submarines 
Two chairs are set up about three metres apart; this is the entrance to the 'harbour'. One camper is blindfolded and stands in the entrance to guard it. The rest of the campers are 'midget submarines', and try to get through the entrance without being caught by the guard. They have to do this quietly so that he does not hear them. Be very quiet!! 

Paddywhacker 
Players sit in a large circle with their eyes closed, heads down and hands behind them. Give one person the paddy whacker (a rolled up newspaper) and tap another on the shoulder. On go, the person with the paddy whacker chases after the one tapped on the shoulder. The paddy whacker can cut across the circle and change direction. The other must keep going in the same direction and may not go through the circle. Object is to "whack" them before they get back to their place. Suggestion: let the paddy whacker pick the next two players...a good game for leaders to join in with... ! 

Poison Ball 
All players stand in a large circle. One cabin group goes into the center. On go, a playball is rolled to try and hit them on the legs. When hit, a player goes back to the circle. Let a couple of other balls into play (3 is good) after a little bit. If the teams are even, they can be timed to see who stays in the longest. 

Bin Ball 
Two numbered teams are in a circle. An upturned bin with two balls is in the middle. A number is called and they must run in, collect a ball, go back through their place, then run around the circle and replace the ball on the bin to win. 

Romeo and Juliet 
(blindfold, leg_tie, rolled_up newspaper) 
Players sit in a circle. Select two. Romeo (legs tied) has had a big night on the town and has just come home v_e_r_y late....Juliet (blindfolded, but with Biff) has been waiting for him to return...she's not happy...She is allowed to ask, "Romeo, Romeo, where for art thou Romeo?" and he must reply. Don't let Juliet's aim get too good....others in the circle may need to watch out for her as well! 









Indoor Track Meet 
A good idea would be to run this track meet on a cabin or team basis, with each group sending forward its representative before the name of the contest is announced. 

Bean Toss: Give each contestant 10 navy beans and have him try to throw them, one at a time, into a quart jar from a chalk line on the floor. 
Footrace: Have each person stand with his feet touching each other, heel to toe. The group with the greatest aggregate length wins. 
30-inch Dash: Tack a 30 inch piece of string with a marshmallow at the end on the wall. The first person who can eat the marshmallow wins. 
Polo Pan: Number six 1" cubes on each side: 0-1-2-3-4-5; and use a six hole muffin pan. Let each person throw the cubes into the muffin pan from a distance of 6'. Add the top numbers of the cubes that land in the pan to determine a winner. 
Bounce Ball: Use five different-sized rubber balls and a cardboard box. Have the players, in turn, bounce the balls in the box from 10'. Score 2 points for each ball that goes in. 
Hoop Stop: Lay an 18" hoop made from wire on the floor. Use three balls (marble, golf, tennis). Score 5 points for each ball placed inside the hoop in any manner from a distance of 6'. 
Running High Whistle: The boy who can hold a whistled note the longest with one breath wins the event. 
Obstacle Race: Place nickels in pans of flour, or whipped cream, to see who, with his hands behind him, can be the first to dig them out with his teeth. 
Endurance Race: See who can eat four soda crackers and be the first to whistle a tune. 
Moving Target: Have the contestants throw beanbages, sticks, stones, anything for that matter, through a rolling hoop. Score 1 point for each hit. 
Long Glum: The player who can keep from smiling longest, while all the others jeer and laugh, wins. 
Second Obstacle Race: Make a large number of chalk marks on the floor at the end of the race course. Give each runner a damp rag with which to rub out the chalk marks. The first to clean his section on the floor and run back to the starting line, wins. 
Swimming Relay: For this relay race, have each hop on one foot, carrying a glass of water. 
20 Foot Dash: Have the relay runners roll lemons or hard-boiled eggs with a stick down the course and back and touch off the next player in line. 
Bawl Game: See who can make the most noise for a given period of time. 
Beans Relay: Have the relay runners carry beans, one at a time, between matchsticks, toothpicks or on a knife. 
Standing Broad Grin: The width of the grins measured by judges. The widest one wins this event. 
Discus Throwers: Each contestant throws a paper pie plate from a chalkline. The plate must be held flat in the hand and not sailed with the fingers. 
16 Pound Put: Have each contestant put an inflated bag for distance as though it were put from the shoulder. 
Sponge Shot-Put: Use a small dry sponge for the shot. See who can put the shot the farthest. 
Hammer Throw: Use blown-up paper bags attached to a yard of string. Give each Cub one turn to see who can throw the 'hammer' the farthest. 
Bottle Roll: See who can roll a pop bottle from 6' and score a bull's-eye in a chalk ring on the floor. Draw several concentric circles to make targets of different value. 
Banana Tag 
Divide up into two teams. Sit in parallel lines across from each other. Make sure the 2 lines are about 15 feet apart. Put a banana in the middle. Number the people off. One line: 1 2 3 4 5 6 7 8 9... Other line: 9 8 7 6 5 4 3 2 1... So that the same numbered people are diagonal from each other. The leader will call out a number. The two people with that number run up to the banana. The object is for one of the people to get the banana and get back to his/her seat without being tagged by the other person. [This is very hard, since both people are standing right next to each other.] Once one of the players picks up the banana the other player can tag him/her. If a person is tagged, the banana must be put down and another number called. Whoever tags earns a 
point for the team. 

Blindsided: Operation Destroy 
Each team is given an equal amount of newspapers (4 or 5). Each team has one member representing them. The rest of the team is to completely cover their rep. from head to toe with newspaper. Only one eye and one finger are to be uncovered. The rep's are then to try to rip the paper off their opponents. After a few minutes, the reps are to go back to their corner and given 40 seconds to be re_covered by their team. The team with the most paper still on them wins each round. The team with the most paper still covering them in the last round gets double points. Watch out! It can get out of hand. 


Chair Balloon Ball 
A non_carpeted floor is the best surface for this game. Divide the students up into two even teams and have each team choose a goalie. Have the goalies sit across from one another at each end of the playing area. These are not traditional goalies, their job is to get the balloon and sit on it before the other team counts to three (loudly). The rest of the players all have their own chair that they can not get out of. The game style is similar to soccer but each player moves around the room in a chair and uses their free hand to hit the balloon and their other hand to hold onto the chair. The teams play offense and defense and score when their goalie (who is on the other end of the playing area) pops a balloon. note to leader: have each kid blow up one balloon before you get started, the game moves fast. 

Chubby Bunny 
Get the group divided into teams. Each team picks one representative, a male and female who has the biggest mouth. Maybe the staff can pick them out as a joke. Then give each contestant a bag of marshmallows. They need to put as many as possible in their mouth and still be able to "Chubby Bunny". Have a bucket and some towels nearby to clean up any spills, or spits. For a heightened excitement level, have them put the marshmallow in their mouth one at a time, then ask each student to say "Chubby Bunny" after each marshmallow. We had a staff who could do 18 of the full size marshmallows. You will need large marshmallows, a garbage can, towels, and probably a tarp just to be safe. 


Fruit Basket 
Set chairs in circle with the chairs facing towards the center of the circle. Have the number chairs to equal the number of youths minus one. Seat the youths and select one to stand in the middle. The youth leader is to go around the circle assigning a fruit type to each youth not to exceed three fruits. For example, Apple, Orange, Banana, Apple, Orange, Banana, until all youths have a fruit name including the youth in the middle. Instruct the youths that the person in the middle will call out a fruit. When that fruit is called, all youths with that fruit must get up and find an empty set vacated by another youth. The youth in the middle must do the same. They cannot set in the same chair they vacated. The person who was not able to get to another chair must go to the middle of the circle and call out another type fruit. To make it interesting, the youth in the middle can call out "FRUIT BASKET!!" At this point everyone must get up and find a different seat. Encourage kids not to push and shove, it can become a very physical game. 

Gotcha! 
The game is played in the dark, usually guys against girls. On each side of the room is a chair with an item under it (i.e. a hymnbook). The objective is to get the object under the opposing team's chair. However, you can't run into people on the other team. If you do, you must say "Gotcha" first, and the other person is out. Everyone returns to their side of the room, and start over trying for the object. The other hitch is that it must be played on your hands and knees (this avoids people hurting each other in the dark) There are frequently disputes over who said "Gotcha" first, so it may be helpful o have someone listening for that. 

Jell_O Bobbing 
Make a couple of bowls of Jell_O and put wrapped candy in the bottom. Kids will go one by one dunking their heads into the Jell_O and trying to come up with some candy. This is really good for all ages but Junior Higher's seem to love this more than the older kids. Hint: For kids who may have a cold or other illness get them to go last if they really want to participate. Great picture taking opportunities! 

Marshmallow Baseball 
First, you mark bases on the floor, tape works best. To play, you need a bag of marshmallows and a spatula. Pick teams, and play the game like regular baseball, the only difference being that you use the spatula for a bat and the marshmallows for a ball. As a twist, you have to be on your knees. 

Pinball Soccer 
New way to play soccer indoors! Just like regular soccer except that each person, including the goalie must stand on a piece of paper. They must keep one foot on the paper at all time and cannot slide or move the paper. The players need to be scattered evenly across the playing area. The effect is like a giant pinball machine. 



Soccer Shuffle 
You will need chairs and a Nerf soccerball. Divide group into 2 teams. Form 2 lines of chairs facing each other. Team 1 on one side and Team 2 on the other (See below). Each team must kick the ball and try to score to their right hand side. The ball must pass the last 2 people on the end to Score. However, it cannot go over the heads of those two. Hands must be kept behind their backs and a "hand ball" results in the ball being dopped by the referee near that person's goal. 
(Kind of a penalty shot). 
XXXXXXXXXX Team One 
o 
XXXXXXXXXX Team Two 
People will get kicked, but keep encouraging them to go after the ball. :) Give enough room so they can reach the ball, but not too close so that they're not in danger of getting kicked anywhere 
else. 


Zip_Zap_Bong 
Everyone stands in a circle (works best with at least 8 kids, and up to 50+) The youth leader designates which direction the word "ZIP" will be passed verbally (clockwise) the opposite "ZAP" will move in the counter_clockwise direction. The word "BONG" is used to change direction of the "probe". One person starts the game out with Zip, or Zap, and the person next to them has to respond properly or they are out! If someone says "Bong" the direction and word changes! You continue until everyone except two people are left! 

Airplane Blitz 
Bring a stack of copier paper and let the kids make lots and lots of paper airplanes. Then you need some way to clearly divide the room in half. (The taller the divider the better.) A couch works, but even better was a rolling chalk board. Put half the kids on each side of the divider. Put half the paper airplanes on each side of the divider. Explain that they can only throw ONE plane at a time and they must stop when the leader says "stop". Say "Go". They throw the airplanes over the divider as fast as they can. Planes are flying in both directions. Let them go about 3 minutes. Give them a ten second warning and then say"stop". Count the airplanes on each side of the divider. The team with the least number of planes wins. Repeat it a number of times, keeping track of the wins to get the champions. A quicker variation: Throw a big bag of loose socks. 

Amazon Warriors 
First, get a durable chair. Get the group in a circle around the chair. Interlock wrists in the circle. When the leader says go, try to pull someone into the chair. If the person touches it they are out, and if someone breaks wrists with them and the person that let go are out. Keep going until there's only one person left. 



Bag O' Goodies 
Gather all kinds of really horrible foods _ ones that are quick to open and eat. For instance, baby food, fresh produce, chips, crackers(small box), etc. Everybody is behind a line, 10 ft. One member/leader is holding the garbage bag with these items in it. The member behind line has to go up to the bag, pick something out, by feeling, not seeing what it is, eat it there, then run back to end of line. Race to the finish. If you don't like something, you still have to eat it since you picked it. (Be aware of food allergies). More cruel choices are onions, salami, warm ginger beer (remember, you have to chug it!), a whole pack of gum/candy. This works well if you are a hungry bunch!!:) 

"Can't Flush this!!!" 
First, get a porta_potty, like the kind you get for camping. Just a seat and a plastic bag. Then put in a few mini Baby Ruths. Then add some Mountain Dew. By know, it should already look disgusting!! Do this were the kids can't see you and ask for volunteers before the kids see the "toilet"!!! The object is to see which team can get the most Baby Ruths out with their mouth. They can't use their hands!!! This game can be very interesting and a ton of laughs!!!!!! 

Zoom Circle Variation 
Each player puts his hands on the table, the arms of one player crossing the arms of another. One person starts by thumping his hand on the table. The thumping must continue down the circle in correct order unless somebody thumps twice in succession, in which case the order reverses. Players who move incorrectly or too slowly are out. One player may not repeatedly reverse directions with both his/her hands. 

Rattlers 
Everyone forms a circle around two players. They are both blindfolded and given a rattle (tin cans and pebbles, keys, etc.) One is going to try to tag the other. They enter the pit, and the game begins. To get a fix on each other's positions, either rattler may shake his rattle at any time, and the other must immediately respond by shaking hers. However, the pursuer may only make five shakes to locate his prey, while the pursued can rattle away as much as she dares. While making sure that the snakes don't wander out of the pit, the other players can also participate by helping the pursuer keep count of his shakes and by cheering and yelling things charming to snakes. To make the game even more interesting, why not allow them to move around, changing the size and shape of the pit? 

Backdraw 
Materials: paper, pen/pencil 
Break your young people down into several teams. Have the kids sit on the floor (or in chairs) facing back to front in their teams (similar like that of a train). With the group in single file lines, give the persons on the back of the line an object to draw. That person then is to draw the object you gave them (drawn on a small piece of paper, etc.) on the back of the person in front of them with their finger. Then the next person does it likewise and so on and so on until the person in front of the line draws on paper what you gave the person on the back of the line. The first team done and draws the best picture wins! 
Battle of the Marshmallows 
In advance, have your students and staff save empty pop cans. Each team is equipped with a good supply of pop cans and several bags of giant marshmallows. Divide the room into two sides, with a large "Free Zone" between the two sides where no one can go. The object of the game is to stack twenty cans on top of each other. They can be working of several stacks. However, the other team is allowed to throw marshmallows at the other team attempting to knock their cans down. Teams may want to divide into Stalkers and Attackers. (Defense and Offense) The stack must be on the masking tape line, so as to prevent the possibility of a person standing in front of the stack to protect it. (They can use their hands to attempt to block, but not their whole body.) The first team to stack twenty wins. (Optional: Give each team captain a whistle to blow when twenty is reached to "freeze" the game to confirm the winner.) Keep going until someone wins. If no one can reach the twenty, then when time is up, STOP the game and the team with the highest stack wins. 

HAT PASS! 
Similar to music chairs only SO MUCH BETTER! You need one less hat then the number of people playing. Everyone stands in a circle facing the back of the person next to them. Everyone starts out wearing a hat. (except for one person) Everyone must keep one hand behind their back. They may ONLY USE ONE HAND for the game. (Does not matter which one.) When the music starts each person takes the hat off the head of the person in front of them and places it on their own head. It will soon be removed from their head by the person behind them. They may not touch the hat of the person in front of them until the hat it is ON THAT PERSON'S HEAD and the person putting it there has let go. Also, a person may not take the hat in front of them until after the hat on them has been removed. There will be a frantic passing of the hats as the music plays. WHEN THE MUSIC STOPS... the person without a hat on their head is OUT! Have them sit out and REMOVE A HAT FROM PLAY! 
Use lots of ODD HATS to add humor and FUN!

Q-tip and Food Coloring Wars: 

This is a messy game, so do game outside or in area easily cleaned up. 
Have a staff person wear a T-shirt, preferably plain white. Draw a target 
on the shirt that is big enough to cover the front of the shirt. Divide into 4 
teams, each with a different color. Give each team 5 Q-Tips per person or 
an equal amount if teams are not even in number. (6 on team one, 7 on 
team two, 6 on team 3 - give team #2 five more Q-Tips) and give each 
person a straw (wide straws work best - McDonald's has them, but it 
would be wise to ask instead of just grabbing that amount). You also need 
a bowl or cup of water (about 1 cup of water per team ) with enough food 
coloring added to color water well. 

One by one kids dip their Q-Tips in the bowl/cup to color the tip. Then 
they shoot their five "darts" (Q-Tips) at the target on the staff person's 
shirt. It does not matter who shoots when as long as each person gets in 
their five shots. 

The object is to hit the most points on the target. 

Staff note: Make the target however you want in terms of points. Add up 
the total points or # or hits. You may just put a big (+) across the front 
making 4 different quadrants, one for each team and score it by how many 
times a team can "hit" in their quadrant. 2 points if they hit their own 
quadrant and 1 point for hitting someone else's quadrant. 

Items needed: 
Old white T-shirt (they'll need to be thrown out after this event!) 
Enough Q-Tips for each kid to have 5 
4 different food coloring colors 
4 cups or bowls 
4 one cup measures of water 
Drop cloth 
Tape to tape a firing line on the ground 


Q-Tip Shuffle: 

Another stupid relay . . . but some of you might actually like those pathetic 
things! Several teams divide in half and stand in two lines on the opposite 
sides of the room for this relay game. A person in front of the line shoves 
six Q-tips in different orifices of his/her body (sticking out of pockets, 
between knees, protruding from armpits . . . ), then shuffles across room to 
the person in front of the other line who grabs Q-tips with their teeth, and 
drops them on the floor. That person then sticks the Q-tips on their body 
somewhere and does the same, running (shuffling) back to the original line. 
First team to finish the relay wins. 








Real Identity: 

This is a great "get to know ya" and a memory game. Everybody is in a 
circle. Everyone takes a turn saying their name and something about them 
(example, "Hi, I'm John and I play football"). The next person needs to say 
the previous person's name and item of interest before saying their own 
(example, "He's John, he plays football and I'm Mary and I torture small 
animals."). As this game moves on, people need to remember more and 
more information. With bigger groups you can have them only repeat the 
names to save time. 

Ro Sham Bo Train: 

Everyone grab a partner. Rock paper scissors- if you lose you go follow 
behind the person that beat you and they will do it again with another pair. 
Keep this up. A large train will build behind the people that keep winning- 
eventually someone will have everyone behind him- he or she wins a prize. 

Run the Gauntlet: 

Girls are given rolled up newspapers, and they are lined up in two single 
file lines. The two lines are parallel, facing each other with approximately 
three to four feet between them. The boys tie balloons to their seats (on 
their pant belt loops) and must "run the gauntlet", that is , they must run 
between the tow lines of girls who try to pop the balloons by hitting them 
with the newspapers. The object is to see which boy(s) can avoid having 
their balloon popped. 

Sanctuary Softball: 

Play this one in the sanctuary during an all nighter! Split group into two 
teams. Play a basic game of softball with the following exceptions: The ball 
must be a VERY light nerf or fabric ball (must not be able to damage 
anything). Use a racquetball or tennis racquet instead of a bat. Bases are 
located at three locations that require youth to weave themselves through 
the pews (half way down each side, and at the back door) Ball must clear 
the first row of pews to be considered 'in play'. Players in the 'field' must 
not climb over pews, they must go under or around. Runners are out 
whenever the ball touches them (ball can be thrown at them) Have fun! 















Silent Animal Circle: 

This game gets difficult with more than twenty people; it is better for 
groups of 15 or so. Everyone gets in a circle and is given an animal in 
which they are assigned a hand motion that represents that animal. 

Hand Motions (a few examples): 
Elephant- hang one arm down with your other arm wrapped around 
it, holding your nose (like a trunk) 
Mosquito- with your left hand hold up a peace sign with the inside 
of your hand facing you, with your right hand poke your index finger 
pointing forward and place it in the middle of the peace sign in your 
left hand; now bring your hands to your face like you have a 
mosquito nose. 
Cow- put your hand at your stomach with your fingers sticking out 
like an udder. 
Deer- point a finger on each hand upward, placing your hands on 
top of your head (like single horns) 
Moose- open your hands with fingers spread wide and place hands 
on your head with thumbs touching the top of your head (moose 
antlers) 

How To Play: 

Lets say that 12 people are playing this game. They are all in a circle. The 
Elephant, in the 12 o'clock position of the circle is the leader. Then in the 
11 o'clock position the mosquito then whatever order you like. The animal 
is always in the same position- as people move, they assume the animal in 
that particular seat or place in the circle. The object is to get to be the 
elephant. As people mess up in this game, they have to move back to the 
one o'clock position and work their way up again as others mess up. 

The elephant starts the game by doing his own signal then another animals 
signal, such as the cow. The cow must then do his own signal and another 
animal's signal immediately. A certain rhythm or speed is set by the 
elephant (by how fast he or she does the signals). Everyone must keep that 
rhythm- no hesitations. If an individual pauses, forgets to do their signal, or 
messes up the signal in any way, then he or she must go back to the one 
o'clock position. Lets say that the cow is always in the 10 o'clock position. 
If the person that was the cow messes up, then he or she goes to the one 
o'clock position and is now a snake (for example). The person who was 
the deer (in the 9 o'clock position) is now the cow and so on down the 
line. When ever someone messes up, it is only the people below them that 
are affected and have to move up to a new animal. If the elephant messes 
up, everyone moves because he is the highest position. 










Sink the Bismarck: 

Basically, it's every man for himself dodge-ball. A group of students, 
10-30, is asked to stand in a large open circle and game balls are placed 
sporadically (if that's a word) throughout the circle. You can pick the 
number of balls. I use about 5 or 6. When the leader says "Go" students 
run to the nearest ball start trying to hit anyone around them. If you are 
holding a ball you can't run and if you get hit you must sit down. 

If you catch a thrown ball, the thrower is out, 
if you get hit and the ball hits the ground, you are out and you must 
sit down, 
In order for a person to move with the ball, he must pass it to a 
trustworthy person who is sitting on the ground (by rolling it -- 
remember if caught in the air you're out). But be careful, they could 
hit you with the ball or give it to another standing thrower) 
the last person standing wins the prize. 

Song Endurance: 

This game is very simple and can be played with two or more teams. 
Sometimes this is fun to do with guys against girls. Pick a song theme (at 
Christmas choose Christmas songs, with a younger or more ignorant group 
you don't even need a theme- any song can be open game) and let the 
singing begin. 

The object of this game is to keep coming up with songs longer than the 
other team or teams. One team starts and sings a line of one song. Then 
the other team has 5 seconds to start singing a line of another song. Then 
the other team has 5 seconds to sing a line from yet another song . . . 
Teams may discuss and plan out which song to sing while the other teams 
are singing. 

The first team to repeat a song, sing a song that doesn't fit that category or 
just not sing within 5 seconds is the loser. If more than two teams play, sit 
losing teams out until one team finally prevails. 

Stand on the bucket: 

This is a quick game that can be used in many different ways. Get as many 
white, 5 gallon buckets as you have teams. Turn the bucket upside-down. 
The object is to see how many of their team they can get to stand on the 
bucket for more than 3 seconds. The team with the most people off the 
ground wins. 











Sticks and Tires (Toothpicks and life savers): 

This is a simple game with any number of evenly divided teams. Everyone 
gets a toothpick and places it in their mouth. Get the teams in some sort of 
single file line, row or circle. Start the front or beginning person with a 
Lifesaver candy on their toothpick. They must pass the life saver from their 
toothpick to their neighbors toothpick without any hands. First team to 
pass it all the way down is the winner. 

Suck and Blow: 

You might want to rename this game! This racy title just happens to 
describe what you do. Line the kids up, and have them pass an index card 
down the line as fast as they can using only their mouths. You need to suck 
in wind to keep the card on your lips in order to pass it (by blowing out) to 
the next person in line. This game is especially great with boys, because if 
one person drops the card at just the right point, the two come very close 
to locking lips. The first group to pass the card all the way down (and back 
if you wish) wins. 

Super Sundae: 

Divide group into teams of 4 to 6 kids. In a giant bowl, see which team can 
construct the most original ice cream concoction using equal amounts of ice 
cream products supplied by the staff. Afterwards, award a prize to the 
team with the coolest sundae. THEN spring it on them that they have 5 
minutes to see which team can eat the most of their sundae without using 
their hands or utensils. The team with most ice cream gone wins a prize. 
Talk about messy! 

Taboo on Easel: 

This is like the board game Taboo, but on an Easel and a lot easier. Divide 
into teams. Teams elect someone to be the stood person. Bring that person 
on the stool and write four words behind them on the easel for all to see 
except the stool person (Example: bulldog, stapler, Spain, paper airplane) 
Assign a point value for each word (example: 10 points each). Give the 
team a certain time (a minute 30 seconds) to try to get the stool person to 
guess the words. The team can do the words in any order. If they break 
any of the rules or cheat, they not only don't get the points for that 
particular word, they are given negative points (Example: negative 10 
points). Do several rounds for each team, one at a time, bringing up new 
stool people each time. Play until blue in the face. 

Rules: 

no hand motions 

no "sounds like" or rhyming with other words 





The Story: 

Stand or sit in a circle. Go around the room assigning the name of a 
person, place or thing to each person. The first person in the group begins 
to tell a story that they make up. Within 10 seconds (longer or shorter is 
okay) that person must mention the person, place or thing assigned to 
them. When the timer goes off (you can use a kitchen timer or just a stop 
watch) the story is picked up by the next person and they must mention 
their assigned person, place or thing within 10 seconds. This continues 
around the circle until everyone has had a turn. The stories can get pretty 
strange but that's the fun of it. 

Trust Circle: 

Object of the Game: To hold up the person in the middle and keep him 
safe from falling. 

One player is chosen to be "it" first. A tight circle of players is formed, 
alternating physically strong and weak people. The person chosen to be "it" 
goes into the middle of the circle and crosses his arms across his chest. 

The "it" stiffens and falls backwards. The players in the circle work 
together to catch the person and pass him back and forth around the circle. 
The player in the middle must keep his feet together and near the middle of 
the circle for this to work well, and players in the circle generally grab the 
person who is "it" around the arms and shoulders. Each player is 
encouraged to have a turn. 

Variations: 

1. Players in the circle sit down, placing their feet around the ankles of the 
person in the middle. Sounds crazy, but it works 

2. "Courage Camille" is a slight variation of this game in which only 3 
players are required. Two of the players face each other and lock hands. 
The third person stiffens and falls backwards into their arms. This should 
be done several times, with the person falling farther backwards each time 
(the players locking their hands should lower them each time). Other 
players can then try. 

3. "Courage Camille" can also be played with only one person catching. 

4. The person who is "it" wears a blindfold. 

Comments: The players who are "catchers" should be careful as they pass 
the person around and catch him. In the "Courage Camille" variation, care 
should be taken that the two players who are acting as "catchers" are 
strong enough to hold the heaviest person participating. 

T-Shirt Challenge: 

You use a men's size medium t-shirt, place it flat out on the ground, and 
then see how many kids can get on the t-shirt with no feet or any body part 
touching off of the t-shirt. Our record stands at 17 people! It is a-lot of fun 
and I would love to hear if anyone can get more than that! 
Two Truths and a Lie: 

A good game for small group interaction. The object is to reveal unknown 
things about yourself to the group in a fun atmosphere. 

A person states three things about himself. Two must be true and one a lie. 
For example: "I was born in South Africa. I have a green card. I have a 
dog named Bubba." 

The others in the group try to guess which statement is the lie. If a player 
guesses correctly, they earn a point. If no one guesses correctly, the 
individual earns five points. Each person should get a chance to share. 

Who's on my back: 

Have everyone secretly write down the name of a person on a small piece 
of paper. It has to be a person that everyone in the room would know 
about (eg. Jesus, George Washington, Madonna, Leonardo DiCaprio, 
etc.) Then have them tape the name on the back of the person on their left. 
Everyone must now go around and ask people yes or no questions about 
who is on their back. They can only ask each person one question. The 
person who can do it in the least number of asks wins. 

Who is it?: 

This is a good game for small group interaction. The object is to get 
individuals to share unknown things about themselves in a safe 
environment. Each player writes down a little know truth about himself. 
The paper slips are handed in and read aloud one at a time. The slips are 
then read a second time, and players write who they think wrote that slip. 
After everyone has guessed on slips, the truth is revealed. Each player gets 
a point for every correct guess. If no one guesses a person's slip correctly, 
that person gets five points. 

Win Lose or Draw: 

This game is the same as the old TV version by the same name. It is played 
like Pictionary, either guys against girls (battle of the sexes kind of deal), or 
team against team. A word is given to one member of each team who tries 
to draw symbols and pictures to lead his/her team to say the word that was 
given to them. You may not use numbers letters or the "number sign" (#), 
anything else is okay. You also may not say anything or do any kind of 
gestures, to help you team guess the word. 
You may point to a team member who is on the right track or very close to 
saying the answer, but no other gestures may be used. 
You may nod your head to say "yes, that's right" or "no, wrong". Use 
Pictionary cards if you have them or make up a list of words yourself (may 
be use a certain subject or topic of the club, i.e., Santa Claus, Reindeer, 
Christmas tree or pencil, teacher, school, etc.) 
Whoever has the most points (words guessed) at the ends wins. If it is a 
tie, give each team another word and see who can do their word the 
fastest. 


Zip Zap Bop: 

Played like Newspaper Name Nail with a few changes. Everyone is to 
learn the names of the persons to their left and right. Zip means left and 
Zap means right. The person in the middle says a persons name and either 
Zip or Zap. The person called must say the name of the person to their 
right or left, depending on what the person in the middle said, Zip or Zap. 
The person in the middle tries to bop them on the head with the newspaper 
before they can say it. This is a pretty stupid game- but some kids actually 
like it- try it and if it doesn't work right away have a back up. 

$1000 Bill Exchange: 

For this game you need to make your own money on your computer 
(careful- it might be a federal offense). Give each person 10 of the bills. 
They are to try to win as many as possible from their peers by challenging 
them one on one doing one of three things: 

Thumb wrestling 
Rock, paper, scissors 
Flipping a coin 
Rules: 
You must accept any challenge 
Sudden death, no two out of three 
Challenger has to have a coin and is "heads" on the coin toss 

Pillow Fights 
Place two mattresses side by side in a cleared area and get two suitable pillows. Non players sit around the mattresses with their feet out leaning back. This is safe for them and keeps the mattresses together. Players have one hand behind their back and hold a pillow with one hand. 

Sock Wrestles 
Set up as for Pillow Fights. Players put a long sock on one arm and tuck the other arm behind them. Each must try and get the sock off the other using one hand only. 

Drama Olympics 
Teams of 4_6. Write several ideas for the following categories on pieces of paper in separate containers. Time _ anything from 10 seconds up to about 3 min Method _ normal, silence, gibberish Topic _ eg: teapot, flat tyre, haircut, late for school, first date, winning, etc One member from each team chooses a piece of paper from each container. Give them some time to work out their act (all must be involved somehow). Every group can do this at the same time, after they have picked their topics etc, and then watch the show! Have a timekeeper to start and stop them. Some may need a bit of guidance. 

Mini Olympics 
Set about ten stations around room for ten teams/countries eg: toothpick toss for javelin throw, ping_pong ball for shot put. Teams spend 3 minutes at each activity then a leader tells the scorer (on chalkboard) how many points they scored for that activity. Give points for cheering etc. Rotate around room. 

Gaga Ball 
This game is played in side. If you have a large camp you may want to spilt the camp into four or five teams. Take some of your benches and lay them down to outline the rink area. What you do to play this game is have two teams get down on their knees. Have someone throw the ball into the rink area. what the two teams have to is hit the ball only with their hands. You can only hit the ball once unless you hit it off one of the benches. A player is out if the ball hits someone anywhere other then their hands. The game is won when no one is left from the other team. 

Action Change 
All players sit in a circle. One goes away from the group and a person is chosen the be the changer. They start doing simple clapping, clicking, tapping etc actions and the other one is called back to the center. He must try and pick who is changing the actions. Some strategy involved. Don't look at the changer all of the time! Give them about three guesses. 

Hand Shake Of Death 
What you do for this game is, get everyone to close their eyes while a leader goes around and taps one person on the shoulder. When the leader has taped someone then everyone opens their eyes and starts to walk around shaking everyone's hand. The person that was taped on the should has the hand shack of death. What they do is go around and shack the other peoples hands hand's and tapes the inside of the wrist and then that person is killed and slowly dies and lays on the floor. The people that are shacking hands tries to find out how it is that has the hand shake of death before they die them self's!! 

Circle Of Names 
This is a fun game that everyone likes to play. It is a great way to get to know peoples names fast!! What you do is you have everyone get in a circle and hen you go around and everyone's says their name. You may want to do this through two or three times so that people can see what name goes with what face. Then after you have gone through the names you put on person in the middle of the circle with a towel. A leader will start the game by saying a persons names. The person in the middle has to hit try and hit that person with the towel before they say a different persons name. You keep this going till the person in the middle has hit some before they get to say another persons name. The person that was hit changes places with the person that was in the middle. 

Knights, Cavaliers, Horsemen 
First you have to get everyone into partners. You have two circles one inside of the other. They both start walking around in opposite directions. If the leader calls out Knights everyone must find their partner and one of the partners sits on the knee of the other. The last pair to do this is out of the game. If the leader calls out Cavaliers then one partner jumps into the arms of their partner. If the leader calls out Horsemen Then on partner kneels down and the other partner gets on the back like a horse. You keep doing this till there is only on pair left. 

Ring on String 
Everyone stands in a circle but one person, who stands in the middle of the circle. Everybody holds onto a string which has its ends tied together. Put a ring on the string before tying the string. One person has the ring, but it is hidden underneath their hand. This person passes the ring without letting the person in the middle notice. Everyone can move their hands back and forth, pretending to pass the ring even if they don't have it. The person in the middle gets three guesses as to who has the ring. If they guess right, the person who had the ring goes in the middle. 

Wink Tag 
Boys are paired with a girl. Boys sit stand with their hands behind their backs. girls sit in chairs in front of the boys. One boy does not have a partner. He must wink to a girl who must try and get out of her chair before the guy behind her tags her on the shoulders with both hands. After a little while have the boys take the places of the girls and start again. 

Indoor fussball.... 
Line up kids with their backs to each other, there should be SEVERAL rows across the room. At each end, there's a goalie row facing the rest of the group... 

< >< >< >< >< >< >< > 
< >< >< >< >< >< >< > 
< >< >< >< >< >< >< > 
< >< >< >< >< >< >< > 
< >< >< >< >< >< >< > 
< >< >< >< >< >< >< > 

> = Person facing __> 
< = Person facing <__ 

You can either use chairs or have them sit on the floor. To Play the game...You can use several "balls". Use anything from Nerf balls to Balloons, to Balloons with a couple of pennies or a little water in them, Ping Pong Balls (although they don't work very well). Most of the time we used Balloons..I like to put a little water in them, so if they break _ well, It's more fun :) 

You throw the balloon into the "court" and they try to get it past the goaley (I still don't know how to spell that...) on the other side.. The players can only hit it with their hands and 
heads. They may not hold the ball or throw it, they can only hit it. If it goes out of bounds, they should leave it until you get it for them

Ibble Dibble: 

This game sounds confusing, but read it through a couple times if you have 
to. Once you try it you'll get it. Students love it because they get marked 
up. Everyone stands or sits in a circle. Number everyone off. You need a 
paintbrush and some red paint (poster paint). 
No.1 starts off by saying, "Ibble Dibble no.1 with no Iblle Dibbles, calling 
Ibble Dibble no. (choose) with no Ibble Dibbles. " 
Then that person must respond and choose another person by saying, 
"Ibble Dibble no. (whatever # they are) with no Iblle Dibbles, calling Ibble 
Dibble no. (choose) with no Ibble Dibbles. " 
If a person makes a mistake, then they receive an Ibble Dibble (a spot of 
red paint on their cheek) 
That person then carries on with, "Ibble Dibble no. ? with one Ibble Dibble 
calling Ibble Dibble no.? with no Ibble Dibbles (or how many they do 
have) 

I Have Never: 

This game is much like Identity Circle, or Fruit Basket Upset. Have 
everyone sit in a circle except one person. When everyone is seated the 
person in the middle says something that they have never done(ie. I have 
never drank. or I have never worn a dress). All the people who have never 
done that have to get up and find an empty seat (from someone else who 
just got up). The person stuck without a seat is now in the middle. 
This game has no time limit and at our youth group is wanted to be played 
on a weekly basis. 

Jelly Bean Trade: 

Everyone for them self. Everyone is handed 10 jelly beans. They are to try 
to get 10 of one color by trading with other people one at a time. First 
person to get all ten of a color they want wins. 

Keys: 

Everybody sits in a chair but one person. The chairs are scattered all over 
the room. The person standing has a set of keys in his hand. With his other 
hand he grabs someone's hand. This person gets up and follows the leader 
who weaves in and out of the chairs in the room. The person who has 
gotten out of their chair then grabs someone else's hand who grabs another 
persons hand. This keeps going until the leader drops the keys on the floor 
then everyone standing runs and sits in a chair. The person left standing is 
the new leader. Playing music really adds to the fun of this game! 

King Elephant: 

This game is in addition to the rules of Silent Animal Game. We call it King 
Elephant because the object is to go around the circle until we get to be 
King Elephant. The game is the same that you have animal symbols and as 
you move a chair you become a new animal. We try to put animals in 
order of the food chain, ie. after elephant, we have lion, tiger, bear, 
crocodile etc. down to snake, bird and worm. Worm is just a single finger 
bent and wiggling. We also include a clapping beat to go with the game 
that King Elephant controls and can increase in speed. We clap twice 
palms down on our knees and I clap with hands together. On the last clap 
is when the participant does their symbol. For example: knee clap, knee 
clap, hand symbol (ie. worm wiggles finger), knee clap, knee clap, another 
symbol ( ie. two hands come out like claws for bear) then the bear person 
does the same not missing a beat, knee clap, knee clap, bear symbol, knee 
clap, knee clap, next symbol. Same as the other game, if the participant 
makes a mistake, they become the worm and everyone moves up. Object 
is to try to be king by knocking out anyone in front of you. Some examples 
of animals that we use: 

Bird - two hands together with thumbs locked, flying like a bird 
Chicken - hands under armpits and arms flapping 
Crocodile - arms extended with one hand facing down, other up, 
clapping together 
Bear - two hands out like claws 
Tiger - hands with fingers spread apart placed on cheeks to look 
like stripes 
Lion - hands above head and connected like a circle - just looks big 
I guess 
Raccoon - index finger and thumbs together like a circle and put in 
front of eyes 
Snake - make a snake movement with one out-stretched arm 
Giraffe - one hand up above head fully extended with hand bent at 
wrist 
Rooster - palm facing to left or right, brought to forehead 
Monkey - pull ears out from head with hands 
Beaver - bring to fingers bent to mouth like big teeth 
Worm - wiggling one bent finger 
Elephant - one arm extended away from nose, other arm wrapped 
around and grabbing the nose - hardest one to do, thus challenging 
to try and stay King 

Kiss the wench: 

This game is steal the bacon but with a guys team and a girls team lines up 
parallel, facing each other. Number them off so each person has a 
counterpart. Start with a girl in the middle, "the wench" (no chauvinism 
implied). When a number is called, 12 for example, guy number 12 is to try 
to run out and kiss "the wench". Meanwhile, girl number 12 is to try to kiss 
"the dude" before he can kiss "the wench". The loser stays in the middle 
and becomes the new wench or dude. Continue game calling numbers and 
they continue to be the first to kiss the opposite sex, whether in the middle 
or the person called. 

"Kissing in the Dark": 

Divide the kids into five teams. Put five targets on a wall with point values 
such as that on a dart board and line up each of the teams so they are 
about ten feet away from one of the targets. Assign a volunteer to each 
team to help things run smoothly and not get out of hand. Explain that each 
team needs to choose five volunteers to "kiss in the dark." Make sure they 
are a mixture of guys and girls. Each team will have two blindfolds and a 
tube of lipstick. Have the team blindfold the first contestant and put lipstick 
on his/her lips. On your signal, each of the five contestants will walk 
toward their target and kiss it. There should be another volunteer at each 
target tallying the points. After the kiss, the kids can take off the blindfold 
and see how they did. While the first contestant is going, some of the 
members of the team should be blindfolding and putting lipstick on the next 
contestant so he/she is ready to go on your signal. After each of the five 
contestants have gone, announce the team with the best score and give 
them some Valentine's candy. 

The Long John Stuff: 

This game requires teams of 6 or 7 be chosen. The number of teams 
depends on the number of kids present. 

Once the teams are chosen, litter the floor with dozens (or hundreds) of 
deflated balloons. Then give each team a full pair of long-johns (or union 
suit). The team then decides who will wear them over their clothes. It 
works to their advantage to find the most wiry person for this part, 
(although you'll need to be careful to not make weight an issue). 

Once the long-johns are on, the leader of the game does or says something 
to officially begin the game (a cap pistol, the word "go", etc.) The object is 
for the team members not in long-johns to begin inflating balloons, and 
stuffing them into the long john pants and tops. Decide on a time limit that 
will officially end the inflating and stuffing portion of the game. 

Each team is then featured one-by-one as they are given a pin to begin 
popping each balloon--counting out loud as they do. The balloons are 
popped through the clothing. Ultimately, the team with the most number of 
popped balloons is the winner. 

Suggestion: Have a camera available for taking shots of the fully stuffed 
long-johns 













Mafia (also called "Killers"): 

This is a great game if you have limited space and you're stuck indoors 
(which happens a lot in western Pennsylvania _ rain and snow!) It's also 
good for smaller youth groups or overnighters. 
The object of the game is to not get killed off.. Unfortunately, it takes a lot 
of explaining, but once you get it, it will quickly become a group favorite. 
You need at least 8 players to make the game interesting. You need a 
deck of cards, or slips of paper with the identities on it. For 10 or more, 
there should be 2 Mafia, 1 Angel, 1 Cop, and the rest townspeople. For 
less, have only 1 Mafia. Try not to play with more than 30, because it turns 
into a huge shouting match. Distribute the identities secretly. Everyone 
should keep their identity a secret, but if they choose to they can reveal it 
as part of strategy later. 
Here is an outline of how to play each round: 

1. Narrator says "Town go to sleep." All players put their heads 
down and close their eyes. 
2. N: "Mafia wake up" Only the mafia open their eyes and look at 
narrator. 
3. N: "Mafia, who do you want to kill?" Mafia have to point to 
someone in the room and agree on that person. Narrator nods to let 
them know they understand. 
4. N: "Mafia go to sleep" Mafia close eyes again. 
5. N: "Cop wake up" The cop opens eyes. "Who do you think it 
is?" Cop points to someone they suspect is a mafia. Narrator either 
nods yes or no. Now the cop has an advantage for later. "Cop go to 
sleep" 
6. N: "Angel wake up" Same deal. "Angel, who do you want to 
save?" Usually, the angel points to him/herself, in case they were 
picked to be killed off. But sometimes they are gracious and point to 
someone else to be saved, especially if they have an idea who has 
been picked by the Mafia. "Angel go to sleep" 
7. N: "Town wake up" At this point, everyone opens their eyes, and 
the narrator announces who is dead, or that no one is dead (if 
Angel managed to save them.) Everyone gasps in surprise, and then 
the accusations fly. 
8. Narrator asks for accusations as to who the town thinks the mafia 
is. It's usually a good idea to limit it to 2 or 3 per round. To make it 
more interesting, I always insist on the accuser making up some 
creative reason why they are accusing so and so. (like, "I heard 
them leave their house last night" or "look how muddy their shoes 
are!") 
9. Narrator then allows each of the accused to defend themselves. 
This whole process can get really rowdy, and you need to be careful 
not to offend the sensitive kids. Narrator must remain neutral, but 
can egg on either side with "facts" 
10. After a few minutes, narrator should announce that it's time to 
vote. By a show of hands, go through each accused. The one with 
the most votes gets "lynched" by the town and is therefore dead. 
11. Repeat. 

When someone is "dead" they cannot participate in the accusations. They 
are not allowed to talk. However, they get to keep their eyes open and 
find out all the answers to the mystery. Remind students not to cheat, 
because the temptation is great to do so! The game ends when either both 
Mafia are killed off (town wins) or are the only ones left (mafia wins). 
The advantage of being the cop is that they can say "I'm the cop, I know 
the Mafia is so and so." However, they should be careful, as sometimes 
the town doesn't believe them and the cop ends up getting killed off! Also, 
you can play that once the Angel is killed off, that's it, or that he/she can 
continue to save people because they don't technically die. 

Musical Guys: 

Musical Chairs with a fun twist. The guys are the chairs and the girls play. 
Remove a guy (just like a chair) each round until finally two girls fight over 
one guy! 

Musical Wardrobe: 

Items needed: 15-20+ articles of clothing (hats, scarves, blouses, pants, 
shoes, etc.) 
The bigger the group, the more items you will need. 
It is a lot more fun if the items are "thrift store" type clothes (goofy, ugly, 
lashing, out of style, etc.) Make sure items are in good taste. 
The game is played like "Hot Potatoe" (notice the CORRECT, old school, 
Dan Quail spelling of the word) in that you turn the music on, and pass the 
bag(s) of clothes around. When the music stops, the person left "holding 
the bag" must pick something out of the bag to put on. They must put it on 
as it would normally be worn, no cheating by setting it in their lap, throwing 
it over their shoulder, etc. Continue starting and stopping music until all the 
items are on people's bodies. 

To end you can do a few different things: 
Vote on the "Best Dressed" 
Most clothes wins 
Least amount of clothes wins 
Take a picture for laughs later! 

A Name Game: 

You start with a name (Tom Cruise). The other team must come up with a 
name starting with the last letter of the name (Edward Scissorhands). We 
had it going for a long time until we ran out of names for Y's and got into 
arguments over whether or not people really existed. We did another 
variation of the same game with songs. Less fights that way. 












Newspaper Name Nail: 

My favorite. I play it all the time. It's designed as a mixer "get-to-know-ya" 
kind of game (usually for no more than about 30-35 people) 

Have everyone sit in a circle or something as close as you can get. Then, 
have each person give their name and make sure each name is clearly said 
so that all others can hear it. After going through the names once or even 
twice, have someone start in the middle by asking someone to call the 
name of someone in the room. The person in the middle proceeds to find 
the person and try to whop'em with a rolled up newspaper (or pillow) 
before that person can say both their name and someone else's name in the 
room. If they get whooped before they can say their name and someone 
else's name, they are now "it". Also, if the person whose name is called 
fails to say both their name and another person's name, they will have to be 
it. The person who is in the middle takes the place of the person they 
whoop. This helps people learn each others name and mixes kids around 
with each other. 

Over Under Relay: 

This pathetic game actually works sometimes, although don't count your 
chickens. Line up your teams (however many you want). The object is to 
pass an item (a balloon, a ball, a bucket of water, etc.) over their head then 
the next person under their legs and so on until the back of the line. First 
one to the back (or back up, or the back person runs it to the front of the 
line, etc.) wins. 

Pass the Brains: 

Here's a Halloween variation of the 'pass the parcel' game we typically 
play at kid's parties in Australia. Scoop out a pumpkin as you would to 
make a jack _o _lantern. Carve out a face, but don't make the holes too 
big otherwise the 'brains' will fall out too quickly. (Alternatively, you could 
just draw a face on the pumpkin with a black marker pen.) Fill the 
pumpkin with cold, cooked spaghetti hiding wrapped candy in amongst the 
'brains'. There should be one candy for each kid playing. Play some 
spooky music as the pumpkin head is passed around. When the music 
stops, the kid holding the head feels through its 'brains to find some candy. 

Play Doh Pictionary: 

Just like it sounds! Pictionary, but with Play-doh. Divide into teams. Have 
a representative come up front from each group. Whisper a Pictionary 
word (like "dog") to the group and they must run back to their group and, 
without talking, mold that word with Play-doh. Put a staff member on each 
team cause kids will cheat (so do some staff members!) 







Pole Pole: 

(also known as Can-can) Find something to use as a free-standing pole 
(you can use a garbage can as well, hence the name "Can-can."). Circle 
around it holding hands. The rules are simple. If you touch the pole or the 
pole touches you in any way, you are out, and if you break hands with the 
person next to you, you both are out. And the last man (or woman) 
standing wins. My youth love it- it's their favorite game. Can get a little 
intense though. 

Poor Little Kitten: 

Everyone sits in a circle. One person is the "Poor Little Kitten", and stands 
in the middle of the circle. He must then go to any person in the circle and 
kneel down in front of them and meow the saddest "meow". The person 
sitting must then say "Poor Little Kitten" and pet him on the head without 
laughing. The "Poor Little Kitten" has three chances to make the person 
laugh. If the person sitting laughs he becomes the "Poor Little Kitten". 

Pull Across the Line: 

See "British Bulldog" (above). Same object of the game, but you can't 
cross the center line and you convert people to your side by reaching over 
the line and pulling them to your side. 
Pull Apart: 

This is the heinous game where all the guys link up (get in a big pile and 
hug, grab each other, whatever necessary to try to stay linked together) 
and when you say "go," the girls try to pull them apart. Once a guy is pulled 
to where he isn't touching any other guys, he's out and needs to go sit 
down. Last two guys together are the winners. 

I don't suggest reversing the gender roles on this game. Guys don't need to 
be grabbing girls. They'll have dreams for weeks! (Face it, guys are 
twisted!) 

Pyramid Races: 

Pretty Simple. Divide Group into teams of six. Have them build a pyramid 
(three people on bottom, two in the middle, one on top) and walk across a 
certain point (only needs to be 10 or 15 feet away), turn around and walk 
back, all while in the pyramid. First team done wins!

Anything for a Buck: 

This is a concept that you can use for many gross games. We sometimes 
make it a weekly part of our crazy program. You simply pull out a dollar 
and ask who wants to win it by playing "Anything for a Buck!" Then you do 
a contest like "Who can pick the biggest booger" or "Stinky Coke Swig" 
(below) or licking peanut butter out of someone's armpit. You can come up 
with new gross feats every week. The winner gets the dollar. 

Apples and Oranges: 

You'll see why this game is sick and twisted when you see it played. 
You will need to cut a pair of old panty hose in two (for two teams). You 
will also need two apples and two oranges. 
Place the apples in the cut panty hose. With two teams lined up, the first 
person will tie the hose around his/her waist so the apple is hanging almost 
to the ground. The orange should be on the floor in front of each team. The 
first two people of the two teams will take off hitting the orange with the 
apple swinging (absolutely no hands!!). You can put a piece of tape on the 
floor to mark how far they should go. They will then turn around, come 
back to their team, and the hose will be tied around the next person 

Balloon Nose Pop: 

An oldie but a goody. Take large balloons and get a kid to compete against 
two of his peers. Each kid receives a balloon. The first teen to blow up a 
balloon using only his nose and popping it, wins. 

Banana Splits in the Mouth: 

Recruit four hungry volunteers. Two people stand up in chairs while two 
others lie on the floor at their feet. People in the chairs try to make a banana 
split in the other persons mouth by dropping ice-cream, syrup, banana, 
nuts, whipping cream and finally, a cherry into the person's mouth. 

Fun options: You could have the people in the chair blindfolded. 
Alternate people in chairs with people on the floor. Payback time. 


Bedpan Relay: 

Have two sheets or blankets laid on the floor over a bedpan, a Mountain Dew and a Baby 
Ruth. The guy must lay down under the blanket or sheet and pour the 
Mountain Dew in the pan and float a Baby Ruth in it (while underneath the 
sheet). The guy then hands the girl the pan and she must drink all the liquid 
in the bed pan and hand it back to the guy who must eat (and swallow) the 
Baby Ruth. First guy with an empty mouth wins. 





Bobbing for Goldfish: 

This is a great up front and preferably outside game that only requires a 
medium sized aquarium, and about 5-10 cheap goldfish. It works just like 
bobbing for apples. Get a volunteer and then place 2-3 goldfish in the tank. 
The player can then try anything to catch the fish in their mouth. This is a 
riot and the player can almost never catch the fish, so I offer a nice cash 
prize. If you want the game to remain difficult- the trick is that you must 
replace the goldfish because they get tired and will stop swimming. 

Don't freak out, you don't need to kill them, you just try and catch them in 
your mouth. (Although nothing makes jr. highers laugh harder than someone 
eating a goldfish!) 

Bobbing for Spam: 

Fill up a large bucket with water, drop in a few large chunks of Spam, the 
rest is the same as bobbing for apples (just not with apples), so figure it out 
on your own. 

Bubble Gum Sculpture: 

Materials: bubble gum and a towel or two 
Duration: 5-20 minutes 
Cost: ($5.00) 

Divide your group into groups of 4 or 5. Ask for two very brave volunteers 
out of each group. (Don't tell them what they're volunteering for) Give them 
a plate or flat dish(we used cookie sheets). Give the rest of the groups the 
bubble gum, and tell them to chew as quickly as possible. Have them chew 
it only until it is soft, and then give it to the volunteers in their group, and 
start chewing the next piece. As the group is chewing, the volunteers need 
to be working on their sculpture. Set a time limit, say 10 minutes, and give 
them creative ideas of what to make- such as pizza, turtle, etc., but it has to 
be something difficult. When the gum chewers are through, have them step 
back and watch. Have someone judge the sculptures. We gave a prize (a 
Christian CD) to each of our winning volunteers, since they were so brave! 

Note: Instead of regular stick gum- such as Wrigly's, I would suggest using 
larger gum drops- such as Bazooka. {It's much easier to work with!} Keep 
it cheap, because you'll want to buy enough! 

Build your own Snowman: 

For each contestant have a bag full of assorted snowman accessories such 
as a hat, scarf, mittens, a carrot etc. and a pair of safety goggles, a can of 
shaving cream and a set of clothes to go over their clothes for protection. 
Each team has a designated amount of time to use the shaving cream to 
cover their snowman and put all of the accessories on. The team to make 
the nicest looking snow man wins. 




Carmel Apple Make Up: 

This is the age old up front game where you have a contest between several 
students, eating a hanging caramel apple blindfolded (see who could get 
done first)! For a fun twist, give one of the kids or leaders a caramel 
ONION instead of apple! 

Chee-toes: 

Get together three groups of two people. Have one person in each pair sit 
in a chair and take off one of their shoes and sock. Now have the other 
person in the team lay on the ground. Place a napkin next to them, with 
around 10 - 15 cheetos cheese snacks. The object of the game is to have 
the person with the bare foot try to feed cheetos to the person lying on the 
ground by picking them up with their toes and putting them in the other 
persons mouth. The first team done wins a prize (whatever you want to give 
them.) 
Optional: Have them put the rubber glove on the bare foot (for sanitary 
purposes!) 

Christmas 12 bags of Doom: 

This is a great messy idea that the student's love. This is a thank you or a 
Christmas gift to our staff (or interns). Staff wear dumpy clothes and get 
ready to be icky! 
Students get to dump 12 items of gross stuff on the staff, one at a time. The 
twelve days of Christmas gives a nice outline for the event: 
On the twelfth day of Christmas our students give to you (the interns)..... 

12 raw eggs 
11 cups of oatmeal 
10 squirts of syrup 
9 cups of popcorn 
8 squirts of green ketchup 
7 cups of applesauce 
6 bags of cornmeal 
5 packages of swiss miss 
4 frozen mixed vegetables 
3 cans of whipped cream 
2 cups of canola oil 
1 betty crocker cake mix 

A great gross event as long as your not the dumpee.... 

Corn Poopies: 

Similar to Used Diapers/Nappies (below) but you use pudding and white 
chocolate covered raisins. The students have to eat the corn poopies out of 
the pudding filled diaper. Mixed color pudding works well. 





The Eco Challenge: 

Put as much of particular substance in your mouth as possible (past 
substances include: Jelly, Raw Eggs, Spam, Guacamole, French Onion Dip, 
etc.) Have each person start by rolling through kiddy pool/toddler tub filled 
with flour and water (mix other disgusting liquids as you like). Then roll into 
another tub filled with kitty litter, bird seed, or both. Have a whole series of 
tubs or "piles" for them to roll through. They must keep substance in mouth 
till whole team is finished and then spit it out in a bucket, the team that has 
the most substance left and/or is messiest wins. 

Gummy Worms/Chocolate Pudding: 

Get three or four volunteers. Each student has a pan with chocolate 
pudding and 15 gummy worms mixed in. They have to go face first into the 
chocolate pudding and pick up the gummy worms with their teeth, pull them 
out and drop them on a plate. First one to get all 15 or the person who gets 
the most in a designated amount of time is the winner. Kids love it. It's 
messy but not disgustingly gross. 

Human Blender: 

This is a disgusting one (almost a skit) to kick off a meeting. Have one 
person (the Human Blender) sit in a chair. Another person will fill the H.B.'s 
mouth with; raw egg, pickle relish, Etc. (Get creative). Then the H.B. mixes 
the contents and spits it all into a cup for the other person to drink. 

M&M Scarf: 

Six students on each team (2 teams) must divide out colors of a pound bag 
of M&M's and eat them in order of color. Example: First person opens the 
bag and sorts out all the red colors then passes the bag to the next person 
while scarfing (eating) his color! The team with all the M& M's eaten first is 
the winner. 
This doesn't sound like a gross game . . . with one exception- I've never 
done this game without anyone throwing up! 

Milk Chug: 

Three students compete trying to down a half gallon of milk. Then they must 
compete in a bat/broom spin. Bat or broom is place on forehead. Spin 
person 10 times, then have him/her run around a cone that has been placed 
several feet away from him/her and then return to starting point. (If it is not 
obvious to you from the reading of this description, this game is almost 
guaranteed to make someone throw up) 

Mud-O-War: 

I know, I know . . . it's so simple that you might ask, "Why is it even on the 
list?" TO REMIND YOU!!! The ever popular Mud-O-War is simply tug 
of war in the mud, through a jello kiddy pool . . . you name it! 


Oil Ball: 

Get a plastic tarp, about 20' x 25', and lay it down. Pour and smear about 
5 to 6 bottles of baby oil all over the tarp. Make the outline of an oval track 
with about 6 cans of shaving cream. Now the goal is to "wheelbarrow" (this 
is when one kid stands while holding another kids feet in the air) with the 
kid on the ground pushing a tennis ball with his/her head around the track 
twice. The first one done wins! This game does have a cost, but everyone 
who plays is covered when done and you'll see some great wipe-outs! 

Pass the Brains: 

Here's a Halloween variation of the 'pass the parcel' game we typically play 
at kid's parties in Australia. Scoop out a pumpkin as you would to make a 
jack _o _lantern. Carve out a face, but don't make the holes too big 
otherwise the 'brains' will fall out too quickly. (Alternatively, you could just 
draw a face on the pumpkin with a black marker pen.) Fill the pumpkin 
with cold, cooked spaghetti hiding wrapped candy in amongst the 'brains'. 
There should be one candy for each kid playing. Play some spooky music 
as the pumpkin head is passed around. When the music stops, the kid 
holding the head feels through its 'brains to find some candy. 

Pass the Puke: 

This is definitely a camp game! Sneak in the kitchen when all the old ladies 
are gone, and raid the refrigerator for leftovers. Put them in a two bowls 
(one for each team) and mix it up so it looks like yesterdays throw-up 
(strawberries, beans, jello, pistachio pudding, salad, spaghetti, orange juice, 
and bacon bits are all good suggestions). Get two groups of 5-6 kids to line 
up in front of the crowd and compete against each other. One student from 
each team goes face first in the "puke" and passes mouth to mouth to the 
end of the line. The last student spits it in an empty bowl. The goal is to be 
the first team to transfer one bowl of puke to the other. 

Pass The Spam: 

Divide students into teams (however many you want) and form a line. Give 
each team a can of Spam. Have the first person in each line open the can 
and place the Spam under his chin, holding it against their chest. When you 
say "Go" they pass it to the next persons chin. (No hands...except to pick it 
up off the floor!). A simple relay, but have fun adding creative twists...like 
"last person eats it!" 

Pool Crazy Dive: 

I know, I know . . . again, it's so simple that you might ask, "Why is it even 
on the list?" TO REMIND YOU!!! This is also a pool game also. You can 
judge by the following categories: the more it hurts, makes a big sound, 
splashes, and leaves red marks! 





Seafood Catch: 

(The following game is from Naomi in Australia- where apparently this is 
legal! Use your discretion!) Find someone with a pool who doesn't mind 
the following going on. (Or, again, you can use a baby pool, a baptistry, 
etc.) Buy many small minnows, put in pool. People get in and attempt to 
catch minnows (extra points for eating them after it is done) give more 
points for those who catch the big fish (get a larger fish of some sort) or a 
greased watermelon. If you use lobster or crabs keep the bands on the 
pinchers please! 

Snoot Shoot: 

This is the age old disgusting game where contestants shoot Cheerios, 
M&M's, etc. from their noses into a bucket, for distance etc. Fun to watch- 
keep it short. 

Sockball: 

kind of like hot potatoes/tag/WWF 
NEED: circle of chairs of no less than 15 people 2-4 people standing in the 
middle 3-4 long socks with tennis balls in the end. HOW Those sitting in 
the circle toss the sockballs to each other (usually very hard throws) and try 
to keep those in the middle from catching them.(more fun if you can bounce 
it off someone in the middle) If they catch it then the thrower goes in and 
the runner sits down.(even if it falls to the ground and is picked up) The 
people in the middle can also tag any thrower who is holding the sockball 
and they have to switch.(this keeps the pace up). This is our favorite game, 
good for those nights when high activity level is the best option. 

Spam Scarf: 

That's it, pretty easy to understand. Get several volunteers up front who 
claim to be hungry. Give them each a can of Spam (yuck!) and give a prize 
to the first person to finish the whole thing. 

Sticky Licky: 

Get a piece of Plexiglas (about 2 square feet or so). spread a peanut butter 
square on both sides. Get two volunteers (preferably of opposite sex) who 
each have to lick the peanut butter off of their side. The first one with a 
clean side of glass wins. Make sure the audience has a clear view 

Stinky Coke Swig: 

Get several volunteers (8-10) to compete up front. Then, once they have 
their unopened coke in hand say that you forgot they need to take off their 
sock and put it over the now open can. (you will usually lose a few kids 
here). then you say you forgot again- and they need to pass the coke to the 
person next to them and drink their can instead of yours...( you're now 
down to 3-4 kids tops!) so whoever drinks it the fastest wins the prize. 


Toothpaste Drop: 

You get tubes of toothpaste, little Dixie cups, chairs and blindfolds. Form 
teams of two (again, this is a great up-front game with the crowd watching) 
One person stands on the chairs while the other one lays on the ground (or 
a table if you want the audience to see better) with their heads near the 
back legs of the chair. The person on the chair puts on a blindfold and the 
one on the ground puts the Dixie cup in his or her mouth. Have the people in 
the chair start squeezing the toothpaste tube at their own chest level, 
dropping toothpaste into the Dixie cup of the other person. It's a simple 
contest of who can get the most toothpaste into the cups. It's pretty messy . 
. . and the paper towel doesn't really do much help so there's still tons of 
mess (use drop cloths)! But everyone smells minty fresh! 


Ideas: 

1) Get diapers, Tootsie rolls, chocolate pudding. Mix Tootsie rolls with the pudding and place 
inside the diaper. Have kids "bob" for tootsie rolls! It's great! 

2) Honey, small paintbrush, tub of popcorn. Have adults carefully paint a small amount of honey over kids face. Kids run and plunge their face into a tub of popcorn to see how many pieces they can get. Works great as a relay, but very messy to clean up. 

3) 2 students, eggs, goggles, plastic cups. Have 1 student lie on the ground and put on goggles. They then hold the plastic cup on their forehead (open side facing up). Have other student stand above and crack the eggs and drop the "stuff" and try to hit the plastic cup. Most often they miss and it hits the person on the ground in the face and oozes down! 

4) Have a table, 2 kids, goggles, baby food (something good), spoon. Have kids lay on the tables on their backs so the tops of their heads are touching. Have one kid put on goggles _ the other has the baby food. The kid with baby food "feeds" the other student by spooning it over their head and trying to hit the mouth of their partner. Again, most time they miss and the "receiver" gets slimed with baby food! 

5) 2 cans of pop. tape them together so that the openings are facing in opposite directions. On 
go, students open BOTH ENDS and see who can be the first to guzzle all their pop. If they choose to guzzle one, the other pop spills all over them. If they choose to sip from both sides, be prepared for large expulsions of gas!! 

6) "PEANUT BUTTER SMOOCH" (from Youth Specialties). Piece of plexiglass (MUST be 
plexiglass & not glass), peanut butter. Smear a large chunk of peanut butter on both sides of 
plexiglass. Have students try to smear as much onto their face as possible. 


7) This is a great new way to do an old game. In the original chubby bunny the object was to 
have people put a marshmallow in their mouth and say "Chubby Bunny". The players keep adding marshmallows until they can no longer say "Chubby Bunny". In ROAD KILL CHUBBY BUNNY, the same concept is happening. Except either strawberry or chocolate syrup is poured over the marshmallows. 


8) This game you take a small child's pool, place the gummy worms in the bottom of the pool, 
than you add chocolate pudding to the pool. Divide the group into teams and use it as a relay game. each person on the team must come up with a worm, but the trick is to do it without using your hands. This game is sure to make them messy! 


9) One team member is picked and equipped with the following. Goggles, and a face filled with whipping cream. Her/his team is given a quantity of cheese balls and a line to stay behind. Each team will try to throw the cheese balls and get as many to stick as possible 

10) A kiddy pool is placed in the center of the room and some non_throwable food item is applied to the area around it (like whipping cream or chocolate syrup.) One at a time, a member of each team will move a ping_pong ball from their bleacher, around the pool, and back to the next person in line. 

11) Each team receives a number of rolls of lifesavers and then picks a member of their team. The team licks the lifesavers and tries to get as many as possible to stick to the one team member's face. 

12) Each team forms pairs to make a human wheelbarrow. One pair at a time will place an item in the pool by carrying it on a spoon in the lower wheelbarrow person's mouth. 

13) This game is a companion to Wheelbarrow Whatever Relay. One at a time from each team, persons face_plant into the pool to retrieve the starbursts. Pool can be willed with water and a few other substances. (Jell_O works, but it takes a lot of it. Cereal is a good option. 

14) A number of plates are set up for each team. Ideally, there should be enough for everyone to have one. Each team's set of plates will be the same, but each plate in the set will have something different on it. Items for the plates could be anything from whipping cream to applesauce to a few pieces of carrot. One at a time, a team member will come up to a covered plate, the cover will be removed, and he/she will have to plant his/her face into whatever is on the plate. Some thought must be taken to make sure the team can see what is going on, but can't get close enough to crowd the contestants. 

15) There is a Fly in My Water!!! Outdoor / Indoor Relay//Four large buckets are filled with ice 
water and little plastic bugs. It is the job of a person from each team in relay to remove the plastic bugs using their left or right foot. 

16) Pudding Slurp *(used apple sauce _cheaper) Outdoor / Indoor Relay//Each team has a large 
bowl of pudding made for them. One at a time, a member comes to the bowl and eats a much pudding as possible using only the face. First empty bowl wins. Alternative substances could be used to be less massy and safer to the surroundings. 

17) Two people place their hands on the other's shoulders. Each takes a drink of soda or water and holds the liquid in their mouths. Two helpers give the contestants both a spoon full of Alca_seltzer material at the same time and this they also hold in their mouths. The first person to have to spit the mixture out is the looser. 

18) Eight objects are acquired (possibly including: egg, ho_ho, apple, orange, sandwich, etc.) and each object's name is placed on a card. Select two people from each team to pick a card from the stack. One at a time, they try to hit their object as far as they can. 
19) Everyone lines up in two long, facing lines and in pairs across. On one side everyone is given an egg. Everyone tosses the egg to their partner and then takes a step backward. The pair to keep from dropping their egg the longest wins. 

20) A number of trash cans are on the playing field, assumably for clean_up purposes. At the bottom of each can is a large number of water balloons. Without announcement, all of the balloons are dumped out and the inevitable happens 

21) A kiddy pool is inflated and filled with some icky substance. Four buckets are placed a distance from the pool. Each team forms a relay line from their bucket to the pool and uses trays to transport the Ick from the pool to their bucket. Each tray is passed overhead from person to person, and once a person has started a tray, they move to the end of the line (because usually the tray only makes it past the first few people, and we want to make sure everyone has a chance to get icky). 

22) This game works well with but should be done before the outdoor Icky Relay. A kiddy pool filled with ick and a large number of objects (plastic toys, water_proof candy, etc.) is set and one at a time, people from each team using only their face try to remove as many objects as possible from the ick. 

23) Two circles are drawn on the play area, one around the first. One team picks a president places 
him/her in the center and guard by standing somewhere on the inner circle. The second team stands its players on the outer circle and may not come any closer. All members of the second team are give cups. Four or five members of the second team have cups with glop in them and will try to hit the president with the glop. The rest of their team distracts the president guards with empty cups. When the four cups are empty, the round ends and the teams rotate until every team has a chance to both guard and attack a president. Any player who steps off the line of their circle is removed from the game. 

24) Launch Your Lunch Outdoor Relay//Four buckets are filled with glop & placed near but not 
too close to each team. Four empty buckets are placed a measure & lined distance away. One at a time, a team member comes to the glop bucket & uses a serving spoon to launch some into the team's empty bucket. 

25) A dozen eggs is prepared with five of the eggs raw and the rest cooked. Each contestant picks an egg out of the carton and smashes it on their heads. If theirs' is cooked, their team wins points. If not, they get messy. 

26) Dough Throw Outdoor All//Each team circles up and gets 2_4 hunks of bread dough they 
must toss back and forth without dropping on the ground 

27) Cracker Crunch Out or Indoor Relay//Four empty buckets are placed a distance away from 
the teams. A person comes down, stops on a cracker and then picks up the pieces to fill a team bucket with the pieces. 
28) One set your group in mixed teams __ so that points go to the team and not individuals. Then you can have activities that are age limited, but the important thing is the points eg. a race for kids and some of the traditional picnic athletic stuff and add other activities that are not age 
oriented. I think your older members would like to watch the children do their races. 

29) Also if you can get a water slide or a large piece of plastic _ cover the ground and instead of having water on it have gunge covering it and then have surfing competitions by running up to it and then sliding down it! Usually ends up with everyone on their butts! 

30) J_E_L_L_O!!!: We filled a baby pool with jello. It was kind of a free for all but kids loved it!! 
Could set it up as jello wrestling (if a blow up baby pool is used) or even bobbing for something in jello. The only thing with this is LOTS of jello has to be made. Maybe have everyone bring a thing of Jello. ?? 

31) The peanut_butter and jelly game (be forewarned) Get two male and two female volunteers. The female volunteers sit in two chairs and take their shoes off. Each of them is given a bowl with peanutbutter and a bowl with jelly. They have to make a pb&j sandwich with their feet. Then the guys ...who are sitting in front of them...have to eat that sandwich...the first group to do so wins. Like I said...gross...but the youth love it.

Snoot Shoot 

Bring 3 or 4 people up front. Give them each a certain number of Jelly 
Bellys, they're smaller than normal jelly beans- Good and Plenty's or 
Skittles work as well. Place a bucket a good 5 feet away from each 
contestant. You can guess the rest- they shoot the Jelly Bellys or other 
candy out their NOSE into the bucket. A riot to watch- and not much fun 
to count the candy in the bucket. 

Soda Slam: 

This game is a cinch. Bring up a few contestants, give them each a soda 
and tell them the first one to empty the can wins. Option: have them belch 
when they're done to complete the contest. Another Option: Have each 
contestant turn their can upside down before opening. Take a pen and 
poke a hole in the bottom sidewall of the can. Have them place their mouth 
around the hole, tilt the can upright and open the top at the same time. All 
the soda will flow into their mouth in less than 10 seconds- very hard to 
keep from spitting it out (See the Rob Reiner film, "The Sure Thing" for a 
demonstration) 

Spam Carving: 

" I need two artistic volunteers!" Give each a can of spam and have them 
make a creative carving. Have the group applause to judge which one is 
the winner. 

Spell my Feet: 

Take five people and have them take off their shoes and socks. Take a 
marker and write a large letter on the bottom of each of their feet so if they 
sit facing you and hold their feet in the air, you can read the letters. On the 
first person put an A and a N (one letter on each foot), on the next an E 
and a T, then GR, OM, and SP. You will call out different words for them 
to spell and they have to cross legs, stretch, and situate themselves in a 
position so that the bottom of their feet spell the word you called. You can 
do this with two teams of five if you want and see who spells the word 
first. 

Use these words: 

master 
roast 
smear 
togas 
snore 
ten proms 
get spam 
great son 

Spew: 

Get some ALKA-SELTZER tablets and some Sprite, 7up, or Squirt. 
Place a single ALKA-SELTZER underneath each of your participants 
tongue. Now pour some of the Sprite into their mouth (needs to be quite a 
bit) and have them try to keep their mouth closed. They are not allowed to 
swallow the ALKA-SELTZER or the drink. Their mouth WILL explode- 
it's just a matter of when. (test it on yourself to get the idea) 

Super Soaker vs. the Sphere 

Get one of those little toddler games that looks like a ball with shapes cut 
into the side of it. Have one student sit opposite another. One gets the ball 
the other gets a super soaker. Object is for the one with the ball to get all 
of the shapes into the ball before time us up. If they can't do it within time, 
the other youth gets to blast them with the super soaker. But oh, it gets 
better. Then tell them to switch. After all, it's only fair! We have a couple 
adults with much bigger super soakers to help convince the youth that "it's 
only fair!" 






Surgical Glove Blow Up: 

If you haven't seen Howie Mandell do it . . . you're missing out. Get some 
surgical gloves- rubber- the kind that blow up. Have several contestants 
come up and pull the gloves over their own heads, all the way down to just 
above their mouth. Have them blow with their noses, inflating the gloves on 
their head. After 90 seconds see who's glove is blown the biggest. 

Swinging Marshmallow: 

Pair up the kids (player A and player B) and give each pair a four foot long 
piece of string and two marshmallows. At a signal the pairs tie one 
marshmallow on each end of the string. Player A in each pair holds one 
marshmallow in her mouth while standing facing the front of the room. 
Player B stands to the side of player A at an arm's length, looking toward 
player A. 

Moving only her head, player A begins to swing the string back and forth 
like a pendulum while player B attempts to catch the swinging 
marshmallow in his mouth. Both players may move only their head, no 
bending over. The winner is the first pair in which player B catches the 
marshmallow. 


T-shirt Stuff: 

Try this one this week and add it to your game list- this is a fun, up front 
game that always brings great laughs. It starts out like the good ol' Long 
John Stuff game, except with a T-shirt. Bring up 2, 3, or 4 guys that are 
wearing t-shirts and have them each choose 2 or 3 friends to help them. 
Hand each group 10-20 balloons and instruct them to blow them up and 
stuff them in their designated team member's t-shirt. 

As each group stuffs balloons in their team member's shirt, he will begin to 
look like the Stay Puff Marshmallow Man. At a given point (when you see 
that their shirts are almost maxed out), count down from 10, stop the 
stuffing and have the "stuffers" go sit down. Have the audience vote by 
applauding who looks the most stuffed. 

If the game ended there, I would think it's lame. Here's where the fun 
begins. Now inform each fat boy that it's time to pop the balloons. Offer a 
prize to the person that can pop all their balloons first, (there's a catch!) 
without taking them out and without using their hands. They have to 
throw themselves on the floor, body slamming their torso on the ground to 
pop all the balloons. This is hilarious to watch and the audience will love it. 

To Tell the Truth: 

Like the old 70's TV game show. Pre-arrange four contestants for this 
game. Have them share a funny/interesting story that happened to them 
when they were young that they can say in one sentence. (e.g. My name is 
Billy and when I was 5, I was walking with my mom and a big guy ran by 
and grabbed my mom's purse!) If that is the story that sounds the best 
have all 4 contestants use their real name and say the same story. (e.g. My 
name is Teresa and when I was 5, I was walking with my mom and a big 
guy ran by and grabbed my mom's purse!) All contestants will tell the 
audience the exact same thing as if it is their story- but only one of them is 
telling the truth. Open up the audience to question individual contestants 
(like an Oprah show) and three of the contestants will have to lie through 
their teeth. Then have the audience vote who this really happened to. Then 
have the real person step forward. Great fun! 

Toilet Bowl Rollercoaster: 

Get four volunteers or pick four people and have a sponsor take them 
back to a secluded room. have that sponsor tell them that they will go up in 
front of the crowd, one at a time. Each one will sit in a chair. The object is 
for them to act out a given scenario WITHOUT leaving the chair: 

1. Pretend they are on a major roller coaster 
2. Pretend they are riding a bull 
3. Pretend they are being tortured 
4. Pretend they are getting their shoulders rubbed and they like it a 
lot 

Whoever does the best job - wins. 

Meanwhile - the leader is in the other room telling the audience that the 
four people coming out are going to act out what they do when they are on 
the toilet. It's a hoot! People are crying everywhere from laughing so hard!! 
Let them go for about a minute or so and then tell them what they were 
really doing! 


Twister: 

Buy the board game twister and play three guys, then three girls. See 
which sex can stay on for the most turns. 

Walkman Sing: 

You got it- the title tells it all. It's a poor man's Karaoke. Select a good 
song (and if possible have the lyrics typed out) Have a kid come up, put on 
the walkman and do his best to sing along. Have the volume on the 
walkman loud so the kid can't her his or her self for best results. 

Weight gain: 

Three people weigh themselves, then drink as much as possible in 5 
minutes. The winner is the person who gained the most weight. 











Mingles 
Everyone simply forms a big glob in the middle of the room. At a signal they all "mingle" (walk around within the glob as if mingling at a party, but they have to keep moving). While doing this they must say "mingle mingle mingle mingle" etc. Then the leader hollars out a 
number, such as "3" or "4" and occasionally larger such as "5" and "6". At that moment the kids must form themselves into groups of that number and squat down. This is usually hilarious as the kids fight over trying to get their group formed, fall over, etc.. Group that don't form with the right number__or form last__get eliminated. Often you get down to "3" people (careful manipulation by the leader in calling out numbers can ensure this!). Of course, you're going to call out "2"__and they know it__ but WHEN you do is the question. Watch for two people sort of hanging close while the third is shut out and wait until the distance is more or less equal (or just tell them "no clinging"). Anyway, pick a good moment and hollar "2"! By the way, a fun thing to do is hollar "1" and watch them grab for someone, when in reality they just should squat down alone! Don't eliminate anyone __just do that for fun. Also, have a trial run before starting the contest so that they know what to do. 

Do You Trust Me? 
We love to do the "Do you trust me?" game where we catch someone falling off of a picnic table_they fall backwards into the hand holding arms of at least six group members _ a great lesson in trust, albeit a bit scary! 

The T_Shirt Tower 
Get some old, extra large t_shirts. Divide your teens up into teams of 12 or more. Place a t_shirt on the floor in front of each group. Have them see how many people they can get to stand on the t_shirt. Everyone must have both feet on the shirt and off the floor. See who can make the largest t_shirt "tower". Most groups can get between 8 and 11 on the shirt. 

Up and Over 
Divide your group up into teams. Pull a piece of clothesline straight about 5 feet off the ground (like a tennis or volleyball net). Tell them that their job is to get all the team members over the rope without touching it. The last person is a toughie. 

Hand Shake Of Death 
What you do for this game is, get everyone to close their eyes while a leader goes around and taps one person on the shoulder. When the leader has taped someone then everyone opens their eyes and starts to walk around shaking everyone's hand. The person that was taped on the should has the hand shack of death. What they do is go around and shack the other peoples hands hand's and tapes the inside of the wrist and then that person is killed and slowly dies and lays on the floor. The people that are shacking hands tries to find out how it is that has the hand shake of death before they die them self's!! 

Names That Can Hurt 
This is a fun game that everyone likes to play. It is a great way to get to know peoples names fast!! What you do is you have everyone get in a circle and then you go around and everyone says their name. You may want to do this through two or three times so that people can see what name goes with what face. Then after you have gone through the names you put on person in the middle of the circle with a towel. A leader will start the game by saying a persons names. The person in the middle has to hit try and hit that person with the towel before they say a different persons name. You keep this going till the person in the middle has hit some before they get to say another persons name. The person that was hit changes places with the person that was in the middle. 
Knights, Cavaliers, Horsemen 
First you have to get everyone into partners. You have two circles one inside of the other. They both start walking around in opposite directions. If the leader calls out Knights everyone must find their partner and one of the partners sits on the knee of the other. The last pair to do this is out of the game. If the leader calls out Cavaliers then one partner jumps into the arms of their partner. If the leader calls out Horsemen Then on partner kneels down and the other partner gets on the back like a horse. You keep doing this till there is only on pair left. 

Ring on String 
Everyone stands in a circle but one person, who stands in the middle of the circle. Everybody holds onto a string which has its ends tied together. Put a ring on the string before tying the string. One person has the ring, but it is hidden underneath their hand. This person passes the ring without letting the person in the middle notice. Everyone can move their hands back and forth, pretending to pass the ring even if they don't have it. The person in the middle gets three guesses as to who has the ring. If they guess right, the person who had the ring goes in the middle. 

Knots 
Have everyone get into a circle and them tell them to take on hand and lock it up with another person in their group other then the person on either side of them. Then tell them to take their other hand and do the same. What they have to do is try and undo the knot that they are in and end up in a circle that they started in without unlocking hands. To make it a little more fun you can make two teams and see which team can unlock the fastest. 

Four On The Couch 
Everyone writes their name down on a piece of paper. They are gathered, shuffled up, and then passed around. Everyone gets a piece of paper and remembers whose name they have. Everyone sits around in a circle, on chairs or coaches. If using chairs, four chairs should be in a row. People must be seated boy-girl-boy-girl. There is one empty space. One person begins by calling out someone's name (eg. Fred) Not Fred, but the person who got Fred's name, moves to the empty seat. Then the person beside the person who first called out a name gets to call out a name. The object of the game for the girls is to get 4 girls sitting on the coach. The object of the game for the boys is to get 4 boys sitting on the coach. This game takes a lot of strategy. 

Need to wipe 
This game requires only toilet paper. Have your group sit in a circle. Pass the roll to each member. Tell them to place the roll on their finger and see how may tissues they can get by pulling on the paper once. After everyone has had a turn, tell them to count how many tissues they got. Then, they must tell you one thing about themselves for each tissue they got. 



Trade Off 
Get a bag of multi_colored jellybeans (you can also use colored paper cut into small pieces, colored marbles, or any other small multi_colored item you have) and some envelopes (or small bags). Divide the jellybeans into colors and then place 7 different colored jellybeans into each of the bags. Give every person an envelope then have them mingle around the room asking each other to trade one color of jellybean for another. The goal is to collect 7 jellybeans of the same color. You cannot trade more than one jellybean at a time and cannot go back to the same person twice. The good thing about this game is that everyone gets a snack at the end! 



Bubble Gum Challenge 
This is a simple ice_breaker. Take a package of good bubble gum. Ask for Volunteers, take bubble gum and chew to music and blow a bubble. The person who has the biggest bubble wins. Make things interesting have boys Vs. girls, or if you have multiple age groups, Jr. High vs. HS. It is a simple event if you do it to loud music and get everyone yelling. it 

"Can't Flush this!!!" 
First, get a porta_potty, like the kind you get for camping. Just a seat and a plastic bag. Then put in a few mini Baby Ruths. Then add some Mountain Dew. By now, it should already look disgusting!! Do this were the kids can't see you and ask for volunteers before the kids see the "toilet"!!! The object is to see which team can get the most Baby Ruths out with their mouth. They can't use their hands!!! This game can be very interesting and a ton of laughs!!!!!! 

Pop Anyone 
Here is a crazy one but it is VERY funny. It works very well with a large group. Get a guy and a girl volunteer who don't to get a little messy. Beforehand buy two Pepsis and two Mountain 
Dews and ask each of them which they would rather have. Give them their pops then ask them to take off one shoe and one sock. Have them trade socks so that the guy has the girls sock and the girl has the guys sock. Now you must make sure that everyone is excited and into this or you won't get your volunteers to follow through with the rest of the fun. Have both volunteers take their sock (not their own) and slide it over the can of pop so that the end of the sock is over the top. Next, they open the can of pop and the first one to drink down the whole can through the opponents sock is the winner. Maybe even give out a crazy prize. 

Acid River 
Take the group out in the woods, or anywhere suitable. Make sure you have 3 coffee tin cans that are strong and sturdy as well as two boards roughly 4 feet long and half a feet wide. Set down two ropes about 10 to 12 feet apart. The object is to get everyone on the boards or cans at the same time and then to get everyone off successfully without anyone falling off and touching the ground with their feet _ or else they fall in to the imaginary "acid river." If one person 
falls off, the whole group has to start over. This activity will build communication skills, leadership skills and fellowship skills. 

Mattress Surfing 
Needs 20 participants or more. Make two teams Elect one from each team to be the surfer. Have everyone else on the team lay down right next to each other perpendicular to the direction which the mattress will travel. Have the surfer get on the mattress, which is placed on the first few players laying down. Everyone laying now roles until the mattress travels over him. He then gets up and runs to the front of the line and continues rolling. The team whose mattress surfer reaches the finish line first wins. 

Sticky Situation 
You divide the youth into two teams. Each team gets two rolls of Duct Tape.Designate two youth before hand to dress in "sloppy" clothes. Have the two youth stand on chairs with their backs to an outside wall. Each team must then "Duct Tape" each youth to the wall! They have to use both rolls of tape. When they have used up all the tape, the chairs are removed, and the one that stays stuck to the wall, wins! Be sure and have a camera on hand. Pick someone who talks a lot to be one of the ones taped to the wall, and I guarantee that the mouth will get taped first!! We followed this up with a devotional on Psalm 119:31 




Atomic Fire Bunnies! 
The game is a play off of another game called.... FLUFFY BUNNY or something like that. WE IMPROVED THE GAME!!! ... we use "atomic fireballs" (those red hot dime_store candies) for the game. RED GOOK GOES EVERYWHERE!!!!! It's a little more about how hot... than it is about how many.... we like this better because it's more interesting (messy) and... it is safer. It is very difficult to get three cramped up marshmallows out of the back of a kids throat... remember they may just choke. With the fireballs... they are more likely to spit out the solid objects and less likely to get so many in their mouths that they don't still have room for things like.... breathing 

Musical Chairs With A Twist 
Set up enough chairs for everyone in a circle. Play like normal musical chairs. Have everyone walk around the chairs while music plays. Take away a chair or a few chairs depending on # of people playing. then stop music. Everyone must grab a chair. here is the twist... No one ever gets out. Grab a chair rather or not anyone is sitting in it or not. Continue this pattern until you have only one chair left (if you have a group over 25. you may have to have two chairs left at the end.) You end up with everyone sitting on each other in one chair.

Baby Bottle Burp: 

Three girls put a diaper (towel) around three guys, then sit them on their 
lap and feed them a baby bottle of soda (half full), then make them burp. 
The first guy to burps wins. 

Baby Bottle Burp Extra 

We did the Baby Bottle Burp, only first, guys had to feed girls a jar of 
baby food with the girls wearing bibs _ I use plastic grocery bags & slit the 
handles at the middle, makes two. Then the girls had to tie the bib around 
the guy and feed them the bottle of soda and make them burp. 


Banana Stuff: 

Bring three guys to the front to see who can eat the most bananas in five 
minutes while blindfolded. As soon as one banana is peeled and eaten, the 
contestant will be handed another. Blindfold all three. Instruct the crowd to 
cheer for their favorites Then have associates silently remove two of the 
blindfolds and let the guys rejoin the crowd. Start the "contest" and keep 
the one guy stuffing down bananas as long as possible. When his blindfold 
is removed and he realizes he was the only one it is quite funny. 

Barbasol Beauty Parlor: 

Have several guy volunteers come up and have them each select a 
beautician from the audience. Give the beautician beauty supplies: shaving 
cream, and other items if you wish (sprinkles, chocolate syrup, etc.). Have 
the beautician put the shaving cream in the guys hair and try to beautify him 
as much as possible. Have the crowd applause as to the best job to 
determine the winner. 

Beautiful Boys: 

Pick six girls and put them in pairs. Then have each pair pick a boy. Now 
from your local dollar store get cheap makeup, hair clips ,earrings, 
necklaces, or any thing like that. Put it all out on a tray or table. give the 
girls two minutes to makeup the guy, then have the group vote on the best 
looker. You have some great pictures for blackmail later. 

Belly Lick and Stick: 

Similar to Lick and Stick. Get three, four or five guys (the less hairy the 
better) and have each guy assemble a team of five or six others to build a 
Christmas wreath on the guy's stomach using licked red and green 
lifesavers, and red gum for the bow (stickers should put the candy in their 
mouth for a while to get them real sticky!). Give all of the teams about five 
minutes to build their circular wreath. When the time is up, have all of the 
teams sit down and then vote on the best one. Feel free to use other 
candy, too (ie: Gummy Worms, Jolly Ranchers . . . just make sure that you 
run a test beforehand to make sure that it sticks well) Remember, the more 
slobber... the better. 

Bellybutton Basketball: 

Get two volunteers from the audience or you can use teams if you prefer. 
Using a fish net (one used in a home aquarium) bend the handle so that it 
fits securely in the front of your pants with net straight out in front attach a 
rubber ball with a rubber band attached to it at the base of the net 
(remember those old ball and paddle games, those work best, just remove 
string and ball and use with fish net). Contestant must swing ball and ring 
net without using their hands. Lots of fun to watch. Two points each 
basket! Person or team with most points wins! 

Bobbing for Bananas: 

This game works best in a church with a baptistery that you've filled with 
milk and the bananas are sunk at the bottom 4 feet down! (I was young 
when I did this- so don't email me if you're offended by this!) You can use 
a bathtub or one of those bigger baby pools too- but a 4 foot baptistery is 
best! (Use powdered milk to save $$$$) 

We had a camera at the entrance to the baptistery, interviewing each 
"bobber" as they disappeared into the 50 gallon tank for what seemed like 
minutes before emerging with a banana in their mouth. 

Bubble Gum Blow Relay: 

You get three people to come up front and sit in chairs at a table. Then you 
put in front of them three pie pans that are full of whip cream. At the 
bottom of each pie plate is a piece of bubble gum. The race is to see who 
can eat all the whip cream, find the gum and be the first person to blow a 
bubble. The first person done is the winner. Rules are though they can't use 
their hands. They can stand or sit doing this. Kids love getting messy! 

Candle Blow/Ginger Ale Drink: 

Two people sitting very close (knee to knee) in chairs facing each other 
compete to drink a full container of Ginger Ale. They have a candle (which 
they can never let go of) in their left hand resting on their left knee, and a 
lighter and a Ginger Ale in front of them. They may only drink the Ginger 
Ale when the candle is lit. They may blow out the other person's candle but 
they cannot touch any of the other person's supplies. The winner is the 
person who can finish their Ginger Ale first when their candle is lit. 

1.if you move your candle off your left knee, you lose! 
2.if you touch the other person's candle, you lose! 
3.if you touch the other person's Ginger Ale, you lose! 
4.if you touch the other person's lighter, you lose! 
5.you must find the balance between drinking and blowing your 
opponent's candle. 






Candy String Race: 

Have two contestants face each. Have a long piece of string with a candy 
of some sort tied to the exact middle. Put each end in a contestants mouth. 
Say go and the contestants will eat their way toward the center of the string 
to get the candy. Person who gets the candy in their mouth the first is the 
winner. 

Cheetos face: 

Arrange several groups of two in the front of your room or on stage. One 
partner gets whipped cream spread (or sprayed) all over his or her face. 
The other partner stands back about 5 feet and throws Cheetos on the 
whipped creamed partner's face (they stick!) in a given amount of time. 
Whoever ends up with the most Cheetos on his or her face wins. 

Circle Dodge: 

Have two volunteers face each other with one hand at their side. Tape a 
piece of paper cut into a circle (about 4-6 inches in diameter) on their 
back. Say go, and each person will try to grab the other person's circle 
without getting theirs grabbed. 

Rules: 

1.You may only use one hand to grab, the other hand must remain 
always at your side 
2.You may not block with your hand, you can only turn your body 
3.You can only grab for the circle, you cannot hit, push, bite, scratch, 
kick, maim, injure, head-butt, etc. 

Clothespins On Face: 

Get four students up front with many clothespins. They have one minute to 
put clothespins all over their face. The one with the most clothespins at the 
end of the designated time is the winner. 

Diving for dollars 

Take a tub, or a large plastic tote, and fill it with ice. Then add water until 
you have a tub full of ice and water (a baptistry would always work!- then 
students must dive!). Then stuff ten ones, two fives and one ten dollar bill in 
the water beneath the ice. The contestants names are drawn from a hat. 
This is a great way to get visitor names and addresses. Draw out two or 
three names. Each contestant gets 30 seconds to dunk their head (no 
hands)in the ice and water and fish out with their teeth any cash they can 
find. They get ONE try each, and they get to keep whatever they can 
catch. This game is a great up front game. I have also used Jello for a 
second week teaser. 






Dollar Jump: 

Hold up a dollar and offer it to anyone who can perform a simple task. 
Bring the sucker . . . I mean, "volunteer" up front and tell them that the 
dollar is theirs if they can simply jump over it the way you designate. Lay 
the dollar on the ground. Have the person stand with their toes to the 
dollar. They must bend over and grab their toes. Now, tell them that they 
can't let go of their toes and they must jump over the dollar. No matter 
how they bend, contort, etc. they won't be able to do it. (I did have a kid 
one year do it by jumping backwards over it- but that was one in a 
thousand). 

Donut On A String 

This game is played with four people. Two kids sit in chairs. The other two 
stand behind them with small poles about three feet long with string 
dangling at the end. On the end of the string is a chocolate covered donut. 
The donut is to be held out in front of the kids sitting in the chairs. The first 
one to eat the donut wins. The trick is that as they take a bite the donut will 
swing away from their face and come crashing back into it leaving a 
chocolate mark. Great game, tons of fun. 


Egg Blow: 

Put the inside of an egg inside a large surgical tubing. Have two students on 
opposite ends blow into the tubing until the egg blows onto someone's 
face. 


Flour Swing: 

Need: Two pair of nylons and five pounds of flour 

Prepare: Pour half the flour down one leg of nylons and the other half 
down a leg in the other pair of nylons. Mark an area on the floor for the 
match. 

Play: Select two volunteers. Each volunteer places the waist portion of 
they nylons over their head. They now have two nylon legs hanging from 
their head, one full of flour. The players face off in the marked area for 
specific time period. This is a fast paced game and one minute is almost 
too long. Players then swing their heads to make the flour come into 
contact with their opponent. 

The winner is the player with the least amount of flour on their clothes. (It 
doesn't matter whether the flour is from their own nylon or their 
opponent's.) Or you can count points for each time a blow is struck to the 
torso. 





Frozen to a T: 

Prep: Get as many t shirts as you want to do, I do around 6. Soak them in 
water and thing wring them out to a good damp, if you get it to wet they 
can't play the game. Fold them up nicely & place on wax paper inside your 
freezer. 
Game: Have a 2 teams of 4 students volunteer to do the next game and 
pull the t-shirts out of the freezer. 
The object: When you say go they have to open the shirt and one of the 
students has to put it on. The team that does this the fastest wins! 


Funnel Penny Gag: 

Take a funnel and shove the small end down the front of your pants so the 
wide end is facing up. Put your head back, place a penny on your forehead 
and close your eyes. Tilt your head forward, dropping the penny off of 
your forehead and into the funnel. Challenge the kids that no one in the 
audience can do that three times in a row. Pick the kid that is the most 
eager to prove you wrong. Set it up for the kid and emphasize how much 
you must close your eyes for at least three seconds before dropping the 
penny in. On the kid's third try, pour a huge glass of ice water down the 
funnel (make sure that the funnel has a big enough opening to allow good 
water flow!) 

Gag a Napkin: 

Here's a "quickie", just for fun. This game will really liven up even the most 
boring banquet. Each person opens up a paper napkin and places a corner 
of it on his or her tongue. Then have a race to see who gets the complete 
napkin in their mouth first. 

Hanging Apple: 

Choose 4 or 5 sets of two person teams. Hang that many apples (or 
caramel apples) from the ceiling with a string. Make sure that they are 
secure. Once you say "Go' the two people will try to finish their apple 
before the other teams. The first team that finishes wins. The trick is that 
the apples swing around when you try to bite into them and they can't use 
their hands, so unless they bite at the exact same time the apple can't even 
be bitten in to. Teamwork counts on this game. 

Hawaiian Punch: 

We had three teams of two people. Each team is given a bag of fruit, a 
clear drinking cup that has a line drawn across it to indicate a minimum 
amount of juice to be squeezed into the cup, and a chair. 

The object of the game is to squeeze enough juice from the fruit into the 
cup to reach the line and for one team member to drink it. The gross out 
factor is that the only way that fruit can be squeezed is either in the armpit, 
the back of the knee or with the feet. 

On team member sits in the chair and does the squeezing (with the help of 
the drinker) while the other team member catches the juice. Once 
predetermined level is reached, the drinker has to run up front and drink it. 

We always give out prizes, but they are usually just something dumb like a 
can of bean dip or an old soccer trophy. 

Tips: 

Cut the fruit in half before the teams get it b/c it juices easier. 
Grapefruits are good b/c they have tons of juice, so are tomatoes 
because they are gross and have a ton of juice. Plastic cups are 
safest to use. We used tape on the cup to indicate the level of juice. 
Be sure and keep the level low enough and use tons of fruit b/c each 
piece yields very little juice. 


Hose-head: 

Have 2 people come up front. Get a pair of womens thigh high panty 
hose.( the kind that dont have a crotch) Put a tennis ball in the end of each 
one all the way at the toe end. Have the contestants put the panty hose 
over thier head and face (w/ ball dangeling in front. They bend over and 
start swinging their panty hose and ball getting them all tangled up at the 
count of three they each begin to pull in opposite direction.... The first one 
to pull it off their opponents head is the winner.( Kids w/ braces work 
especially well) 
Our kids love this game it is a riot.....Use small size panty hoses... They 
can run around or whatever trying to keep it on their head. 


Ice chest 

Get some guys (3_4) that think they're pretty tough. Tell them that you're 
going to have a contest to see who is the "coolest!" Have them change into 
some x_large shirts that you have for them and have them tuck the shirts in. 
Then have a team mate (or team mates) run with cups of ice to fill up the 
shirts. You'll need a lot of Ice, shirts, cups, and buckets or actuall ice 
chests to hold the ice in. Also have towels for them when the game is over. 
You can judge the winners by how much ice they got in the shirt in a given 
amount of time or by how long the guys could stand having the ice in their 
shirts. 


Ice Cream Stuff: 

Get an even number of students and have them pair up in twos. Have the 
kids decide who wants to sit and who wants to stand. Place a blindfold on 
the student standing and give the one who sits a trash can bag to cover 
his/her clothes. Hand the blindfolded student a big helping of ice cream in 
an plastic bowl with a spoon. When you say "go," the blindfolded student 
must feed the sitting student. If any ice cream spills, they must eat it off the 
floor. Whoever eats it all first wins. 

IV Bag Suck: 

Get three large zip lock bags filled with Kool Aid and surgical tubing 
coming out of the top. Have three people suck until the Kool Aid is gone. 
First one done wins. 

Jello Suck: 

Easy as it sounds. Several contestants, each with a bowl of jello in front of 
them. You can give them each a straw, or put their hands behind their back 
and have them bury their face in it. Anyway, first one done is the winner. 

Joust: 

Equipment: 

1.2 five gallon buckets 
2.2 jousting sticks (4 ft. sticks with foam rubber ends) or two pillows 
3.Soft area to play (grass area or padded floor) 

Rules: 

1.Place buckets up-side down, about 3 feet apart. 
2.2 players stand on buckets, each with a joust stick or pillow 
3.When judge say "go", each player tries to knock the other player off 
his bucket. 
4.Try to discourage "head shots" and other "cheap shots." 


Leg Line Up: 

Have five guys line up for 3 girls to see. Then blindfold the three girls. Have 
the girls feel the five guys legs and guess which legs belong to which guy. 
The girl who gets the most correct guessed is the winner. 

Lemonade: 

Get 4 "volunteers" up front and have them sit down on stools, facing the 
rest of the kids. On a low table in front of each of the "volunteers," have 
the ingredients for lemonade: a 1/4 of a lemon each, a teaspoon of sugar, 
and a glass of water. 

Announce to the kids it is going to be a race to make lemonade. When you 
say "go" they must first eat the lemon, then the sugar, drink the water, then 
they have to jump up (twist, spin.... use your creativity) and sit down to 
mix up the ingredients. The first to do this is declared the winner. 







Lick and Stick: 

Fun game to watch. Bring up several contestants. Have them choose a 
partner each. When you say go, the partner must put an entire pack of 
lifesavers in their mouth. Then they must one at a time stick them to their 
partner's face. Any that fall off during the game must be put back on. First 
couple to get all of the lifesavers sticking on their partner's face is the 
winner. 

Meet the King and Queen: 


Set up two chairs far enough apart that a third chair 'could' be inserted. 
Instead of a middle chair, though, put a soft, plush pillow between the two 
chairs on the floor. Then cover the two chairs with a blanket that 
completely covers the chairs and the floor so the pillow can't be seen. 
(Make sure the blanket doesn't sink in the center!) Then have your 'King' 
and 'Queen' seat themselves on the 'throne'. It's best if your King and 
Queen are leaders or adults who are already there before the youth get 
there, so you can get them all fit for the part. However you want to make 
the King and Queen look is up to you! It's fun to make them look really 
goofy, yet completely serious. 

Appoint yourself the royal assistant and have the kids approach the King 
and Queen as they arrive and introduce that youth to the King and Queen. 
Making sure you tell the youth not to do certain things in front of the King 
and Queen cause it's rude! Really ham it up. Once the introductions have 
been made have the King say something that will signify to the 'royal 
assistant' that the 'lucky' youth may have the honor of joining the King and 
Queen on the throne. When the youth goes to take their seat, the King and 
Queen stand, causing the youth to fall on their tush! Fortunately if you 
remembered the pillow, the youth won't be hurt at all. Once the youth has 
fallen, they have the honor of becoming a part of the 'royal court' and 
watch the rest arrive and take their spills. 


MessyPlexi 

Prep: Buy or get a 4'x8'sheet of plexi glass donated. Oreos, Cheese in a 
can, Crackers Call up 2 teams of 2. Tell the students that they need to 
draw someone using the oreos, cheese in a can, and crackers. When they 
finish hold up the plexi glass to show the audience and let them vote by 
applause. 
Then tell them the game is just starting. The team that can eat their creation 
the fastest wins. It's great to see tounges, lips, hair, ears and whatever 
press up against the glass and the audience will roar with laughter. 
Of course you will need to pressure wash the glass each time you use it. 







Mind Reader: 

This is a fun game where you and another staff person or student leader 
pretend that one of you has the ability to read minds. Important: 
pre-arrange with "It" (your assistant) a person that they will pick first. As 
everybody arrives, tell them that "It"is a mind reader. Send "It" out of the 
room and point to the person that you have pre-arranged. Have "It" come 
back in the room and ask him or her which person you just selected while 
"It" was out of the room. "It," of course, will know and the kids won't be 
that impressed. But "It" looks two spaces clockwise from the person you 
just pointed to and remembers that person. When "It" leaves the room 
again, shuffle everyone around (for their confusion) and then pick that 
person (that WAS two spaces clockwise from the previous person). "It" 
will come and pick this person to everyone's amazement. Continue playing 
this for a few rounds, quitting while they still want more. 


Pantyhose Jello slurp: 

Up front game with three to five contestants. Each contestant places a 
knee high pantyhose over their head, which is funny in its own right. Then 
place a drop cloth or tarp down and have each kneel on the tarp. Give 
each contestant a bowl of especially runny Jello in the most seasonal color 
(green St. Patrick's Day, red for Valentine's, orange for Halloween, etc.). 
Place something seasonal in the Jello (peeled grapes for eyeballs at 
Halloween, Lucky Charms for St. Pat's) and give bonus points for those 
that can slurp seasonal items through their pantyhose. Winner gets a dumb 
prize. 


Ping Pong Ball Party Blower: 

Give several guys a party blower and a ping pong ball each. Have the guys 
get down on all fours and race their ping pong ball to a given destination 
and back. The only way they can move the ball is by bopping it with the 
party blower. 

Pushover: 

Have two people come up and face each other about 2-3 feet apart. Their 
feet should be even (side by side, not in front of one another) and their 
hands are raised, touching each others palms (like they are playing 
"Patty-cake"). The object is to make the other person fall, forward or 
backward by pushing or releasing pressure to your hands. 

Rules: 

1.Can't move your feet 
2.Can't move your hands other than forward or back 
3.Can't grab or close your hands 




Quick Change: 

Prepare three or four costumes and grab the same number of volunteers. I 
used an old military uniform, one of those old polyester Taco Bell uniforms 
(it was my friends, NOT MINE! ), and a 70's outfit. Each ridiculous 
looking costume consisted of a pair of pants, a top, a pair of glasses, and a 
hat. I set the costume in front of each participant, handed them each a 
balloon, explained to them each the object of the game, and yelled go. 
Each of them had to blow up the balloon and start bopping (is that a 
word?) it into the air. The object was for them to get completely into the 
costume and back out of the costume while keeping the balloon in the air. 
The result is three people running and hopping all over the room, trying to 
get dressed while chasing a balloon. Great fun- give it a try! 

Quick Draw: 

Have two challengers face each other with their hands behind their back. 
On "1, 2, 3, go!", they are to whip there hands out in front of them with a 
random amount of fingers sticking out for the other person to see. The first 
of the two persons to yell out the total number of fingers out there (from all 
four hands) is the winner. 

Siamese Twins Tasks: 

This game is only as good as the person leading it. Grab a few pairs of 
kids. Have an XXL t-shirt for every pair. Have them both get into the 
t-shirt and do specific tasks that you ask them to do. You can do this in a 
drama-like format. You can read a story and have them act it out. (e.g. 
Once upon a time the Stuck Sisters got up from a good night's sleep. They 
immediately decided to do their morning exercises. They started with toe 
touchers. Then push ups . . . now they need to brush their teeth with their 
one tooth brush . . . ) Fun to watch!

Blob Tag 
have one person to be it. When he/she tags a player then that player holds hands with the player that is it and they are both it. Whenever someone gets tagged they hold on to the hand of the player that is on the end of the blob. The game is over when all of the players or locked up with the blob. 

Ooze Ball 
This game is played only on rainy days. It is the same as soccer but you just play it in the rain. 

Graveyard 
Campers lie down, and are not allowed to move or speak. One person is left standing up, this person goes around to the people who are lying down and try to get them to move. They can talk but are NOT allowed to touch the people who are lying down. When someone is caught moving, they get up and help to catch other people. 
Wolverine 
In this game, campers stand around a greased tarp and when their number is called, they run into the center to gain control of a ball, strategically placed in the center. The player that gets the ball out of the tarp wins. Then you call another number. And two more campers run in. 

Ultimate Frisbee 
This is a great game. It is very easy to play. All you do is spilt you campers up into two teams and then put a chair at on end of the field and a chair at the other end of the field. The teams have to hit the chair with the frisbee. They can only take three step before they have to throw the frisbee. 



Jail Break 
There are two "cops" and one "jailer". The rest of the people are "robbers". The number of "cops" 
and "jailers" can vary depending on the number of players. A fairly central location is designated as "jail", The jail should be fairly out in the open and the boundaries definite. A picnic table can work great as a jail (those in the jail would sit on top of the table). All robbers are given some designated time to go hide (like hide_and_go_seek maybe 30_60 seconds). After the appropriate hiding time, the cops go looking for the robbers. The robbers usually are not in the same spot all of the time for reasons I will describe in a minute. The cops catch a robber by one of many methods (this is where the variations come into play). The robber may be tagged, hit with a light beam, person identified correctly, or combinations of these. When a robber is caught, they are taken to jail by the cop. The big difference between this and hide_n_seek is, if someone is quick and sly (someone being a robber), they can cause a "jail_break" and let all that are in jail get out of jail. This is done by sneaking up into jail (not being caught by the jailer), stepping IN the jail (or touching the table with both hands), and yelling "JAIL BREAK!" At this point, all that are in jail are FREE. The jailer must give everyone that was in jail and the breaker some time to get away (maybe 15 seconds). Sometimes this game has gone on for hours for one game. Sometimes it is a fairly short game (but not too often). If you want, you can have the game continue on by having the final (in this example) 3 people to be the cops and jailer. 

Kaos and Control 
This game involves simple equipment and lots of open space, like a park or an oval. Australian Rules football ovals have proven to be the best. An overview of the game is as follows. There are two teams, one called Kaos, and the other Control (as in 'Get Smart'). One team (team A) is equipped with one leg of a pair of stockings, that has a small amount of flour in the end. The other team(team B) does not have these. Divide the oval in to two halves for each team. Team A has control of one of the halves, and B the other. The object of the game is for the members of team B to run through the members of Team A without getting hit by the stockings full of flour to a checkpoint or base at the other end. If they are hit, then they are taken prisoner by the other team. 
Both sides have a chance to run through the other side, and the winner is the team that gets the 
most people to the checkpoint. This game require some old clothes and can be run with a 
large group of teenagers at a youth group, school or camp 


"Bumper Butts" 
Everyone bends over and grabs their ankles. On go, they walk backwards and try to knock other people down. When knocked down or when hands come off of ankles, you're out. Play until there is only 1 person left. You can play this many times in a short amount of time. It's hilarious to watch!!! 

Warriors and Brigands 
The group is split into teams, one is the 'Brigands' and the other is the 'Warriors'. Each team has one end of the room as its base. The teams then line up facing each other and the leader gives various commands, e.g., 'Warriors two paces forward' or 'Brigands one step back'. This goes on with mounting suspense (although three or four times are usually enough) until the leader says, 'Warriors (or Brigands') attack!' Then the team ordered to attack gives chase as the others rush to their base. Any prisoners taken by the pursuing team immediately transfer to that team. 

Darebase 
Designate a playing field and mark out two lines about 50 feet apart. Divide the group into two teams. Teams should line up along each line. This line is the team's "base". Designate opposite corners of the field "prisons". The point of Darebase is to tag members of the opposite team. You may tag someone on the field if you leave your base after they leave theirs, in which case you "have base on them". At any time you may return to your base, after which you would have base on everybody on the field. Once tagged, you must join the end of the team's prison. The prison is a line of people, holding hands, arms and legs outstretched. Prison members may be freed when a member of their team touches the outstretched hand of the prisoner. Only one prisoner may be freed by one person. People are "safe" from being tagged if they have been tagged, if they have just tagged someone, if they have just rescued someone from the prison, or if they have just been rescued from the prison. 

4 Way Tug of War 
Instead of two teams pulling each other, why not try four? The ropes can be arranged perpendicularly with a ring in the centre; a team wins by pulling the ring out of a set boundary on the ground. Teams pulling in this fashion will not get very far, so teams will soon learn to temporarily collaborate with other teams to defeat the other side before battling out on their own. 

Big Balloon Bop: 

This is a simple game. Go to your local art supply or party supply store 
and buy the biggest balloons they carry. (16" are cool, 3' are better). 
Divide the crowd in two. Have numerous staff throw the balloons in the 
crowd and have the crowd try to hit the balloons to the other side of the 
crowd. 

A fun twist to the game is, when done, tell the kids to pop the balloons and 
have #'s in a few of the balloons. Bring the kids with the #'s up front to use 
in an up-front game or to give a prize to. 

Cell Phone Challenge: 

This is a cool little modern game idea. Have someone hidden in the crowd 
with a cell phone on. You have another phone up front with the number for 
the other one programmed in it. Bring up a kid from the audience, dial the 
other phone, hand him the phone and tell him to find the other one as fast 
as he can. 

Hints: Test the room to make sure that cell phones work. Also, most cell 
phones will only ring four times and then will go to voice mail . . . so tell the 
kid to hit end and send again every four rings! 

Cell Phone Pizza Challenge: 

Find two local pizza places that deliver. During the beginning of the 
evening, divide the crowd in two and bring up a representative from each 
side. Hand each representative a cell phone and phone # of two competing 
pizza places. Have them each order a large pizza, tell the delivery person 
the situation, and that there's a $20 tip for the one that arrives first. Clearly 
announce to the crowd which pizza place is coming for each team. 

As you are continuing your program, one side of the room will erupt into 
applause when a pizza driver comes in representing their side of the room. 
Interview the deliverer and give him the $20 tip in front of the crowd. (You 
can then have up front games lined up where winners get a piece of pizza.) 

The Duct Tape Challenge: 

Divide into even teams and have each team select a volunteer- preferably a 
small, light one. Give each team a roll of duct tape. The object is to tape a 
team member up on to the wall, using no more than the provided role of 
tape. The one who stays up the longest is the winner. (At one event, a 
middle school kid was on the wall for 30 minutes!) 
Hint: Make sure you use the tape that doesn't leave sticky stuff on the wall 
or tear off paint (especially in rented or borrowed facilities!) Provide a soft 
landing for youth as they drop off the wall! 






I Need a Shoelace: 

This game can be played with small or huge groups. The up-front person 
divides teams (in audiences of rallies or other large gatherings you can 
make each section of chairs a group). The up-front person then yells out a 
demand for an somewhat common item that people might have on them. 
The first team to bring up that item wins that round. Have each team elect 
ONE runner to run the item up to the person up front. (Examples: I need a 
shoelace, I need a student body card, I need 13 shoes tied together, I 
need 3 belts hooked together) 

Mummy Wrap: 

This game is also in the regular game list- but in a big crowd you can throw 
out toilet paper to different sections of the crowd and have them do it right 
there. Give each section a roll or two of toilet paper. Make sure you give 
each team or section the same amount. The section wraps up (like a 
mummy) a person in the group. The object of the game is to: See who can 
wrap up their "mummy" first or who is most creative in their "mummifying". 
Have the staff vote. You need a bunch of rolls of toilet paper, depending 
on the size of your crowd. 

Mattress Pass: 

Easy! Two mattresses in the back- one on each side of the crowd. Get a 
kid on top of each one and have the audience pass the mattress (with the 
kid on it) to the front. 

CAUTION: Have staff all around the crowd to catch the kid on the edges- 
very important to avoid any injury! 

Move right if: 

Just like it sounds. Tell the people in the crowd to "move right if . . ." (e.g. 
they are wearing green, if they're in eighth grade, if their birthday is this 
month, etc.) Be creative! (move two seats to the left if . . . ) Kids will end 
up on multiple layers of laps or under others. 

Row Organizer: 

The reason that this game is good is because it takes no props! Just tell the 
crowd that each individual row is a team (make sure all rows have at least 
7 or 8 people in them). Then you tell everyone to organize themselves in 
their row by . . . (height, birthday, shoe size, age, # of speeding tickets, 
etc.) First row to do it gets a point. Keep score and give the winning row a 
prize. 







Superball Pass: 

This is a great game to be done in a sanctuary with pews. Divide the 
crowd in half. Have several members from each side of the sanctuary go to 
the back of the room behind the last pew. Dump a pile (about 20 is good) 
of superballs in front of the first pew. The kids in the pews must get the 
superballs to the people in the back of the room by 
shoving/throwing/passing them UNDER THE PEWS. Nothing can go over 
a pew. First team to get a certain # of the balls to the back (75%) is the 
winner! 

Wrap Body Pass: 

Get 4 staff members from the crowd (as many staff as you have sections of 
the crowd- divided by isles) Have each staff member stand in front of a 
given section of crowd that can cheer for their staff member. Have each 
staff member grab about 3 or 4 kids to "wrap them." Hand each group 3 
or 4 rolls of Saran Wrap, tell them to mummy them and yell "Go!" (I tell 
the staff to put their hands in the air so they have them free for later!) 
When they are wrapped up- ask the crowd what the best way to judge 
who is wrapped the best- then announce that you have an idea. "Pick them 
up and pass them to the back of the crowd and back up front again. First 
section to do that wins!" 

Ankle Balloon Pop: 

Give everyone a balloon and a piece of string or yarn. Have them blow up 
the balloon and tie it to their ankle. Then announce that they are to try to 
stomp out other people's balloons while keeping their own safe. Last 
person with a blown up balloon wins. 

Baby Food/Hot Potato with a Twist: 

You play this game just like hot potato, with everyone sitting in a circle. 
The twist is you use jars of baby food. When the music starts, you begin 
passing the jar of baby food around the circle. When the music stops, 
whoever is left holding the jar has to take a spoonful. We use this game for 
special occasions, such as Thanksgiving, and use flavors such as turkey 
and gravy, sweet potato, green beans, etc. Be prepared for someone to 
throw up. 

Back to Back: 

This is the game where you start out with two people sitting back to back 
and they have to stand straight up without using their hands. Add one 
person every time they stand up successfully. Our record is ten! 
Added by Greg Cates 

Balloon Pop Relay: 

This is the age old boring relay where they line up, run to a chair across the 
room, blow up a balloon, pop it by sitting on it and run back. First team 
that finishes wins. The less people you have on each team, the better- kids 
will get bored if they stand in line too long. 

Barnyard: 

This is a good little game to divide into teams for the day/evening. Have 
pre-made cards for more than enough kids. Come up with as many 
animals as you want teams that night. If you want four teams, have four 
animals. If you predict 35 kids that night make forty cards, four groups of 
ten. Each group of ten cards will have a particular animal written on it (so 
you will have 10 chicken cards, 10 cow cards, 10 donkey cards and 10 
pig cards). Hand out cards randomly to the kids and tell them to not tell 
anyone their animal. When you give the signal, have them make the sound 
of their animal as loud as possible until they find their entire group. First 
group to totally find each other wins. 

Banana Dress-Up: 

Each team or group is given a banana and a baggy of random items (felt, 
foil, beads, etc BE CREATIVE). They then are told to create a personality 
and appearance for their banana with the items they get. One volunteer 
from each group gets up and introduces their banana to the group. It's 
better if each group gets different items for variety. FUN STUFF. ) 

The Big Squeeze: 

Easy game for a big group (at least 20, if not more). Quickly divide into 2 
teams and announce that each team will be racing to squeeze into the 
shape of the item mentioned. For example: if the leaders yells out the word 
"football" the teams must squeeze into the shape of a football as would be 
seen from above. Keep score- first team to 10 wins. 

Good Squeeze Shapes (Squeeze into the shape of . . .) 
California 
A dog 
A pair of sunglasses 
A baseball bat 
A shark 
A map of the U.S.A. 
(your youth group leader) 

Bobbing for Worms: 

Similar to Bobbing for apples, but you use gummy worms and an infant's 
swimming pool. Not a game for the week at heart or have hang ups about 
germs. Take the infant's swimming pool and fill with water. Add one bag of 
gummy worms to the water. They will sink to the bottom. Have the 
volunteers take a turn at bobbing for the worms. The person who can get 
and keep the most worms in their mouth during their one minute try time 
wins. You can have the youth wear goggles to protect eyes. Junior Highers 
love this game. 

British Bulldog: 

This is a good game to release a lot of energy. Divide into two teams and 
have them each get to one side of the room, divided by a line down the 
middle. The object of this game is for teams to try to convert members of 
the opposite team to their own team. How? Easy. A team member runs to 
the opposite team's side and tries to lift an opposite team member into the 
air. While lifting the opposite team member you must yell "British Bulldog." 
If done successfully you both have free walk back to the lifter's original 
side, who just gained a new team member. While on the opposite teams 
side, you, of course can be lifted as well and converted to that team(if not 
on a free walk back). Winning team is the one that gets everyone. 

Build your own Snowman: 

For each contestant have a bag full of assorted snowman accessories such 
as a hat, scarf, mittens, a carrot etc. and a pair of safety goggles, a can of 
shaving cream and a set of clothes to go over their clothes for protection. 
Each team has a designated amount of time to use the shaving cream to 
cover their snowman and put all of the accessories on. The team to make 
the nicest looking snow man wins. 





Bug Collecting: 

Buy a bag or more of those little plastic insects and scatter them around the 
room, have all the young people bring a flash light, (or team up with those 
who have one), turn out the lights. And have them try to find the bugs. This 
game could be called "Animal Safari" if you used little plastic wild animals. 

Busted: 

Divide group into equally numbered teams. You can play this with two or 
two hundred teams, it makes no difference. For each team you will need to 
assign them a color that you can find balloons to match. Beforehand you 
will need to blow up an equal number of balloons for each team, the more 
the better the game. You will also need to acquire some ping pong balls. 
With the ping pong balls you will write letters on that spell out a word. You 
will take the balls and put them into some of the balloons (one word for 
team) as you are blowing them up. It is a good idea to use a common long 
word like Baseball or Dinosaur. You may use the same word for all teams, 
different words, the words can connect, it is up to you. Put all of the 
balloons in the middle and mix them up. Scatter the teams so that each 
team is an equal distance away from the balloons. Have the teams line up. 
The game kind of works like a relay in that once you say go, the teams will 
send one player to the middle to retrieve one of their balloons, when they 
return, another player from the team may go, etc. As the team gets 
balloons, they will pop them to find a ping pong ball (or perhaps no ping 
pong ball). The team that correctly spells out the word first wins. In warm 
weather, this game would make a great pool game. 

Butt Charades: 

Cut up slips of paper with words on them and put them into a bag. Break 
up into two teams. Get a volunteer from each team to spell the word 
he/she took out of the bag by moving their hips (spelling the words with 
thier butts!). (Make sure they do not say a word to give away clues.) If 
their team does not figure out the word after two spellings, the other team 
gets to guess. 

Make it interesting by the words you choose, try to keep it clean. We 
don't want any dirty butts! 
















Cereal Mania: 

We had a blast one night with 5 games that all involved cereal. First was 
the snoot shoot as you may have seen before. The youth shot Cocoa Puffs 
out of their noses. The team whose Puff went the furthest won. Next was 
the Rice Krispy Marble Dig. We filled a small swimming pool full of Rice 
Krispies & marbles and added water (milk is better, use the powdered 
kind to save $$$). A representative from each team took off their shoes 
and socks and had to dig the marbles out with their toes. It was messy and 
fun! The third game was cereal art. Each team was given various kinds of 
cereal, glue, paper, and scissors. No adults were allowed to help them. 
They were only told one rule: BE CREATIVE! You wouldn't believe the 
finished projects. After 10_15 minutes, they came back with the incredible 
pictures. We used some adults as judges. The fourth game was 
hilarious. I am not really sure what to call it. Two representatives from each 
team played. A person was at one end of the room holding an upright 
bucket on their head. The other person was at the other end with a bucket 
a water and boxes of the large shredded wheat (some groceries stores do 
not carry them). They dunked the shredded wheat one by one and 
attempted to throw them in the buckets on the their team members head. It 
was so funny! The last game was Cereal eating relay. Five members from 
each team lined up. One at a time they raced to a table where they had to 
make themselves a bowl of cereal and eat it, then go back at tag the next 
team member. 

Christian Strip: 

Have group sit in a circle. Give them a paper grocery sack. (Quantities 
available at your local store for about $.03 ea.) Tell them that you're going 
to play a game called "Christian Strip." Tell them to put their sack on their 
head. When everyone has a sack on their head, tell them to remove ONE 
thing they DON'T need. Guys and girls will begin removing rings, watches, 
shoes, socks, etc. Watch closely though because one or two always figure 
out the game and immediately remove their sack. Motion for them to 
remain silent however, because the group begins to catch on. There will 
always be at least one guy or girl who never catches on and the group will 
laugh hysterically! STOP the game however, when the group has 
exhausted simple things. Keep it in good taste!!! 

Clothespin bite relay: 

This is set up like any relay with multiple teams, each team with 5 
clothespins. Have the first person in line attach the clothespins to their shirt, 
clothes, or body part, run around a certain designated point and return to 
have the clothespins removed by the next person in line . . . with their 
teeth! 

CPW (cotton projectile wars): 

Divide into two teams and give each member a straw and a pile of Q-tips. 
One team member from each side sits on their side of the room on a chair 
with a paper cup on their head. The object is to knock the opposite team's 
paper cup off the person's head by blowing the Q-tips through the straws. 
No blocking Q-tips by anyone during the battle. 

Criss Cross: 

Simple game! Divide into 4 teams. Send each team into a corner. The 
object of the game is to see which team can get to the opposite (diagonal) 
corner the fastest using the designated method that the leader calls out (eg. 
if the leader calls out "hopping," the teams must hop to the opposite 
corner). This will create quite a "bottleneck" or "traffic jam" in the middle 
each time. Keep score of which team wins each crossing. First team to 5 
wins. 

Good Crossing Methods: 
Hopping 
Wheel barrel (one person holding a partner's legs while they walk 
on hands) 
Crab Walk 
Sprint 
Backwards Walk 
Skipping 
Crawling 
I think you get the idea!!! 

Electric Fence: 

For this game you need two poles and a piece of rope or string. The rope 
is tied between the two poles, about four feet off the floor. You can divide 
into teams, or, I recommend that you do this as a group (great activity to 
make a group work together as a team). The object of the games is for the 
entire team to get over the "electric fence" (the rope) without getting 
"electrocuted" (touching the rope). Each team member goes one at a time, 
with or without help from his or her team-mates. 

What make this game interesting is that even though one player goes over 
the rope at a time, the other team members can help any way they want. 
Once a person is over the fence, however, he or she must stay over the 
fence and not come back around to help anyone. So the last person each 
time must somehow get over the fence without help from the other side. 
This game requires lots of teamwork and cooperation. 

If you do this with multiple teams, competing with each other, have them 
each send one member over at a time. You can start with a low rope and 
make the rope higher and higher each turn. Teams can be eliminated 
entirely if one person touches the fence, or you can eliminate individual 
members only as the rope gets higher and higher. Make sure your teams 
are evenly divided according to height, age, and sex. 

The Electric Orange Game: 

Game Description: Just like Grab It (below), except team members grab 
an orange instead of soap or marble in an ice bucket. It requires less 
resources, is a great last minute game, and can produce some "orange 
juice" if your youth group is as violent as mine! 


Elf Defense: 

SUPPLIES NEEDED: two different colored balloons, 25 to 50 of each 
for two teams of play. 
Form two teams of elves. Each team must defend its treasure (a pile of 
balloons) while attempting to steal or destroy the other team's treasure. 
Use one color of balloons for one team, and another color for the other 
team. Designate a time period (five to 10 minutes) to play the game. When 
the time ends, each team's unpopped balloons count 100 points each. 
Stolen, unpopped balloons count 200 points each. 

Encore: 

This is a simple game that tests kids ability to think fast. Divide into teams 
(usually divide into girls and guys for good competition). Yell out a word 
that is commonly found in songs (love, road, river, girl, baby, need . . . ). 
The teams must sing a song in unison (together) using that word. The first 
team to do it wins a point. Play as long as they like it. 

Find Someone Who: 

(Works well with large groups.) 
Give out the "find someone who list" to students and have them go from 
student to student looking for someone who meets the description on their 
list. 

example: Find someone who is wearing blue pants. 

The student who fits this description signs their name. Students then go off 
to find someone else that meets a description on their list. The winner is the 
one who has their sheet filled out first and most accurately. You should 
read aloud the list with the person's name who signed it. Have the student 
who signed the list verify the information. 

example: Find someone who can belch the alphabet. If Joe signed 
that item, have Joe come up and demonstrate. 
Items needed: Find Someone List (make one up.) Make enough 
copies for everyone. 
Pencils or pens 

Find Someone Who Bingo: 

Same game as Find Someone Who (above) but the find someone who's 
are organized in Bingo rows on a piece of paper (a Find Someone Who 
Bingo Card). First one to get 5 across, down or diagonal wins. 









Foot to Ear: 

This is kind of like musical chairs . . . but much, much better. It works best 
with an even # of guys and girls (you can make other divisions work- but 
we'll just talk about guy/girl now). Have the girls stand in a circle. Now 
have the guys stand outside of the circle of girls, each guy next to one girl, 
his partner for the game. Have the inner circle (girls) walk clockwise when 
the music begins and the outer circle (guys) walk counter-clockwise. When 
the music stops the leader will yell out two body parts (e.g. "foot to ear"). 
The girl's part is always first (ladies first) and the guy's is second. When the 
music stops and the leader yells the body parts the partners need to run 
straight to each other and put those designated body parts together (e.g. 
the girl would run to the guy and put her foot on his ear). Great game . . . 
just think before you yell body parts (e.g. don't yell "chest to head") 

Getting To Know You: 

(You need a wide blanket or canvas to play this game) Divide the kids into 
two teams. Put two chairs (one for each team) about 2 meters apart facing 
each other. Assign two people who will hold one corner of the blanket 
such that the blanket is in a vertical position. This will prevent whoever sits 
in each chair from seeing the one sitting on the other. Each team will assign 
somebody per turn to sit on each chair. At the count of three the 2 people 
holding the blanket will release it causing it to fall down and reveal who is 
sitting on the chairs. The two people sitting on the chairs will immediately 
say the name of the one opposite them. The first between the two who 
names the person opposite him/her scores a point. 

Golf Ball and Nylon Relay: 

This game can be a relay, but I, personally, think relays just take too much 
stinkin' time and leave kids just standing there bored . . . so I usually do 
this as an up-front game for everyone to watch a couple people do. 

Tape two lines on the floor about fifteen feet apart. Have ready two pair of 
pantyhose and four golf balls. Put one golf ball in the leg of the pantyhose 
and one golf ball on the ground. After wrapping the other leg of the 
pantyhose around your waist, the leg with the golf ball should be hanging 
down in front of you just barely touching the ground. With movement from 
your body alone, you are to hit the golf ball on the ground with the one 
hanging from your waist. The object is to move the golf ball from one line 
to the next. Pass the pantyhose to the next person and they must go back. 
This is repeated until 5-10 people on each team have completed the task. 

Items needed: 4 golf balls, tape, 2 pairs of pantyhose 









Grocery Bag Yoga: 

You take a regular paper grocery bag and set it in the middle of the floor 
with the kids all around it in a circle. The object is for each youth to try and 
pick it up by their teeth while standing on one leg and NOT touching the 
floor (if you touch the floor or fall, you're out!). Once they do it, they tear 
off the piece that was in their mouth....then the next youth goes. Now, after 
so many go, the bad gets shorter and shorter. Eventually, they realize that 
they can tear a big piece or small piece! The bag ends up getting so short, 
kids loose their balance and fall. I did this game with my group and was 
SHOCKED at how difficult it was. 

Guess the leader: 

Everyone gets in a big circle. Pick a volunteer to leave the room after you 
explain the game. Once that volunteer is out of hearing range, pick a 
volunteer in the room that wants to be leader. Everyone must slyly watch 
this person and imitate what they do when the other volunteer comes back 
into the room (cross legs, cross arms, yawn, stick out their tongue, etc. ). 
The person who was out of the room will come back in, stand in the 
middle of the circle and try to see who is the leader (the one everyone is 
watching). The leader can get bold and make faces, throw there hands in 
the air, etc. when the person's back is turned and before the person in the 
middle has a chance to see who started it, everyone is doing it. Give the 
person in the middle three guesses of who the leader is. Then find a new 
volunteer and a new leader. You can have the leader be the next volunteer 
if he is guessed or any way you see fit. 

Guess the task: 

Everyone gets in a big circle. Pick a volunteer to leave the room after you 
explain the game. Once that volunteer is out of hearing range, choose a 
simple task that the volunteer is to do when he or she enters the room 
(walk in and tie a certain kids shoe that is untied, take off their own coat, 
say the pledge of allegiance, etc.) The volunteer must come in the room 
and try to start doing certain tasks (unaware of the task to be done). The 
kids in the room help direct this ignorant person by clapping when this 
person gets even close to doing the task. Louder and faster clapping 
means the person is getting hotter (closer to completing or discovering 
what the task is) and silence means "you're way off- keep trying stuff" 

Grab Bag Scarf: 

Again, this can be a relay, but I hate relays. So I play it as an up front 
game involving 6-8 people. Great game for a guys against gals night. 

Obtain 2 bags of miscellaneous food items. They must have the same 
amount of items in each bag. Some items could be: package of 
unsweetened Kool Aid, a candy bar, soda, a can of sardines, a dill pickle, 
an onion slice, a clove of garlic, etc. Each bag should have 12-15 items in 
it. The object of the game is that the first team to eat the entire contents of 
the bag wins! 

Note: Kids might need to vomit after a game like this so give them the bag. 

Grab It: 

Divide into two teams. Put them into two lines parallel and next to one 
another (about 3 feet apart) sitting down and holding hands. At the back of 
the line put a bucket of water with a bar of soap in it (if this is , on carpet, 
put a layer of towels down- the water tends to splash, then drip . . . let's 
face it . . . this is a messy game!) between the two lines. Stand at the head 
of the lines with a quarter in your hand. Instruct them that you are going to 
flip the quarter so only the first person in line can see the results. They are 
not to yell out how the quarter landed or even look back at their team. If 
the quarter lands on heads the persons in front are to squeeze their hands. 
The rest of the line is to squeeze their hands if their other hand is squeezed 
so that they can communicate to the last person in the line that the quarter 
is indeed heads not tails. If the last person in line has their hand squeezed 
than they are to try to grab the soap out of the bucket before the last 
person on the other team does. The person successful in retrieving the 
soap gets to go to the front of the line. The problem arrives however when 
the message is wrongly communicated to the person in back and they grab 
the soap only to find out that the quarter was actually tails. At that point the 
person in front must go to the back of the line. The first team to get their 
entire team forward in line (back person to front- not front to back), wins. 

Hannah's Game: 

Each player writes a name on a slip of paper and then passes it to the 
judge. After the judge receives all the slips, he mixes them up and writes 
the names on the board. The judge picks a person to start. 

The person (Frank) chooses someone in the game and guesses what their 
name might be. "Bob", I think you're Cinderella." If Frank is correct, Bob 
in now on Frank's team. Later, if Frank's name is guessed, both Frank and 
Bob join the other's team. 

Frank continues to guess people's names until he guesses wrong. The last 
person he asks now gets to guess. Play continues until all but two players 
have been guessed. The winner is the player with the most people on his 
team. 

Hi my name is: 

Plant several people in your crowd who have a one dollar bill, a certificate 
to something, or any prize of your liking. Tell everyone that they need to go 
and introduce themselves to and learn the names of as many people as they 
can meet. Have your "planted people" give the prize to the 15th person 
that introduces themselves to them. Once the prizes have been given 
announce who received them and who had the prizes. A great get to know 
ya' game! 

Human Scrabble: 

Break the youth up into groups of about 10. Give each person a sheet of 
paper, marker, and a piece of tape. Have each person write a letter of the 
alphabet on the paper and tape it to the front of their shirt. Now give the 
teams 4 minutes to come up with as many words as possible using the 
letters on their chests. Minimum 3 letters per word. Give each team 2 
points for each letter used and an additional 5 points if it is a biblical word. 
The team with the most points wins.




