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Circle Stride Ball (circle/moderate)
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Dice Count (circle/moderate)
Eq : 1die, apair of oven mitts, a chocolate bar or other
wr , and a hat.

A chocolate b
in front of one of t

ed up in 5-6 layers of paper and placed
who are sitting in a circle. The
3

erson who has the chocolate
bar starts rolling the die while nwith the chocolate bar
starts to put on the hat and oven mi the oven mitts and
hat are on the player starts to unwrap t ate bar. The
unwrapping continues until the roller rolls hen that
happens, everything is passed to the left, and a%

N
starts to roll the die, and the old roller starts to put on
and hat. The game continues until the chocolate bar is eaten.
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El gihant ball (moderate/circle)
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Flipper Flopper (moderate)

Eq %e coin per pair of campers, rubber chicken.
Players for a and stand beside their partners. The rubber
chicken isin the f the circle. One player is the flipper
(with the coin) and t is the flopper. When the leader

says go, the flipper must in on the ground. If it is
heads then the flopper takes tw % ard and if it is tails
then the flopper takes one step bac

reach the chicken wins!! /3;;i:fl0ppa °
'%0/;,
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Guess Who (moderate/icebreaker)

players can only answer

asks the other players'ques / s The
a theme is incorporated.

25 AV RTS,

info@gamesactivitiesinitiaitives.com ©




Hand Wave (circle/moderate)

table). The pl

in a circle, on their stomachs with their heads
d their arms forward (or sitting at a large
Id have their right hand over their

neighbour to the right q.’\d their left hand under the hand
of their neighbour to the | / should cross at the wrist.

The object of the game is to
starts slaps the ground and the nex
person). Once you have the hang of it,
double dap. This skips the next hand. When
on it's side, start slapping the opposite way. (You
elimination with this game)
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'(not the next
option of a

is turned
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's name and throws the ball to
athird and puts their hand on.(The reason to put your
hand up for the first couple of the group can see
who has not received t he ball). The 'catch the ball

again only

change shapes to get the best timed run. Be Credtiveit's
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Kitty Wanna Cracker (moderate)

a circle with one person in the middle of the

iN the middle goes up to different people and

er?'. The players in the circle say

"No, thank you". W %ﬁi going on, the people who the

kitty has her/his back to tr @ each other's eye and change
e k’@

places. The kitty tries to steal igots If you are left
/alt

without a spot then you become th
lpe

9
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Knots (moderate/circle/cooperative)

Gr
hands with
with a different
knot without letting g

t stand in a circle facing into the canter. Shake
irectly across from you, then join left hands
the group. Must untangle the human
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Match my Feet (circle/moderate)

For f players. You stard in the middle. Start the

group off w clapping rhythm, such as 2 slow claps
followed by 3 q%& Repeat this over and over. Walk
around the inside of t to the clapping rhythm and stop
in front of someone. Do a's with your feet in time to
the beat. the person youre s v front of must try to

repeat your step. If he doesn't, move

in front of someone else. If he does, yo lace in the
circle, and he becomes the leader. He may ¢ esrhythm
and try to "out step” another player. »
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Name Train (moderate/circle/icebreaker)

The
by shufflin

m one circle. The leader begins to meet people
rain across the circle, stopping when he or
she comes face t J aplayer. The leader will say to the
player for example, "HY; isAl". The person facing the
leader returns with, "Hi @ ame is John." The leader
raises one arm and then the o ing "' John,...John,...John,
John, John, John, John." The leader A hn now holds
on to the back of Al and both shuffle out %ci rcle. Keep

repeating until everyone has joined the circle. e.s.
(/
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Numbers Change (moderate/circle)

numbers. 28 ¥ change seats quickly, while the
leader tries to seclirfe“alise o He continues until he succeeds.

and chairs, you may wish t0 tige

sgcﬂng positions marked with
objects.

info@gamesactivitiesinitiaitives.com ©




People to People (moderate)

7

interesting
and saying, "p
commands like, "bac

can also throw in group
same toothpaste” or "same colo

way to divide individuals into groups in an
e campers should mingle while snapping
eople’. The leader will call out
s0r "knee to knee'. The leader
like, "a group that uses the
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Poison (moderate)

A soft .soccer ball or Frisbee) on the ground. Five or
more play ds, forming a circle around the pot. One
player is the | o eader tries to push or pull the other
players so that one of ks his foot against the pot. As
soon as any player touch e is '‘poison’ and al the
other players run away from ayer who is poison

chases them until he catches so /) that player
becomes the leader. And another gameis 'p

oco w
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Pruie (moderate)
Evg around with their eyes closed in a small space.

When you into someone say "pruie?' If they say
"pruie?’ back t they are not the person you are
looking for and you @oking amongst the crowd. The
referee has whispered to 0 ,Jelling him that he is the
"Prui€’. The pruie does not h thelr eyes and if
someone bumps into them and ie?' they do not
respond. This is your clue to join onto
your eyes. The fun comes when thereisonly 0
find the Pruie!
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Psychic Shake (moderate)
Eac %os&s anumber (1,2,0r 3). Eachplayer seeks out
fellow pl 157 aking hands right and left. The hand is

ret code; all must be done in
it that the group divides into

the player has chosen.
glence. The "spirits' shou
three separate groups.
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uack Quack (moderate)
On lind folded and is given a cane or stick. The

other play around him in a circle. As soon as he taps
his cane loudly, stops. The blindfolded player points

his cane at someone erson must say "quack quack” .
The blindfolded player tri who it is. If he guesses

correctly the first time, he trad ' chat player. If the
child does not guess correctly he ju %J 'until he does

guess right. i}pe
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ueenie (moderate)
Eqﬁ%l.
Ly

One player is ch gueenie and he stands with his back
towards the other pl ie throws the ball over his
head and one of the play if. Then the players stand
with their hands behind their b genie turns around.
The players say "Queenie, queenie, e ball?' Then
queenie has three guesses to decide who ball. If he
guesses incorrectly the player with the ball b ueenie.
Otherwise he remains.
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Shoe Twister (cooperative/circle/moderate)

Ev off one shoe and puts it in the centre of the
circle. Ev ins hands. On "Go", everyone gets a shoe
from centre an erson who owns it, and puts it back

on that person witho ogo of hands of people beside
them.

info@gamesactivitiesinitiaitives.com ©




Simon Says (moderate)
PIE line facing the leader, who performs any action

saying Sim do this. If He doesn't say " Simon says'
before an action n% who imitates the action is out of
the game. Continue u i@rson is |eft.

8
Variation is to change actions% $ay’s to touch your
head while saying this you touch y ilxone touching

their kneeis out. ,
"9-9, o
%y
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Stand in aline (moderate)
P ivided into teams. They close their eyes or cannot

speak. They ines according to height, dates of birth, or
aphabeticaly ac @’iy their first names.
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Tiddly - Button Golf (moderate)

Eq aII cat food/tunafish cans.

Take the label 0 % d put a number on it from one to nine.
Large button and jor each player. Buttons must be

flat.

Gs . .
Set out the cans like the 9 holes of a . Keep 2 or 3 feet
between the cans. Try to shoot the sm o the cans by
pressing on the edge of it with the larger buttor. om the tee

off spot and shoot for can number one. After you g
this can, take it out, put it next to the can and try for can n
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Count one point for each shot it takes to get the button in acan. The
play the lowest score wins.

Who am | %ﬂeﬁcebreaker)
Each person has p|n is back a picture or name of a
famous person. By asking to the other people that can
be only answered "yes' or "no™ flgure out whoison
his back.

info@gamesactivitiesinitiaitives.com ©




