Activities

Airport

Grade Level: Primary, Intermediate, and Middle School
Materials: Blindfolds

How to Play: Players form two straight lines facing each other, forming the “runway” space between them. The players in each line are shoulder-to-shoulder. One player stands at the head of the runway, and another at the foot. The player at the head of the runway is the control tower. The player at the foot is the airplane. He is blindfolded, and his job is to get to the control tower safely, with no “accidents.” An accident occurs whenever the plane bumps into anyone standing along the “runway.” The people forming the edge of the runway can help the plane land safely by making agreed-upon noises to warn the pilot if he seems to be heading too close to the edge of the runway (i.e., is about to bump into someone). When a plane has an accident, another tries to land. The goal is to get as many planes in safely as possible.


Aka Baka Soda Cracker
Grade: Primary and Intermediate
Materials: None

How to Play: 
"Aka baka soda cracker, aka baka boo –
Aka baka soda cracker, out goes you!"

Everyone stands in a circle. As the chant is said players do jumping jacks. Everyone stops on “you.” If you end up with your feet apart, you sit down in the circle, and join in the rhythm of the chant with alternating claps and knee slaps; you can start with either a clap or a knee slap. If you end on “you” with a knee slap, you stand up again.

Alibi

Grade Level: Primary, Intermediate, and Middle School
Materials: none

How to Play: One person is chosen to leave the room as the Detective. When the person is out of the room, the leader chooses one person to be the perpetrator of the mishap and he decides what the mishap is to be. Everyone has to think of an alibi for where they were when the mishap or crime took place. (E.g., The trash can was knocked over. The person was seen eating an éclair in an art museum.) 

When the Detective returns, the leader tells her what crime has occurred. The Detective then goes around the circle asking each person for their alibi—“Where were you at the time of the crime?” Each player gives an alibi while the detective listens carefully. After the Detective has gone around the circle once, she goes around a second time in the same order as before, and asks the same question. Each person must give the exact same alibi as before except for the student who has been chosen as the guilty person. The guilty person changes their alibi slightly. For example, the first time the guilty person says, “I went to the park.” The second time the guilty person says, “I went to the pool.” The Detective gets three chances to guess the identity of the criminal. Afterwards, a new Detective is chosen.
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Plan for Success: Brainstorm a list of alibis before you play. Make sure students are aware they have to keep their alibis exactly the same, unless they are the ‘perp.” This game teaches precision, concentration, and memory!

Variations/Extensions: “Excuses” is a variation in which a request is made, and everyone gives an excuse for why they cannot do what is asked. All but one are honest and repeat their honest excuse accurately. It changes his excuse the second time around. Example: I need someone to baby sit my little brother so I can go to a party. Will you do it.
All Aboard

Grade Level: Intermediate and Middle School
Materials: 2’ x 2’ wooden or cardboard square

How To Play: A group of players (6 or more) try to all fit on a platform (2’ x 2’ or other size) at one time. The group must have all feet off the surrounding ground for 5 seconds. Players can be held up with no feet touching the platform.
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Plan for Success: Like all trust-building activities, this game presents problems or obstacles that challenge groups mentally and/or physically. All participants must work together to accomplish the tasks safely and completely. There is always a facilitator with the group, helping them with teamwork objectives, problem-solving and group processing.

Start with smaller groups and/or a larger platform. As the group is ready, gradually increase the challenge of additional players and/or a smaller space. 

Variations/Extensions: Players must have at least one foot on the platform at all times. 

The group, not the facilitator, is responsible for knowing when all feet are off the surrounding ground, and for counting out the 5 seconds. 

Change the length of time during which the group must hold their position, making it either easier or harder to accomplish the challenge.

All Hit Moonball

Grade Level: Intermediate and Middle School
Materials: Beach balls, open space

How To Play: All players scatter on a basketball court or open field. Use a well-inflated beach ball as the object of the play. Depending on the group’s size, introduce one or more beach balls. More beach balls create more challenge for the group. The group’s objective is to hit the ball aloft as many times as possible before the ball strikes the ground. Depending upon the skill of the group, you can set goals of increasing numbers of hits (30, 50, 75, 100 and so) to add challenge and incentive for cooperation.
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Plan for Success: Before playing, practice appropriate levels of force when hitting the ball(s), for both safety and game strategy. This practice will also help you determine the group’s current level of skill and cooperation, and in turn, guide your decision as to how many balls to introduce. Set a goal for the group of including all players in the volley.

While playing, stop periodically and ask students for suggested strategies to increase the number of hits.

Alphabet Volleyball

Grade Level: Primary and Intermediate
Materials: A volleyball, playground ball, or foam ball.

How To Play: The player chosen to be the leader hits the ball up in the air and all the players chant the letter “A.” The next hit is “B” and so on. The goal is to successfully hit the ball into the air 26 consecutive times, calling out letters A through Z without letting the ball fall to the ground. A player may hit the ball more than once but not two times in a row. If the ball touches the ground the game starts again at A.
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Plan for Success: When several failures occur stop and have the players discuss why they think this is happening and what they can do differently. You may also have to encourage them to loudly chant the alphabet to avoid falling into a soft mumble. The chanting is part of the group experience and helps reach the goal.

Anatomy

Grade Level: Intermediate and Middle School
Materials: None

How to Play: Players stand in a circle with one person in the middle. The center player moves in front of a classmate (her choice). Once in front of the classmate she touches a part of his body while naming a different part. For example, the player says, “This is my knee!” as she touches the other player’s ear. The player in the circle reverses the part being named and touched. In this example, “This is my ear!” as he touches his knee. If he correctly makes the reversal of body parts named and touched, the player in the center moves on to another player in the circle. When a player in the circle makes a mistake (doesn’t properly do the reversal), she becomes the player in the center. Players can be rotated at the teacher’s discretion to get more players involved.
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Plan for Success: Discuss what are appropriate body parts to name and touch in the game. Try a few rounds first and then discuss how things went. Some players will lose and have to go to the circle’s center, so plan ahead for this.

Variations/Extensions: Use a similar format for homophone, rhyming words, or countries and cities.

Animal Sound Match

Grade Level: Primary
Materials: Pairs of farm animal picture cards 

How to Play: Give each player a card at which only he or she looks. To begin, players make the sound of the animal on their cards. Players move around the circle until they find their match. When matched, they stop making the sound and stand together until everyone is matched up. At the conclusion, each pair can make their sound for the group.
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Plan for Success: Review some appropriate animal sounds. 

Variations/Extensions: Put the name of the farm animal or vocabulary word on the card instead of the picture clue. You could also put math problems and answers on different cards, and players find their question or answer match.

Ball Toss Tag

Grade Level: Intermediate and Middle School
Materials: A small ball

How To Play: One player stands in the middle of the circle with a ball, called the “Tosser.” The object of the game is to tag this player. The Tosser throws the ball straight up. It can be a long, short, mid-height, or a fake toss. The players in the circle may walk toward the Tosser whenever the ball is out of the Tosser’s hands. The Tosser can name any player she sees still moving after she catches the ball and put them out. Once the ball is caught by the Tosser all players go back to their original places in the circle and they start over (except those already out). The first one to tag the middle player is the next Tosser. When a new Tosser emerges, all players come back to the circle and the game begins again.
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Plan for Success:/Before beginning the activity, model and practice the different types of tosses. Review safe tagging (shoulders, back, arms) and the Tagger’s Choice rule (if the tagger says he got you, he did).

Bang Bang Choo Choo Train

Grade Level: Primary
Materials: None

How To Play: This is a call and response game.
Class: "Bang Bang Choo Choo, train watch ____ (name) do his thing."
Student: "I can’t!" (use a dramatic voice)
Class: "Why not?"
Student: "Because I can’t!" (continue with dramatic voice)
Class: "Why not?"
Student: "Because my back is aching and my shoes are too tight and my hips are shaking from the left and to the right!" (use actions to dramatize) 

Call to the next student and continue the chant around the circle.
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Plan for Success: For younger participants, pre-print the words on a chart.

Bean Bag Toss

Grade Level: Primary and Intermediate
Materials: None

One person starts by tossing the bean bag to someone after saying their name. The bean bag continues to get tossed around the circle, each time naming the student to whom it is tossed. The students must remember who they tossed the bag to and who they received it from. After everyone has been called, the first round is complete. Now the challenge is to continue the passing, duplicating the pattern of the first round. You can add bean bags and have several going at one time. During the initial toss, if a student has received the bean bag, they must put their hands behind their back to help signal who is remaining and so everyone can receive the bean bag. 
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Plan for Success: Model and practice a safe throw before playing the game. The objective is to go quickly and not have students pause as they search. Make sure students clearly say the name before tossing the bean bag.

Variations/Extensions: Ball Toss is a common greeting done in the same fashion; however, the student is greeted back before the ball is thrown.

Bippity Bop Bop Bop

Grade Level: Intermediate
Materials: None

How to Play: The person who is It walks around the circle. It tells a student to make one of three poses - Elvis, Elephant or Surfer Dude. The poses, however, require three people to make. The person that is told to do the pose is the middle person and the two students sitting on either side must help. With the Elvis pose, the middle person poses with a guitar and acts like she is playing, the two on the sides are the adoring fans, fanning Elvis with hands overhead. The Surfer Dude is in the middle and acting like he is on a surfboard while the two on either side are the waves with hands waving below (by the waist). The Elephant is in the middle joining her two hands together to make the trunk and the two on the sides put their arms in a “C” shape to make large ears facing the elephant. The person who is It tries to say “Elephant, Bippity Bop Bop Bop” before the three people can create the pose. Whoever doesn’t manage to strike his part of the pose, becomes It. 
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Plan for Success: Model and practice the three actions without a time pressure. Plan on teaching this game after a strong community is established later in the year.

Variations/Extensions: See Moose.

Blanket Volleyball

Grade Level: Primary, Intermediate, and Middle School
Materials: Two large blankets or sheets; a playground ball

How to Play: Divide the students into two groups. Give each group a sheet or a blanket of the same size. The goal of the game is to see how many times the groups can successfully pass the playground ball back and forth, from blanket to blanket. 
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Plan for Success: Stop students frequently to ask how they could make the game more successful. At the end you could ask, “Did you feel you were a leader, or noticed a leader in a positive way?” “Did you feel at some time that you were a follower?” Relate this discussion to getting things done and working together in the classroom

Bloop

Grade Level: Primary, Intermediate, and Middle School
Materials: Balloons filled with air

How To Play: Blow up one balloon per group and tie off the neck. Ask your players to get into groups of 4 to 6. Join hands to form a circle and try to keep the balloon aloft (off the floor) by batting the balloon with different body parts, including hands, which must remain clasped. If the balloon touches the ground, the players in that group lose the use of a hand. Balloons inevitably fall to the floor, and each time one does, that group loses the use of another body parts that was initially allowed to strike the balloon: e.g. elbows, shoulders, head, or thigh. The group that loses the use of their feet may recycle to any point of the game that they choose. 
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Plan for Success: Discuss safety and establish boundaries for each group. Make sure students know how to continue playing if the balloon falls.

Variations/Extensions: Play the game by blowing the balloon, no body contact. Another version is to have a player call out “Bloop” commands, (e.g. heads only, pass the balloon clockwise, sit down and use feet only, etc) to keep the game lively.

Bo bo Ski Wattin Tattin

Grade Level: Primary and Intermediate
Materials: None

How to Play: The words below are said or sung as you pass a hand slap from one person to the next. The passing is done by having everyone put their left hand, palm up, under the right hand (palm up) of the person to their left; and their right hand (palm up) on top of the left hand (palm up) of the person to their right. Then in the rhythm of the rhyme, one person lifts her right hand and slaps the right hand of the person on her left, and then immediately returns her right hand to the left hand of the person on her right. On the next beat, the person to her left (whose hand was just slapped) slaps the hand of the person on his left. The slap is thus passed around the circle on the beat, until the number 8 is said. The person whose hand is slapped on 8 is out, and either sits in the middle, or heckles. You can have the people in the middle play their own game at the same time and in the same rhythm. Their “outs” would have to step out -- and could then heckle!

"Bo bo ski wattin tattin
Uh uh boom boom boom boom boom
Itty bitty wattin tattin
Bo bo ski wattin tattin
Bo bo ski wattin tattin
One two three four five six seven eight!"

Variations/Extensions: Try counting in other languages!

Boogalu

Grade Level: Primary and Intermediate
Materials: None

How To Play: Students repeatedly say the following chant and act out different characters each time.
Leader: "Let me see your boogalu"
Group: "What’s that you say?"
Leader: "I said, Let me see your Boogalu.”
Group: "What’s that you say?"
Leader: "I say Oo oo oo oo oo oo oo" (action and a rhythm)
Group: Repeats chant and actions and rhythm of the leader

Repeat the chant with a new leader, or keep the same leader, replacing “boogalu” with another subject. For example:
Leader: "Let me see your Frankenstein"
"Let me see your beauty queen"
"Let me see your rock star…"
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Plan for Success: This is a fun game with lots of laughter. The teacher should be the leader for a few rounds to model the game and spark some ideas. Students could choose from a category or have some time to create a character and an action.
Boom Chicka Boom

Grade Level: Primary, Intermediate, and Middle School
How To Play:This is a call and response activity that plays with different voice styles. Some examples of different styles are using zombie, opera, football, underwater, Mickey Mouse, quiet, or grouchy voice.

Call: I said a Boom Chicka Boom 
Response: repeat
Call: I said a Boom Chicka Boom
Response: repeat
Call: I said a Boom Chicka Rocka Chicka Rocka Chicka Boom
Response: repeat
Call: Uh huh
Response: repeat
Call: Oh yeah
Response: repeat
Call: One more time 
Response: repeat
______________ style. (For example, Underwater style!

The class then repeats the entire call and response in the voice style indicated. 
Variations/Extensions: Once students have the original verse down, try a specialty verse. For example:
Star Wars style: Speak like an xwing fighter and pretend to wave a light saber around. “Whoom chicka whom,” etc. “I said Luke, I’m your father, join the dark side chicka whoom….”
Race Car Style: Sound like a car and say “Vroom Chicka Vroom” while pretending to be shifting and driving. “Vroom check the oil check the motor chicka vroom.”
Janitor style: Do sweeping and mopping motions while during the call and response and say “Broom chicka broom, Broom chicka moppa chicka moppa chicka broom…”

Boom Sha Boom

Grade Level: Primary and Intermediate
Materials: None

How To Play: Standing in a circle, all players start by clapping their own hands together in front of themselves and then clapping hands with the person on either side of them simultaneously. The players form a rhythm using the following chant: 

Czechoslovakia, Boom Sha Boom (all clap in rhythm in a circle)
Yugoslavia, Boom Sha Boom (all clap in rhythm in a circle)

Let’s get the rhythm of the hands (pause clapping) 
(all clap three times)

Let’s get the rhythm of the feet 
(all stamp feet three times)

Let’s get the rhythm of the arms 
Uh-1, uh-2, uh-3 (raise one arm up, then the other, and then lower both)


Let’s get the rhythm of the eyes 
(Bend both arms low to the ground and raise them up as the voice goes from low to high and say, “Whew!”)
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Plan for Success: Practice the simultaneous clapping between the players before adding the chant.

Bronco Tag

Grade Level: Intermediate and Middle School
Materials: Large, open play space

How To Play: All but two players form pairs and stand facing the same direction. The rear player holds onto the waist or shoulders of the front player. The front player's hands are free. These pairs are randomly scattered in the playing area. One of the two free players is the chaser (It) and the other is the pursued.

To avoid being tagged the pursued may run and dodge between the pairs or must run in front of a pair. When the latter happens the front player put her free hands on the waist or shoulders of the pursued and the rear player becomes the new pursued.

If It tags the pursued, the two players reverse roles. 
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Plan for Success: Model and practice safe passage through and around pairs. Discuss with the students whether or not to allow a restaging time after a new player becomes It.

Variations/Extensions: This game is similar to Elbow Tag.

Build A Sentence

Grade Level: Primary and Intermediate
Materials: Paper or note cards, pencils

How To Play: Partner the players. Players brainstorm a list of words with four to six letters (in a category works well). Each partnership chooses a word. They then create a sentence by using each letter in their word as a beginning letter for the words. 
For example: BEAR Better eat and run! 
Each partner pair shares its sentence with the whole group. You can continue a few more times with other words from the brainstormed list.
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Plan for Success: Try a few samples together with the whole class. With younger students, use wall words or three-letter words to begin. 

Variations/Extensions: Choose one word and see how may different sentences the students can create.

Catch My Clap

Grade Level: Primary, Intermediate, and Middle School
Materials: None

How To Play: This is a good transition activity. There is no talking in this game. One player is the leader. All players rub their hands together. They watch the leader and when she claps, they try to clap in unison.

Category Snap

Grade Level: Primary and Intermediate
Materials: None

How to Play: The group sits in a circle. The leader starts a rhythm using a sequence of knee slap, handclap, right-hand finger snap, left-hand finger snap. The leader then announces a category, such as fruits, on the right-hand finger snap and names an example, such as apples, with the left-hand finger snap. The next person in the circle must be ready to name the leader’s fruit with the right-hand finger snap and then a different fruit with the left-hand finger snap: knee slap, hand clap, “apples, apricots.” The play continues around the circle. Once an item has been named, it cannot be used again. 
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Plan for Success: Model and practice the rhythm sequence around the circle before adding the words.

Variations/Extensions: Before the activity begins, the category is announced and each person says out loud an item that belongs in that category. Once an item has been named, it cannot be used again. The leader begins by identifying his own item with the right-hand finger snap and then names another player’s item with the left-hand finger snap. That player then names her item followed by another player’s item and so on. This variation sends the action jumping around the circle and demands that children not only listen but also remember what other players said.

Chain Reaction

Grade Level: Primary and Intermediate
Materials: None
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Plan for Success: This game works like Telephone. The class forms a line facing the same direction. The last player taps the person in front of them, asks her to turn around, and makes three actions just one time. That player taps the player in front of her to turn around. She repeats the three actions one at a time. The three actions move down the line until they reach the front. The first player in line goes to the back to show the three actions to the last player—the originator of the chain reaction.

Variations/Extensions: Start the chain reaction with more than three actions.

Check My Beat

Grade: Primary, Intermediate, and Middle School
Materials: None

How to play: Participants stand in a circle. The teacher establishes a steady four-beat rhythm through clapping or light knee-slapping. To be sure all players are clear about the rhythm, all count “1 – 2 – 3 – 4” aloud a few times. In rhythm, the beginning person says:

"Here’s my rhythm – now, check my beat:"
/ / / / / / / / (student invents a rhythm within 4-beat tempo)

Group echoes the rhythm variation, without disrupting the basic, steady tempo. Next player says “Here’s my rhythm…” and the game continues around circle.

[image: image19.png]


Plan for Success: This game is difficult for children who have had little exposure to rhythms but a great game to help introduce them to creating rhythms and keeping the beat. 

Variations/ Extensions: On the 8 beats represented by / / / / / / / /, the person creates a variation on the basic beat the group is keeping.

Circle Dodgeball

Grade Level: Primary and Intermediate 
Materials: Two playground balls, outdoor space

How to Play: Half the players go into the center of the circle. The other half forms a circle around them. Give two playground balls to the outside circle. Players on the outside throw the ball and the players in the center are out when the ball touches them from the waist down. The players who are “out” become “in” and switch places with the player who hit them with the ball. This variation makes the game fast-paced and continuous.
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Plan for Success: Be sure to model and practice a safe throw. This game requires a high level of self-control and is usually better played mid-year or late in the year.

Variations/Extensions: Cooperative Dodgeball—Players form a circle. Use a beach ball. Two players are in center. One player is the target and may not touch the ball. The other is the guard and can use his hands or feet to keep target from being hit. The player who hits the target becomes the guard, the guard becomes the target, and the target rejoins the group circle.

A chair may be used for the target instead of a person. Whoever hits the chair becomes the guard.

Circle Hockey

Grade Level: Primary, Intermediate, and Middle School
Materials: A ball or two the size of a soccer ball, soft and not too bouncy

How to Play: Players stand in a circle with feet approximately two to three feet apart. The outsides of their shoes touch the outsides of their neighbors’ shoes. The object is to try to kick the ball into the goal (between someone’s legs). When the ball passes through a player’s legs, he is out, but comes back in as soon as next player is out. Players can decide whether or not closing or blocking a goal is allowed and how the ball will be kept in play.
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Plan for Success: Model and practice safe kicking through the goals and going in and out of the circle. 

Circle Rhythm Clap

Grade Level: Primary, Intermediate, and Middle School
Materials: None

How To Play: Everyone stands in a circle. The leader turns to face the player on her right with palms up. The other player raises his hands and they clap each other’s hands, attempting to clap hands simultaneously. This continues around the circle. To finish, the whole group attempts to clap simultaneously.
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Plan for Success: Model and practice safe clapping between players.

Variations/Extensions: Alternately, the leader can turn to an adjacent player and they attempt to clap their own hands simultaneously. The clap pattern continues around the circle. Players can try to pass faster and faster to create more challenge.

Clown Got Sick, The

Grade Level: Primary and Intermediate
Materials: None

How to Play: This is a simple call and response game which keeps all players active. Repeat the following group chant and action sequence around the circle.
Student: The clown got sick.

Group: “How did the clown get sick?”

Student: “The clown got sick by doing this.” (action)

Group: “The clown got sick by doing this!” (group repeats the action)

All players keep doing the action until the next action is introduced. Players enjoy inventing the actions and being involved throughout the game.
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Plan for Success: Model and practice a few simple actions. Challenge students after playing the game a few times to not repeat a previous action.

Coconut

Grade Level: Primary, Intermediate, and Middle School
Materials: None

How To Play: This game incorporates Rock, Paper, Scissors into the following characters and actions:

Coconut (walking on knees or squatting with bent knees)
Palm Tree (swaying arms overhead)
Volcano (jumping using arms as lava)
King or Queen Kamehameha (doing a princess wave)

All players start as a coconut. They find another coconut and play Rock, Paper, Scissors. Whoever wins, evolves and becomes a palm tree, whoever loses remains a coconut. Palm trees then find other palm trees and repeat the Rock, Paper, Scissors. The winner goes on to being a volcano and the loser becomes a coconut. Players try to move up to king or queen, but the game is continuous. 
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Plan for Success: Help younger students model the roles and review Rock, Paper, Scissors. Model safe movement within whatever space in defined for the game. Set a time limit.

Coffeepot

Grade Level: Primary, Intermediate, and Middle School
Materials: None

How to Play: The group chooses one player to go out of the room and the others decide on an action word (verb). The player then comes in and asks questions of the group in which he inserts the word coffeepot for the verb e.g., "Do you coffeepot with friends?" "With what part of your body do you coffeepot?" The guesser gets three guesses at the word.
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Plan for Success: Decide how long the guessing player can ask questions before he must try to guess.

Configurations

Grade Level: Primary, Intermediate, and Middle School
Materials: Names of objects printed on note cards prepared ahead of time

How To Play: Divide class into groups and hand out note cards with objects named. Players “build” their object using only the members of the group. For example, groups could build a bus, a helicopter, a merry-go-round, and a waterfall. The group configurations can be moveable or stationary. Groups share one configuration at a time while the rest of the class guesses what the object is.
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Plan for Success: Like all trust-building activities, this game presents problems or obstacles that challenge groups mentally and/or physically. All participants must work together to accomplish the tasks safely and completely. There is always a facilitator with the group, helping them with teamwork objectives, problem-solving and group processing.

Begin with simple configurations and gradually increase complexity as skill builds.

Variations/Extensions: Players can add sounds or gestures to animate their creations.

Class brainstorms different categories and objects to configure. Events of nature are fun subjects to try. Categories can also be selected to fit curricula.

Cooperation

Grade Level: Primary and Intermediate 
Materials: Construction paper; envelopes—one per student

How To Play: Divide the class into groups of 5. Create a set of 5 squares made from construction paper for each group. Keeping the sets together, cut each square into 3 pieces, scramble the pieces, and then place sets of 3 mismatched pieces into envelopes. Each player in a group receives one of these envelopes containing 3 pieces. At this point, each group has five players; each player in a group has an envelope containing 3 pieces of cut up squares. The pieces from a single envelope do not make a square, but when swapped with other pieces in their group, a square can be reformed.

The group players open their envelopes and endeavor to gain the matching pieces from the other players in their group. There is no talking or gesturing until are squares are completed. Players may give up pieces to other players, but they may not take pieces or request pieces (verbally or non-verbally). Players may not put their pieces in the center for others; pieces may only be given directly to individual group members.
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Plan for Success: Model and practice the proper way to share pieces within a group. For younger students, demonstrate what a properly completed square looks like.

Variations/Extensions: After skill increases, time the activity. Groups work to improve their cooperation and thereby their speed in completing the squares.

Copy Cat

Grade Level: Primary, Intermediate, and Middle School
Materials: None

How To Play: Players form a circle. Each player silently chooses another player in the circle to watch. On the go signal, players imitate the actions of the players they are watching. This creates a kind of controlled chaos as players change their actions to match other players who are also watching and matching other players. 
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Plan for Success: Prepare students for the confusion of this activity. Discuss how to remain cool and calm when things get silly and distracting. Maintaining the matching, or the copy cat, as long as possible is the goal. You may want to determine ahead of time when the game will be considered finished. For example, the group could try to keep up the action for a given time. 

Variations/Extensions: To add complexity, players could choose to switch who they are watching.

Count Up

Grade Level: Primary, Intermediate, and Middle School
Materials: None

How To Play: Players count up to ten as a group, one player saying a number at a time. They may not form a pattern of who speaks when (i.e., no one knows who will say the next number), and the numbers must go in order. If two players say a number at the same time, the game starts from one again.

Variations/Extensions: Other challenges can include counting to 10 in different languages, skip counting, or spelling/vocabulary words in ABC order instead of number counting.

Crazy Chairs

Grade Level: Primary, Intermediate, and Middle School
Materials: None

How To Play: Students sit in a circle. One person is chosen to be It and stands in the middle of the circle (this will create and open chair). It then tells the circle members sitting on either side of the open chair which direction the circle should move. Circle members then begin moving in that direction as seats becomes available to them. It tries to work her way into the moving circle to occupy an empty chair. The person whose chair It takes becomes the new It. 
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Plan for Success: This game is fun and fast moving. Plan to play it later in the year when the level of self-control is high. Model and practice how It safely takes the empty chair. Discuss and decide upon some rules for the game, for example no running and/or determining who gets the empty chair (first person with both hands on chair or first person to touch the chair). 

Variations/Extensions: Players in the circle, when familiar with the game, can slam the open chair with their hand to reverse the direction of the movement. Only allow one person to slam a chair per round.

Crossing the Great Divide

Grade Level: Primary, Intermediate, and Middle School
Materials: String or chalk

How To Play: Using string or chalk, create a center line in the space. Starting in one, big line, players break into teams of 4 to 6. Teams line up facing each other across the room or space. For example, there could be 3 teams of 4 per side, each competing against a team on the opposite side. Each player’s feet are touching the sides of the adjacent players’ feet. 

The goal is for the teams on one side of the space to reach the center marker before the teams from the other side. This requires a plan for coordinated walking within the teams. You can use this team-competition version to help teach sportsmanship in winning and losing. See cooperative versions below.
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Plan for Success: Like all trust-building activities, this game presents problems or obstacles that challenge groups mentally and/or physically. All participants must work together to accomplish the tasks safely and completely. There is always a facilitator with the group, helping them with teamwork objectives, problem-solving and group processing.

Variations/Extensions: Both sides try to reach the center in the shortest amount of time without breaking contact with feet. Teams can make suggestions and help each improve their time. 

Players start in one long line on one side of the space. Teams of 4 to 6 players are strung out together along this line. If a team member breaks contact with another, she and her team members go back to the starting point and begin again. Begin with smaller teams and gradually move toward larger teams as skill increases.

Crows and Cranes

Grade Level: Primary and Intermediate
Materials: An open space with marked boundaries, a center line, and a safety zone for two groups

How to Play: Create two equal groups and have them stand in two lines facing the center. A caller will say either “Crows” or “Cranes.” If the caller says, “Crows,” the crows will cross over the center line and try to tag the Cranes before they reach their safety zone. If a Crow tags a Crane, she will come to the other side and become a Crow. The process continues with the caller and each group acting accordingly. 
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Plan for Success: Model and practice safe tagging (shoulders, back, arms) and the Tagger’s Choice rule (if the tagger says he got you, he did). Be sure to review good sportsmanship as some students will have to change sides.

Crystal Ball

Grade Level: Primary, Intermediate, and Middle School
Materials: None

How to Play: Standing in a circle, one player starts by pantomiming holding a breakable crystal ball. He passes it to the next player, who receives it as a crystal ball, but then handles it and passes it on to the next player in a way that shows that the ball has transformed. It may now have grown in size or weight. It may be sticky, slimy, a ball of cotton, a shot-put, a bouncy ball, and so on. The fun comes from all the transformations and the constant surprises as players handle the ball. The game is over when the ball returns to the first player.

[image: image32.png]


Plan for Success: Depending on their willingness (or eagerness) to be the center of attention, some players will hold onto the ball and play with it extensively, while others will pass it on more quickly. Have a discussion to proactively maintain a balance of play time for all. The teacher is usually the one who starts the ball when players are first learning the game. Exaggerate the qualities of crystal ball to set the tone of the game.

Cup Game

Grade Level: Primary, Intermediate, and Middle School
Materials: Large, plastic cups, one for each player
How To Play: Seated in a circle on the floor, start with cups upside down in front of players. Perform the following movements and sounds in unison. 

PART ONE
Beat 1: clap 
Beat 2: clap
Beat 3: tap cup bottom twice 
Beat 4: tap cup bottom once
Beat 5: clap
Beat 6: raise cup a few inches off floor
Beat 7: place cup down again
Beat 8: rest

PART TWO
Beat 1: clap
Beat 2: grasp cup with right hand
Beat 3: “pop” the open end of cup against the left palm held flat
Beat 4: place cup down, upside down 
Beat 5: lift cup to place its bottom in the left palm. Grasp cup with left hand.
Beat 6: slap floor with right hand
Beat 7: using left hand, pass the cup in front of person on right. Place cup upside down.
Beat 8: rest

Plan for Success: Use plastic tumbler cups. Paper cups are too fragile and noisy. To begin, move to a slow beat and teach the first part first, passing the cups to the right on the up/down motion. 

Dinah’s Gone

Grade Level: Primary and Intermediate
Materials: None

How To Play: This is a call and response game. The object is to call and respond quickly, but creatively. 

Leader: "Dinah’s Gone!"
Group: "How did she go?"
Leader: "She went like this ___." (and makes a movement)
Group: "Oh, she went like this ___." (and they repeat the movement)

The job of the leader or caller moves one player to the right or left. The game continues until all have played. 
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Plan for Success: Give students time to think of a movement before playing.

Do You Like Your Neighbor?

Grade Level: Primary (with modeling and practicing) and Intermediate
Materials: None

How To Play: Make a circle of chairs with one less chair than there are players. Players sit in the chairs and one player stands in the middle of the circle. The player in the middle approaches a seated player and asks, “Do you like your neighbor?” The seated player looks to the right and then left and replies, “Yes, I like my neighbor, _____ (name of player seated to the right) and I like my neighbor, ____ (name of player seated to the left) but I also like,____,” filling in the blank with a category such as chocolate ice cream. Everyone who fits the stated category quickly finds a new place to sit. The one player who does not find a seat now stands in the center of the circle and starts the process over again.
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Plan for Success: This lively activity is a great way for children to learn about each other and what they have in common with classmates. Steer students away from categories that focus on clothing or appearance and toward categories such as interests, hobbies, and family. You could brainstorm a list of categories before beginning the activity.

Model and practice safe movement across the circle and Tagger's Choice rule for deciding on ties. This game can be played with an equal number of chairs and students in order to teach safety or review the process of the game. This version also works well with younger students when first learning the game.

Doin’ the Rumba

Grade Level: Primary and Intermediate
Materials: None

How To Play: Players are in a circle. One player begins making dance gestures while saying, “I’m doing  the Rumba.” Everyone mimics the action. The next player says, “No, this is the way to do the Rumba” and adds another action. The group adds the second move to the first, mimicking both moves. The third player says, “No, this is the way to do the Rumba,” adding a new gesture. The group repeats all three actions in order and the game progresses in this manner around the circle.
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Plan for Success: Give students time to think of the action. A four count beat is helpful so that the actions follow a more predictable rhythm around the circle.

Variations/Extensions: When first introducing this game it may be helpful for large groups of players to make up gestures together. The game moves faster around the circle and players are not put on the spot to create their own action.

Down

Grade Level: Primary, Intermediate, and Middle School
Materials: None

How To Play: Players stand in a circle formation and join in the following call and response.
Group: "Hey (name of student)!"
Student: "Hey What!"
Group: "Hey (name of student)!"
Student: "Hey What!"
Group: "We want to see you get down."
Student: "No Way!"
Group: "We want to see you get down."
Student: "O.K.!"
Student: "D-O-W-N. That’s the way I get down." (Student does an action using head, arms, and legs while moving to a down position and then stands up again.)
Group: "D-O-W-N. That’s the way she gets down." (The group copies the action.)

This can be used as a greeting or an activity.
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Plan for Success: Before starting, you may want to have students brainstorm possible movements for this activity. This activity is best done in the middle or later part of the year when students have a built a high level of trust with each other.

Down by the Banks of the Hanky Panky

Grade Level: Primary and Intermediate
Materials: None

How To Play: Players start with both hands palms up. Each player places her right hand on top of her neighbor’s (to her right) left hand. Along with the following chant, players pass a clap lightly around the circle. Each receives the clap in his right hand and then passes it to the hand of his neighbor on his left. On the last pass, the receiving player can move her hand. If the passer misses and places the clap in his own left hand , he moves to the inside of the circle. If the passer successfully places the clap into his neighbor’s hand, the neighbor goes into the middle of the circle. Once you have 3-6 players in the middle, they can start their own game. Then, the player who loses just switches circles.

Chant:
"Down by the banks of the Hanky Panky
Where the bull frogs jump from bank to banky
With an eeps, ipes, opes, upes,
And an oomph flop-a-dilly and an oomph flop-flop."
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Plan for Success: Write the words to the chant on a chart so all students can see them. Before beginning the activity, practice the chant couple of times without the hand movements and then do a few practice rounds with the hand movements.

Dragon’s Tail

Grade Level:Primary and Intermediate
Materials: 2 scarves or ties 

How To Play: Divide the class and form two lines. The player at the front of each line becomes the dragon’s head and the player at the end becomes the tail. Put a scarf or tie into the pocket or belt loop of the tail. The object is for one dragon to catch the tail of the other dragon. The dragon lines must stay together at all times with all players placing their hands on the shoulders of the person in front of them. If a dragon breaks apart, it must stop until it is whole again. 
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Plan for Success:Before beginning the activity have each dragon decide how the players will let the other parts of the dragon know to stop. Play a number of rounds giving each dragon a chance to strategize about how to protect its tail while getting the other’s tail. At the end of the activity, students can reflect on what worked well and what did not.
Elbow Tag

>Grade Level: Primary, Intermediate, and Middle School
Materials: Large outdoor space marked with game boundaries

How To Play: All players form pairs, except for two. Pairs stand side-by-side, hands on hips and elbows hooked together. Pairs randomly scatter in the playing area. Of the unpaired players, one is the chaser (It) and the other is the tagee. Simple tag is played with the two free players and they switch roles as the It tags the tagee. To avoid being tagged the tagee can run between the pairs with hooked arms or hook onto the free elbow of any player. Now the tagee is safe as is the player with whom she hooked elbows, but the other half of that pair now must run away from It or be tagged. 
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Plan for Success: Review safe tagging (shoulders, back, arms) and the Tagger’s Choice rule (if the tagger says she got you, she did). Model and practice safe hooking of elbows and movement (walking or running) within the boundaries.

Variations:See Hand-Shoulder Tag for a slightly different version of this game.

Elephant Went Out

Grade: Primary, Intermediate, and Middle School
Materials: A chart with the chant written on it

How to play: Players begin in a circle, with one player in the middle. All players establish a steady, even beat by clapping, and then begin the chant:

"One elephant went out to play
On a spider’s web one day.
He had such enormous fun
He asked another elephant to come."

The person in the middle mimes an elephant playing on a spider web. With the phrase asked another elephant, the one in the middle touches the hand of one of the players in the circle, who goes in the middle. Then continue the chant with…

"Two elephants …"
"Three elephants…"
"Four elephants…"

Continue the chant until all the players have been elephants in the middle.
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Plan for Success: Someone will be last in this activity. Here are some proactive ways to address this potential problem: 
1) Ask someone to volunteer to be last. 
2) Tell the players that whoever is last today will be first the next time you play.

Elephant, Palm Tree, Boat

Grade Level: Primary
How to Play: The group sits in a circle. The teacher points to a player and says her name, following immediately with the name of one of three objects: Elephant, Palm Tree, or Boat. For example, the teacher says, “Sandra, elephant.” This player and the players immediately to the right and to the left, stand. The three players then pantomime the named object, using the following specific movements. 

· Elephant – To mimic a trunk, the center player joins both arms together, points them downward, and sways them from side to side. The two players on either side make half-circles with their arms to suggest ears.

· Palm Tree – To mimic windblown fronds, the center player raises both arms high in the air and sways them. The other two players hold their arms out to the side and wave them like a hula dancer. 

· Boat – Pretending to be a pirate, the center player stands on one leg, covers one eye with one hand, and salutes with the other. The players on either side paddle the boat.


When the trio has successfully pantomimed the object, the teacher points to another student and says, for example, “Shona, boat.” Shona then becomes the middle person of the next trio, who will pantomime a boat.
Plan for Success: In this fast-paced game, students need to think quickly and work together to pantomime different objects. Since students will need to learn and remember nine new movements, it’s important to practice the movements with them before starting the game. With a young class, you might want to play the game naming only one object. Younger students might forget of whom the trio consists. To help them remember, practice calling the name of a student and forming groups (but not doing the pantomime). When you first play the game, go slowly, allowing plenty of time for the players to make the shapes. As the game progresses, you can pick up the pace.


Every Bee

Grade Level: Primary and Intermediate
Materials: An object to pass (stuffed animal – bee, beanie baby, etc)

How to Play: Students pass the object around in rhythm as they repeat the chant. The second time around the circle, students silently make one pass before resuming the chant. Each time through the chant, the students add one more silent pass. The student who ends with the bee after each session is out and starts an inside circle with the same pattern and a second object to pass.

Chant: 
"Every bee that ever was, was partly sting and partly buzz.
Every bee that ever was, was partly sting and partly (silent for one pass) buzz.
Every bee that ever was, was partly sting and partly (silent for two passes) buzz."
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Plan for Success: Try a practice round to get the rhythm of the passes and the extra silent passes in succession. 

Variations/Extensions: As students begin to get the rhythm of the game, the inside and outside circle people who get out can rejoin the other circle. For example, if a student gets out in the inside circle, she jumps back in to the outside circle and has to figure out what silent number the group is on. It works for the outside person to go to the inside circle as well. This variation keeps the game moving quickly, so try it after many successful experiences with the simpler version in which players do not leave the inside circle even when “buzz” lands on them.

Everybody’s It Tag

Grade Level: Primary and Intermediate
Materials: None

How to Play: Select a caller. When the caller says, “Everybody’s It”, students chase each other. When one student tags another, the tagged student remains frozen. If two students tag each other at the same time, they can decide whether to freeze or keep running. 
After a few minutes or when a lot of people are frozen, the caller shouts “Everybody’s It” again and all students are unfrozen and running again. 
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Plan for Success: Be sure that the boundaries are small (at first) and well defined. You can gradually increase the play space when students are successful with the game. Model how to run with students. Sometimes the power walk works well with students. Remember also to model and practice a safe touch and the Tagger’s Choice rule (if the tagger says he got you, he did). 

Variations/Extensions: Start with Partner Tag where students tag back and forth to get used to tagging. Everybody’s It is best after students are comfortable with cooperative play and have good self-control.

Fact or Fiction

Grade Level: Primary, Intermediate, and Middle School

Materials: None 

How To Play: A student is chosen to tell three things about themselves: two are facts and one is fiction. The other players raise their hands and try to guess which one is fiction. The player who guesses is the next one to tell three things. After two wrong guesses it is obvious which one is fiction!
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Plan for Success: With younger students, review fact and fiction.

Variations/Extensions: You could use this activity in a literature circle to review character traits or details from a story. Also, students could write their three things on an index card and you could play a few each day as a getting-to-know-you activity.
Firefly

Grade Level: Primary and Intermediate

Materials: A bag of Skittles or similar-style candies

How to Play: Each player takes a candy (their firefly) out of the bag and hides it in her hand. After all players have their fireflies, they walk around silently giving each other a peek at the color of their candy. When they find a color match they travel together finding more matching fireflies. Once all players have found friends, each group reveals its color.
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Plan for Success: Remind players that this is a silent game. 

Variations/Extensions: To extend this activity, make a human graph of the number of each color, or students can make sentences using the number of their colored candies.

Get Together

Grade Level: Intermediate and Middle School
Materials: Create categories in advance

How To Play: Players are in a circle. Choose a player to be the caller. From the predetermined categories, the caller picks a category and says, “Get together with people who like the same kind of ice cream (or other category) as you.” Students move around trying to find the group they fit into. When everyone is in a group, have the groups call out their category name, for example, “We like chocolate ice cream!”
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Plan for Success: Model finding a group, remembering voice level, moving safely in a group, and including others.

Variations/Extensions: Choose categories that fit your curriculum. For example, callers could say:
“Get together with people who want to visit the same region as you.”
“Get together with people who would research the same animal as you.” 
This could spark a shared writing activity for small groups. This game is often called Huddles.

Guess the Number

Grade Level: Primary and Intermediate
Materials: None

How to Play: Think of a number and write it down on a piece of paper. Hide the number and let students know that you have chosen a number between one and ____. Choose a number range that appropriately challenges the group, given their age and skill level. Going around the circle, students take turns asking a yes-or-no question to try to determine the number. If a student does not have a question he may pass. A student who thinks she knows the number may take a guess. If the guess is incorrect, the questioning continues. If it’s correct, the teacher may choose another number or pick a child to choose a number. To emphasize the cooperative nature of this activity, be sure that the child who correctly guesses the number is not the next one to choose a number. The ultimate goal of this activity is to see how many numbers the group can figure out within a certain period of time. 
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Plan for Success: Encourage students to think of questions that will give them information about the number, rather than questions that just eliminate one number. Instead of asking if it’s the number after fourteen, for example, students might ask if it’s a two-digit number, whether it’s larger than ten, or if it has a five in it. This activity helps children develop questioning skills and listening skills. 

Variations/Extensions: Similar to 20 Questions

Hand-Shoulder Tag

Grade Level: Primary, Intermediate, and Middle School
Materials: Large, outdoor space marked with game boundaries

How To Play: Players partner up. One player stands behind the other with her hands on the shoulders of the player in front of her. Two players, or one set of partners, are unattached and moving in the area around the partners. One of the unattached players is It and tries to tag the other player. The player being chased can attach to the back of a pair of players by placing his hands on shoulders. The player in the front of the pair is then chased by the tagger. 
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Plan for Success: Model and practice safe tagging (shoulders, back, arms) and the Tagger’s Choice rule (if the tagger says she got you, she did). 

Variations/Extensions: See Elbow Tag for a slight variation on this game.

Head and Shoulders, Baby: A “play party” circle game

Grade: Primary
How to Play: Make an inner and an outer circle with partners facing each other. Say each verse of the following chant, making the movements indicated:

"Head and shoulders, baby, 1, 2, 3!"
Touch your own head and shoulders with your hands, clap your hands on "baby", and clap both of your partners hands on "1,2, 3."

"Head and shoulders, baby, 1, 2, 3!"
Touch your own head and shoulders with your hands, clap your hands on "baby", and clap both of your partners hands on "1,2, 3."

"Head and shoulders, head and shoulders, head and shoulders, baby, 1, 2, 3!"
Touch your own head and shoulders each time you say the phrase (3 times), and THEN clap your own hands on "baby" and clap partners hands on "1, 2, 3," as before.

Following verses:
"Knees and ankles; Hips and toes, etc."
Name and touch other body parts 

"Swing your partner!" 
Link elbows with partner and swing until the word "baby," and then do the clapping motions as usual.

"Change your partner!" 
Inner circle moves a person over each time you say "Change your partner!"

As the inner circle moves:
"Change your partner, baby, 1, 2, 3!
Change your partner, baby, 1, 2, 3!
Change your partner, change your partner, change your partner, baby, 1, 2, 3!"


Here’s My Rhythm

Grade Level: Primary and Intermediate
Materials: None

How to Play: Players are seated in a circle. The first player starts the chant, “Here’s my rhythm so check my beat.” He then makes a four-beat pattern. The class repeats the pattern. The adjacent player says the chant, invents a rhythm, and the class repeats it. Players continue around the circle, alternating between chant, rhythm, repeat, until all players have had a turn to initiate the chant and rhythm.
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Plan for Success: Give players a chance to model and practice a four-beat rhythm. Warm up with some whole class examples with younger student

Herman the Worm

Grade Level: Primary and Intermediate
Materials: Copies of the song
How To Play: This is a singing activity. Have students practice to pretend to chew gum by making loud smacking sounds with their mouth and mime playing with a yo-yo while saying, “Wooo wooo.”

Herman the Worm song:
"Sittin’ on a fence post chewin’ my bubble gum (smack, smack, smack, smack) playin’ with my yo-yo (wooo, wooo) when along came Herman the Worm and he was this big (show about an inch space between fingers)."

"Sittin’ on a fence post chewin’ my bubble gum (smack, smack, smack, smack) playin’ with my yo-yo (wooo, wooo) when along came Herman the Worm and he was THIS BIG (hold hands a few inches apart)."
"And I said, Herman what happened?”
“I swallowed my shirt.”

"Sittin’ on a fence post chewin’ my bubble gum (smack, smack, smack, smack) playin’ with my yo-yo (wooo, wooo) when along came Herman the Worm and he was THIS BIG (hold hands farther apart)."
"And I said, Herman what happened?”
“I swallowed my pants.”

"Sittin’ on a fence post chewin’ my bubble gum (smack, smack, smack, smack) playin’ with my yo-yo (wooo, wooo) when along came Herman the Worm and he was THIS BIG (hold hands even farther apart)."
"And I said, Herman what happened?”
“I swallowed my shoes.”

"Sittin’ on a fence post chewin’ my bubble gum (smack, smack, smack, smack) playin’ with my yo-yo (wooo, wooo) when along came Herman the Worm and he was THIS BIG (hold hands even farther apart)."
"And I said, Herman what happened?”
“I swallowed my hat.”

"Sittin’ on a fence post chewin’ my bubble gum (smack, smack, smack, smack) playin’ with my yo-yo (wooo, wooo) when along came Herman the Worm and he was this big again (show about an inch space between fingers)."
"And I said, Herman what happened?”  I burped.”

Hippopotamus
Grade: Primary, Intermediate, and Middle School
Materials: None

How to Play: One child leaves the room and will be it or the guesser. Each child thinks of an animal and the sound that animal might make. One child in the room is selected to be the hippopotamus. The teacher can make this selection in public or private. 

It goes around the circle and asks each child “who are you?”
Each child answers by making their animal’s sound and saying “I am a ……” When the child answers “Hippo” everybody changes chairs. The one remaining in the middle will be the guesser for the next round.
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Plan for Success: Model and practice safe movement in the circle. Problem solve what to do when more than one player comes to a chair at the same time. This game requires quite a bit of self control and if students do not follow safety rules the game ends.

Variations / Extensions: You could do this with types of weather, machines, or any category of things that make distinct sounds.

Hoops

Grade Level: Primary, Intermediate, and Middle School
Materials: One or more Hula Hoops

How to Play: Players stand in a circle, holding hands. A hula hoop is placed between any two players, resting over their clasped hands. Players pass it around the circle while still holding hands. The goal is to effectively cooperate and pass the hoop around the group without letting go of hands.
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Plan for Success: Be sure students can fit through the size of Hula Hoop you have. 

Variations/Extensions: Add as many hoops as you like, going both directions, increasing the challenge as players master earlier versions. This is a simple outdoor game as well. Challenge students to set a time record for speed!

Hot 100

Grade Level: Intermediate and Middle School
Materials: Paper, pencils, dice

How To Play: You will need a piece of paper for each player and one pencil and one die per group. Divide the students up into groups of four to six players. Groups sit in separate, mini circles. Each group puts the pencil and the die in the center of the circle. Each player places a piece of paper in front of him or her. The object is to be the first player to write up to 100 by ones. Here is the catch. Players can write only if they roll a six. 

The die is passed around the circle. Each player rolls the die. The first player to roll a six starts to write the numbers 1 to100 by ones. Others in the group continue to pass and roll the die. The next player to roll a six takes the pencil from the player who has it and starts writing the numbers 1-100 by ones. This pattern continues around the group. When a player get the pencil back, she continues to write numbers from where she left off when the pencil was taken. The first person to get to 100 says, "Hot 100."
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Plan for Success: Practice the game as a whole group first. Model giving up the pencil when someone else rolls a six. You could try this game with younger students, but start with a smaller number.

Hot Potato

Grade Level: Primary and Intermediate
Materials: Any small object to pass

How to Play: Players sit in a circle. A “hot potato” (beanbag or ball) is passed around the circle until a player standing outside the circle calls, “Hot potato!” The player with the potato in her hands at this moment starts a separate potato caller circle, calls out a number. Those in the potato caller circle count off to this number and end by saying, “Hot potato!” in unison. The game continues until all but two players have moved to the potato caller circle. Most players have no sense of winning or losing in this game, as it’s fun to be in either circle.

I Never

Grade Level: Intermediate and Middle School
Materials: 10 tokens or counters for each player (optional)

How To Play: The players are sitting in a circle. A player begins by stating something she has never done, e.g., "I have never visited Canada." Each player who has done the thing named acknowledges it by giving a token to the player who spoke. The game goes around the circle until everybody has had a chance to name something they have never done.

Variations/Extensions: Instead of using tokens, players simply stand up to acknowledge it, each time they have done whatever the speaker has named.

I Pass To You

Grade Level: Primary
Materials: None


How To Play: The leader selects an object, for example a roll of masking tape. However, the tape is no longer a roll of tape when it is passed from player to player. The tape could become a necklace, CD, donut, or whatever the leader decides to call the tape. The leader starts and says, “___________(name of person next to the leader) I pass to you a __________________." The player receiving the item says “Thank you ________________,” (naming of the player passing the tape) and then turns to her neighbor on her right and passes the tape. Repeat this process until everyone has had a turn. 

Variations/Extensions: Players could use their imaginations when both passing and receiving the object by changing its identity. For example, the tape could become a donut when passed and the receiving player could dramatize the change by taking a bite.

I Sit in the Grass

Grade Level: Primary
Materials: None

How To Play: Everyone sits in the circle with one extra, open chair. Students say the chant in order around the circle. The chant can go either direction, but always starts with the person next to the empty chair. As they say their words, they move into the empty chair. 
1st student: “I sit” (moves)
2nd student: “In the grass” (moves)
3rd Student: "With my friend ____.” (name person across the circle to come and take the empty chair next to them) 

After each round of the chant, there will be an empty chair from which the chant and the movement start again. The object is to go quickly and allow everyone to move. 

[image: image52.png]


Plan for Success: Decide the direction (left or right) that the students will move before the game starts. It will pick up in speed and require greater listening skills.

Variations/Extensions: This could become a greeting by changing the words to “I say good morning to my friend _____.” Also, you could change the words to fit the season, for example: 
"I sit in the leaves..." 
"I sit in the flowers…"
"I sit in the snow…"

I Want a Comfy Chair

Grade: Primary, Intermediate, and Middle School
Materials: None

How to Play: The leader must count off the group consecutively, telling everyone to remember their number (the leader takes the last number). The object of the game is for the It to get a seat. This can happen in two ways: 

1) “My chair is hard” 
It goes up to any player and asks, “How do you like your chair?” If the answer is “My chair is hard” the It then asks, “Which chair would you rather sit in?” The player has to give two numbers (2 and 15, for example). Instantly, two players who have those numbers and their two neighbors must exchange chairs. While this is happening, the It tries to get a seat. After the exchange, the player remaining without a seat is the new It. 

2) “My chair is soooo comfy” 
The It asks, “How do you like your chair?” If the answer is “My chair is soooo comfy,” all players must change chairs while the It tries to get a chair. The player remaining without a chair is the new It. 
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Plan for Success: Model and practice safe movement in the circle. Consider what to do when more than one player comes to a chair at the same time. This game requires quite a bit of self control and if students do not follow safety rules the game ends. 

Variations/ Extensions: Count off students using names of states instead of numbers. It asks "Do you like where you live?" If the student answer "no", It asks "What state do you want to live in?" The student asked must remember state names and call those out in their answer.

Inspector Bullfrog

Grade Level: Primary, Intermediate, and Middle School
MaterialS: None

How To Play: The student selected to be the inspector steps out of the room for a moment. All of the students close their eyes and the teacher taps a student to be the bullfrog. The inspector comes back in the room and stands in the center of the circle. The rest of the students all make eye contact with one another across the circle. The bullfrog will quickly make eye contact and sticks her tongue out. The student who gets caught by the bullfrog waits three seconds and then puts his head down. The bullfrog continues to capture students while the inspector in the center tries to figure out who the bullfrog is. If the inspector doesn’t choose correctly in three guesses the game is over or another inspector is selected and the game can start over again.
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Plan for Success: Talk after the game about possible strategies for the inspector and for the bullfrog for guessing correctly or going undetected, respectively.

Is This Seat Taken?

Grade Level: Primary, Intermediate, and Middle School
Materials: None

How To Play: One player is in the middle of the circle and her chair is removed. She then approaches another and asks, "Is this seat taken?" If the answer is "yes," the two exchange places, and the player who gave up her seat begins another round. If the answer is "no," she must ask another. As the player in the middle is asking the question, others are quietly switching seats across the circle behind her back. If the player in the middle sees them switching, she tries to take one of the seats that is temporarily vacant during the switch. If she is successful, the player left standing starts the next round.
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Plan for Success: Make sure players discuss how the game is played and how it feels to be told “no”. The class could create a few guidelines on how to keep this game moving or how they could play successfully, without excluding others.

Jig-a-low

Grade Level: Intermediate and Middle School
Materials: None

How To Play: Ask for student volunteers to be responders in the following call and response chant.

All: "Jig-a-low, jig, jig, a-low" (2 times)
"Hey ___________ !"(name of someone in circle)

Person named: "Hey What?"

All: "Can you jig?"

Person named: "Jig what?"

All: "Jig-a-low?"

Person named: "I raise my hands up high" (raise hands over head)
"My feet down low" (pointing to feet) "and this is how I jig-a-low" (make a movement)

All: "His hands up high" (raise hands over head)
"His feet down low" (pointing to own feet)
"And this is how he jigs-a-low" (repeat movement)
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Plan for Success: Discuss appropriate movement for the jig

Jump In Jump Out

Grade Level: Primary and Intermediate
How to Play: This game is a call and response circle game. The group sings the song below to call a student to the center of the circle. This game could also be used as a greeting later in the year or when student demonstrate a high level of comfort with one another.

Group: "Jump in, jump out
Turn yourself about
Jump in, jump out
Introduce yourself!"

Person called to center: "Hi! I’m ___________"(his or her name)

Group: "Hi, __________!"

Center person: "I’d like to __________" (name an activity. e.g. play the drums)

Group: "Ye----ah"

Center person: "And I’m gonna_______________" (repeat activity above)

Group: "Ye-----ah..."

Center person: "For the rest of my life!"

Group: "For the rest of her/his life!
Jump in, jump out…etc…
Introduce yourself!"

Continue around the circle. If time is short, instead of singing the entire song, after five rounds skip the closing section of the song, following “For the rest of her/his life!” with “Introduce yourself!”

Kitty Wants a Corner

Grade Level: Primary, Intermediate, and Middle School
Materials: None

How to Play: The person who is It, in this game It is Kitty, walks around the circle and says to a student, ”Kitty wants a corner,” and the student responds, “Ask my neighbor.” Meanwhile, one student makes eye contact with another and they nod, which is an agreement to switch seats. They switch seats without letting the Kitty get the seat. The object for the Kitty is to steal someone’s seat. The person whose seat gets stolen is now the Kitty.

Knots

Grade Level: Intermediate and Middle School
Materials: Small lengths of rope or stretchy cloth (optional)

How to Play: Divide students into groups of four to six players. Players stand in a circle. They place their right arms into the circle and grab a hand across from them. Each player does the same thing with his left arm. (Each player should now have two different players’ hands.) Now all the players are connected in a big knot that they must untangle without letting go of their partners’ hands. The group discusses and strategizes different possible ways of untying the knot.

Plan for Success: The closeness of this game requires a lot of trust. Discuss how this game could help support cooperation, assertion, and responsibility. See variation below for a lower-risk version of the game.


Lap Game

Grade Level: Primary and Intermediate

Materials: None

How to Play: Students begin in their own seats in the circle. The facilitator of the game will ask a question for the group to consider and tell the group how many spaces to move. For example, “All those with sandals on move two to the left.” Everybody wearing sandals must move two seats to the left, which may leave students sitting on laps of others. Another statement is made and everyone moves again. Laps can be several people deep.

Plan for Success: This game requires a high level of trust between students. Be sure to model and practice how to sit appropriately on someone’s lap. 

Variations/Extensions: Instead of sitting on laps, you can play this game successfully by standing in front of the people as you move.

Machu Pichu

Grade Level: Primary and Intermediate
Materials: None

How To Play: Begin the game by removing one chair from the circle and have that player leave the room. All other players sit in a circle with eyes closed. One player taps someone on the shoulder (it can be more than one player, too). The player outside of the room is invited back. She begins asking questions. Everyone tells the truth except for the player who was tapped. The tapped player answers, “Machu Pichu,” and everyone switches spots. The player left standing without a chair now leaves the room.

Me Too
Grade Level: Primary, Intermediate, and Middle School
Materials: None

How To Play: One player starts by saying something that is true about himself, e.g., I live to play basketball. I have two brothers. If that is true about anybody else in the circle, they may snap their fingers or stand up (choose one or the other) and say, "Me too!" The game goes around the circle until everybody has had a chance.
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Plan for Success: Sometimes a players will give a statement that no one has in common. This is fine, but it is best to prepare players for this scenario.

Variations/Extensions: Graph some of the responses or have someone record the data to use in math or another curriculum area.

Minister’s Cat, The

Grade Level: Primary, Intermediate, and Middle School
Materials: None

How to Play: The human qualities of cats have always fascinated people. Although the origin of this game is not certain, it was no doubt inspired by a rather colorful feline.

All players sit in a circle on the floor or in chairs. The object of the game is to provide adjectives describing the minister’s cat. Each new adjective must begin with a different letter of the alphabet, in order. The first player might say “The minister’s cat is an angry cat.” The next player would have to use a word that starts with B. For example, she might say, “The minister’s cat is a beautiful cat,” and so on.

Players can tap out a soft, four-beat rhythm on their knees throughout the game. Each player should be prepared with a new word when his turn comes, so the rhythm is not broken. The rhythm emphasizes different parts of the sentence. “The MIN-ister’s CAT is a CRANK-y CAT.” Speed up or slow down the rhythm, depending on how well the group is doing

Mirror Reflector

Grade Level: Primary, Intermediate, and Middle School
Materials: None

How To Play: Warm Up: Leader call outs a shape and players create that shape with their body. Practice creating shapes in low, middle, and high space. Low space is closest to the floor, high is at or above heads, and middle is in between. Shapes can be described as low, twisted, high curved, etc.

1. Players find a partner and then choose roles of inventor or reflector for the first round. Roles will switch for subsequent rounds. 
2. Leader calls out shapes. Inventor starts and when ready says “same” and the reflector creates the same shape. Switch roles and have the reflector become the inventor and repeat.
3. Switch the inventor and reflector again. The shape is called out and this time the inventor says “different” and the reflector does something different by changing the space or the shape. Switch jobs and repeat.
4. Continue to call out shapes and but the inventor decides to call out same or different. Switch inventors.
5. If time, have half the group try it while the other half notices shapes. Switch.
6. Create brief same and different pieces by stringing together three simple movements and the audience can see the sequence of same and different shapes.

Plan for Success: Consider your group’s readiness for the game as some groups may find movement in front of their peers a risky venture. To begin, the teacher will be the leader. When ready, students can practice and then perform the role of leader. Define and practice low, medium, and high space, as well as how players might respond to different shape cues. To process the experience after playing this game, ask: What have you noticed about your comfort level with moving?

Variations/Extensions: Connect to social studies by thinking of conflict resolution with same and different or cultures that have same and different.
Mirrors / Do This!

Grade Level: Primary, Intermediate, and Middle School
Materials: None

How To Play: Seated and in partners, players face each other, hands up in front, palms facing—close but not touching. They take turns leading and following. One player leads and the other follows. The object is for the leader to move her hands and the follower to imitate as exactly and simultaneously as possible, as if a mirror reflection. 
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Plan for Success: A pair of students could volunteer to model and practice an appropriate range of motions and actions. This game should be introduced when the group has adequate trust and comfort for the physical closeness of this activity. 

Variations/Extensions: Players stand while creating the mirror reflection, adding movements of arms, legs, and/or the whole body. 

The leader can vary the tempo, dynamics, emotional expression, or direction of movement.

The leader can call out “Same!” or “Different!” and the partner follows the instruction, trying to match (same) or diverge from (different) the leader’s actions, until she changes the movement and makes another call.

See Mirror/Reflector for more variations.

Moose

Grade Level: Primary, Intermediate, and Middle School
Materials: None

How to Play: Children circle up and select one person to be the first moose to call out the name of a classmate. When a student’s name is called, she puts both hands up to ears with fingers spread out to look like the horns of a moose. At the very same time the student to the right puts up his left hand to make one horn and the student on the left puts up her hand. The student whose name was called will quickly call upon another student to do the same. This will require children to pay attention to the person to their left and right side at all the times. Once a student misses a cue to put his hand or hands up, they sit down which will change the student configurations (the student who miscues does not have to sit down, simply continue to play the game). 
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Plan for Success: Students need to feel comfortable with each other’s names. Be sure to model and have students practice the actions before playing.

Variations/Extensions: It is always fun to change the actions and the name of the game.

Mrs. Mumble

Grade Level: Primary and Intermediate
Materials: None

How to Play: Students are seated in a circle. Someone starts by asking a neighbor, “(Name), have you seen Mrs. Mumble?” But, players can’t show their teeth when asking. The neighbor responds by saying, “No (Name) , I have not seen Mrs. Mumble?” again without showing her teeth. The first person then says, “OHHH!” and asks the next person..."(Name), have you seen Mrs. Mumble?" This must go around the circle without any players showing their teeth while speaking. See Mrs. Mumble, a children's book, as a resource.


Number Order Game

Grade Level: Primary, Intermediate, and Middle School
Materials: Number cards, one for each player

How To Play: On cards, write zero to the total number of students in the class, one number per card. In a circle, players sit in order, starting with zero. All the players hold up their numbers. The goal is to try to get to the zero spot. The zero player starts and calls any number, that player has to call another number, and then that player calls another number. For example, zero calls 12, 12 calls 21, 21 calls 7, and so on. Players can not call their own number, hesitate, speak out of turn, or mumble. 

The player who makes a mistake stands up and puts his number on his chair. Anybody holding a number higher than that player’s number does the same. The person who made the mistake goes to the last number place and everybody else moves up one number. For example, in a class numbered up to 24 and 13 makes the mistake, numbers 13 to 24 stand up, 13 goes to 24, 24 goes to 23, 23 goes to 22, 22 goes to 21, and so on. Because the goal is to sit in the zero spot, players try to make the zero player make a mistake. After a few rounds, you can start to add rules, such as you may not call one up or one down from the number you are holding.

Off My Back

Grade Level: Primary, Intermediate, and Middle School
Materials: None

How to Play: The person who is It stands by the white board facing the class. The teacher writes a number on a sticky note and sticks it on Its back. It turns around so the class can see the number. It then asks “yes-or-no”-questions about that number such as “Is it bigger than 10…” which the class answers. Provide a number line on the white board to be used to help students see how to narrow the guesses and what is left. When it is down to two numbers they guess one and then take the number off their back. 


Plan for Success: To differentiate this game allow students to ask for hints if they can not come up with questions. If students can not come up with the answer you can plan for this by allowing “give aways.” This is when a player whispers the answer to the It person. It should be made clear that there are no “give aways” unless the It person asks for one. If an answer is given one without asking that player should be given a break.

Variations/ Extensions: Instead of numbers, students could use words, capitals or countries, titles, etc. Adjust the challenge to the grade level.

Oh Yeah!

Grade Level: Intermediate and Middle School
Materials: Cards with bragging activities written on them.

How to Play: Make up about 20-30 sentences in present perfect tense describing various activities about which one could brag (for example: “I’ve eaten lunch with Al Gore”). Students draw a slip of paper with a bragging activity on it. She says it aloud to the group and they try to outdo her by thinking up a statement which would be more impressive. When they can not come up with something more impressive, they say WOW and move on to the next statement. 

Example: 
S1: “I’ve eaten lunch with Al Gore.”
S2: “Oh yeah! I’ve eaten lunch with Bill Clinton!”
S3: “Oh, yeah! I’ve eaten lunch with Gore and Clinton!”
S4: “Oh yeah! I’ve eaten Gore and Clinton for lunch!”
WOW!!!!!


Plan for Success: Model appropriate examples. If an inappropriate statement is said, that player is given a break. If several players give inappropriate statements the game ends. Be sure students have some understanding of what is written on the bragging cards. 

Variations/ Extensions: Have students write bragging cards based on a current or recent unit of study.

Pass a Smile

Grade: Primary, Intermediate, and Middle School
Materials: None

How to Play: The leader turns to the player on his right and frowns. This player turns and frowns at the person on her right and so on around the circle. The frown must be mean looking. 

Leader now smiles to the person on his left and that person passes a smile to the left. The smile is passed until all have received it. The smile should be genuine. 

Plan for Success: For the pleasure of it, players can practice facial expressions, as well as passing around the circle without movement.
Pop!

Grade Level: Primary and Intermediate
Materials: None

How to Play: Around a circle each player counts off by ones. This counting game requires that you agree ahead of time by what counting rule you are going to send the action around the circle: counting by twos, threes, fives, tens, etc. To begin, the player that is number five says “Pop!” and sits down. Following the predetermined rule, successive players say, “Pop!” and also sit down. The game continues in this fashion until only one player is left standing. 

Plan for Success: Students may want to discuss mental math strategies they could use to stay alive in this game. Have a conversation about being last.

Variations/Extensions: Give students the option of saying one or two numbers at a time. You could start another game as an inside circle for those who have had to sit down.
Predicament

Grade: Intermediate and Middle School
Materials: None 

How to Play: The player who is chosen to be It leaves the playing area while the rest of the players decide on a predicament. For example, you’ve jumped from an airplane and your chute fails to open. It returns and asks players, “What would you do?” They respond with their ideas. They may reply; “I’d scream!” It has three guesses to figure out the original predicament. There is no limit to the number of players It can ask. 
A sample game may go something like this:
It returns and asks “What would you do?”
Player 1: “I’d scream!”
Player 2: “I’d try the emergency one.”
It guesses: “Are you in an elevator that’s falling?”
Group answers: “No!”
Player 3: “I’d close my eyes and review my life.”
Player 4: “I’d aim for a river.”
It guesses right and the group says “Yes!”
Purple Stew

Grade Level: Primary
Materials: None

How To Play: Players start standing in a circle. One player is in the middle and starts the Purple Stew chant: 

"I’m making a purple stew ba ba ba stew ba ba ba
I’m making a purple Scooby dooby dooby doo
With purple tomatoes and purple potatoes and YOU!"

On the word “YOU!” the player in the middle points to someone. The player picked joins the singing chant, chooses someone on “YOU,” and moves to the center. Players continue to say the chant together until everyone is chosen and all players are in the center.

Plan for Success: Talk with students about being last. For younger students, a printed chart with the chant on it might be helpful.

Variations/Extensions: Use this activity as a greeting and have players greet the person they point to on “You!”

Questions and Answers

Grade Level: Primary, Intermediate, and Middle School
Materials: None

How To Play: With players seated in a circle, a caller asks a “question” by making a simple, short rhythm patting his knees or clapping hands. The next player “answers” by patting her knees with a different short rhythm. The caller repeats the question and then the whole circle simultaneously repeats the rhythm of the answer. This question-and-answer volley proceeds around the circle. Each player has a chance to create an answer rhythm, repeated by the whole group.

Plan for Success: Model and practice creating rhythms and repeating the rhythms of others before adding the pressure and complexity of moving around the circle.

Variations/Extensions: Add the challenge of creating an answer that matches the beats of the question, but alters the rhythm.

Add the challenge of creating rhythms using voice or feet or a combination of different possibilities.
Quick Change

Grade Level: Primary, Intermediate, and Middle School
Materials: None

How To Play: In partners, players face each other, observing clothes, hair, accessories, and so on. Partners then turn away from each other and make three changes to their appearance, such as turning glasses upside down, unbuttoning a button, or moving a ring. When both are ready, they turn around and each tries to identify the changes the other has made.

For a second round, players switch partners and then increase the challenge to making and identifying four changes. In each new round, new partners can add to the number of changes. Eight changes are usually the most that people can remember.

Plan for Success: Talk with students before playing about possible changes.
Quick Number

Grade Level: Primary (later in the year) and Intermediate
Materials: None

How to Play: Everyone in a circle numbers off one through however many students are in the class. The students must remember their number. The #1 person starts by calling out another number. Whoever is called, must then call out another number. You must be listening for your number so you can call out another number. If you don’t hear your number, you must move to the last chair in the circle and everyone moves down. The object is to get into seat number one. Once someone has moved down, their number then changes. For example, number one calls number 10, but number 10 didn’t call out another number. Number 10 then must go to the last seat and everyone moves down a seat. So, the person that was number 11 now becomes number 10 and so on. 

Plan for Success: During the first few tries, renumber students to get the hang of the game. Younger students could have number cards to hold up or place in front of themselves to make the game easier.

Variations/Extensions: Each person chooses an animal action and must watch for their action to be shown. The students then show their action and show someone else’s. If they don’t catch it, they must move to the last spot in the circle.
Rhyme Charades

Grade Level: Primary
Materials: None

How To Play: The teacher begins by saying, “I am thinking of a word that rhymes with cat.” Players who think they know a word go to the center of the circle and pantomime their guesses. For example, a player may go to the center of the circle and flap his arms like a bat. The others in the circle try to guess what the player in the center is miming. The player who correctly guesses the mimed word then has a chance to guess the teacher’s word. 

Variations/Extensions: Alphabet charades can be played in the same manner. For example:
“I am thinking of an animal that begins with the letter B.” 
“I’m thinking of an animal that begins with C and ends with T.”
River Rises for People Who… (The)

Grade Level: Primary, Intermediate, and Middle School
Materials: Students seated in a circle of chairs 

How To Play: There is one chair less than the people in the circle. A person goes to the center to begin the game. She chooses a category (such as, hobbies, pets, etc.) and says, “The river rises for people who_____ (something true about her, e.g., has a dog).” All students for whom this is also true stand up and change chairs, at least two chairs away from where they were sitting. The game continues with the person who did not find a chair as the caller. 

Plan for Success: Model and practice safe walking and changing chairs. This can be a very active game and fun, but needs to be slowly taught so students can feel successful. Try playing the game without a missing chair if the pace is too intense, or if you feel you can better model and practice the game in this manner.

Variations/Extensions: You can choose categories to fit with your curriculum.
Rock, Rock and Little Coin

Grade Level: Primary and Intermediate
Materials: Rock or coin to pass

How To Play: Players sit in a circle on the floor holding their palms up and out to their sides. Right palms connect to the right neighbor’s left palm, continuing all around the circle until everyone is connected, palms up. One player is in the center with her eyes closed. To begin, each player takes their OWN right hand as if to pick something out of their left hand and pretend to pass the rock from one hand to another. The whole circle should pretend the passing in unison. It should look as if a rock is being passed each time, disguising its whereabouts from the player in the middle. When the motion becomes smooth, add the rock to the passing motion and tell the player in the middle to open his eyes. 

The chant below is said as the rock passes from player to player. The player in the center has three guesses to discover who has the rock.

"Rock, rock how you wander,
From one hand in to the other.
Is it fair? Is it fair?
To keep poor (name player in the middle) sitting there?"

Repeat the chant while the player guesses. 

Plan for Success: Be sure to practice the passing motion. Write out the words to the chant for younger students.

Variations/Extensions: Try adding a coin instead of a rock and change the chant to as follows:

"Little coin you have to wander,
From one hand in to the other
Is it lovely? Is it fine?
Just don’t let yourself be seen."

Rumplestiltskin

Grade Level: Primary, Intermediate, and Middle School
Materials: None

How to Play: The circle has one less chair than the number of players. It goes out of the room, and one player is chosen as Rumplestiltskin. When It comes back, he questions each player, in order, around the circle, “What is your name?” Each player says their name except the chosen one, who says, “Rumplestiltskin.” Then everyone changes seats, and It tries to sit down, too. Whoever is left standing becomes It.
Screaming Eyes

Grade Level: Primary, Intermediate, and Middle School
Materials: None

How To Play: Students stand in a circle. The leader of the group calls out directions for the group to follow. When the leader says “ceiling,” everyone looks at the ceiling. Then she says, “toes,” and players look at their toes. Finally, she says, “eyes,” and participants look across the circle. If two players make eye contact with each other across the circle, they throw their hands up, scream, and sit down. There may be more than one pair that make eye contact and scream. The game continues with the caller saying the three commands, players making eye contact, screaming and sitting down. The game ends when everyone is sitting down.

Plan for Success: Play in an area where noise is okay. 

Variations/Extensions: Say “dude” instead of screaming at each other when eyes meet. This way of playing seems to be more effective and comfortable with older kids.

Shake It Up

Grade Level:Primary, Intermediate, and Middle School

Materials: Two sets of cards


How To Play:Prepare two sets of cards. On one set of cards write math vocabulary words, for example, even numbers, odd numbers, prime numbers, multiple of fives. On the other set of cards write numbers (every number different). Every player is given a number card. One student stands in the center of the circle with the category cards. The other players sit in chairs on the outside of the circle. There is a chair for all players except for the one standing in the center of the circle. The player in the center chooses a category card and says, “Shake it up if your number is______ (e.g., a prime number).” The players whose numbers fit into that category and the caller shake it up and try to find a new chair to sit in. There will then probably be a new caller in the center of the circle. 

Plan for Success: Model and practice the scramble for chairs so that it is safe and courteous before playing this game.

Variations: Use content matter other than math for your categories. For example you can have cards that list States of the U.S., Holidays Around the World, or Parts of the Body.
Silent Birthday and other Line-ups

Grade Level: Primary and Intermediate 
Materials: none

How to Play: The students line up according to their birthdays without talking. The line starts with January and ends in December. Students should try to line up in order by month and day. When they have finished the birthday line up, starting with January, ask students to say the month and day in which they were born. This activity gives practice in problem-solving cooperatively.

Plan for Success: Before the game starts, brainstorm ways the students can communicate with one another without using their voices. They may suggest using their fingers, mouthing the words, miming, etc. Younger students may need to talk to each other during the line-up when they first try it. Model and have students practice how to line up. Discuss with students the fact they will sometimes be at the end of the line. 

Variations/Extensions: Line up (or circle up) according to one of the following: number of letters in your name, ABC order of first or last names, ABC order of vocabulary words, syllables (least to greatest) of given words, ordinal numbers, number of siblings, no talking, whispering, speaking a language besides English… the possibilities are endless.
Silent Spelling

Grade Level:Primary and Intermediate
Materials:List of spelling words


How To Play:Display a list of already familiar spelling words. Each student is given a letter card that can be used to spell one of the spelling words. Have someone call out one of the spelling words. The students who have a letter card that can be used in that spelling word stand up and the group works together silently to form a line with the letters in the correct order.
Snaggledoodle

Grade Level: Primary and Intermediate
Materials: A small object to hide

How To Play: Choose an object to hide and share it with the class. Send three-five students outside. Hide the object in the room so that it is partly visible. When the students who stepped out return, the class taps two fingers on one hand and watches the students. The class taps louder and faster as one or more of the searchers get closer to the object. When a player sees the object, she goes back to her chair and says “Snaggledoodle.” The group keeps searching until all have seen the object, or until a predetermined time limit had expired.

The game can be repeated as many times as there are groups of students. You could hold a final round with all the players who said “Snaggledoodle” first in each round.

Variations/Extensions: Think of different words to say when the object is sighted that fit your curriculum.
Stone Rhythms

Grade Level: Primary, Intermediate, and Middle School
Materials: Polished river stones (sold at craft stores), two stones/student

How to Play: Everyone in the circle gets two stones. First explore the stones and what they can do. (See Plan for Success below.) You can then make rhythms together in a number of ways: 

· You can make a variety of rhythms with your stones and the students can echo you each time. You can make the exercise more challenging by giving the children longer sequences and by giving them one rhythm (pause), then a second rhythm, to see if they can listen hard and remember the two rhythms accurately.

· You can go around the circle, with each child making a rhythm which the class as a whole echoes.

· You can give a call rhythm to a student who can answer with a rhythm of her own; then you give your original call again and the whole class answers with the student’s rhythm. You go around the circle giving the same call to each child, but receiving a different answer each time, which the whole class echoes after you have repeated your call again. Students can also be the callers.
Swedish Baseball

Grade: Primary, Intermediate, and Middle School
Materials: None

How to Play: The ball in this game is the players’ heads (for pretend of course). The thrower places both hands on his head and pretends to throw the ball to another player while calling her name. That player catches the ball by putting both hands on her head. That player becomes the thrower and continues the game by throwing the ball to another named player. The throwing and catching action can be dramatically exaggerated.

Plan for Success: Players must know classmates' names.
Symphony

Grade Level: Primary and Intermediate
Materials: None 

How To Play: One player in the group is the guesser and must leave the classroom while the group decides on a word to use for their symphony. The word chosen must be two or more syllables and will determine how many sections you have in your symphony. 

For example, if the word hot dog is used there will only be two sections in the symphony. One half of the group sings only the word “hot” to the tune of Yankee Doodle, while the other half sings only the word “dog” to the tune of Yankee Doodle. 

When a word has been decided upon the guesser is invited back into the room and stands in the middle of the circle. The two parts of the symphony begin to sing their words simultaneously and the guesser must try and decipher the word they are singing.
Plan for Success:You may need to teach the song Yankee Doodle before beginning this activity so students will know the tune. You may also want to practice using an example, such as hot dog, with the whole class 
Take Sides

Grade Level: Primary, Intermediate, and Middle School
Materials: Prepare a list of contrasting statements about student preferences. Here are just a few examples: 

· I like to sleep late in the morning / I like to get up early

· I like sweet foods / I like salty foods

· I like to swim in lakes / I like to swim in pools

· I eat meat / I’m a vegetarian

· I like to take my time / I like to hurry

· I like rainy days / I like sunny days


How to Play: Players make a circle and then come to the center to form a line. The leader calls out a pair of statements and designates a side of the room on which players should stand to indicate their preference. For example, “All who like rainy days go to the left. All who like sunny days stand, go to the right.” As soon as students have reached their sides they can look around to see who else is in the group. Quickly, the leader calls out another pair of choices. In this fashion, players take a side, grouping and regrouping themselves repeatedly. Occasionally, the caller may say, “If neither is true for you, go to the middle.” The last statement can be, “If you are a student in Ms./Mr. _________ (your name) class, sit in a circle.”

Plan for Success: Model and practice moving safely across the room. Explain that statements are limited to two choices and students need to make a choice based on what is closest to true for them. In some cases, both things are true to some degree, but students make a choice about which they prefer.

Variations/Extensions: Later in the year, ask the students to brainstorm a list of contrasting statements to use for this activity.
Tanzania Handshake

Grade Level: Primary and Intermediate
Materials: None

Students raise hands and greet according to a leader’s direction to greet somebody who…
has the same shoes
has the same color eyes
is wearing a short-sleeves shirt
likes to play soccer
you would like to know better
etc.

Plan for Success: Make it clear to the students that the leader calls on students with raised hands for greetings. Before choosing a leader other than the teacher, model and practice how to direct the greeting so that everyone will be greeted over a short period of time.
Team Rock Paper Scissors

Grade Level: Primary, Intermediate, and Middle School
Materials: Large space with safe zones defined

How to Play: Divide players into two teams. Each team decides on first and second signs to use for Rock, Paper, Scissors, in case the first round results in a tie. After the teams huddles, they line up facing each other in the center of the playing field. The teams say, “Rock, Paper, Scissors!” and flash their signs. The team that wins the round tries to tag the other team as they run back to their safe zone. If they get tagged, they join the winning team. The game begins again with the huddle and continues. 

Plan for Success: Model and practice safe tagging (shoulders, back, arms) and the Tagger’s Choice rule (if the tagger says he got you, he did). Clarify where each team’s safe zone is.

Variations/Extensions: Everyone finds a player to do Rock, Paper, Scissors. The loser gets behind the winner and starts a train. When the trains meet, the players in the front do Rock, Paper, Scissors, until the entire group is one long train.
That’s Me

Grade Level: Primary, Intermediate, and Middle School
Materials: None

How to Play: A designated first player in the circle makes a personal statement such as, “I have two brothers.” Anyone else in the circle that has two brothers takes a step in, raises his hand and says, “That’s me.” The next player in the circle makes another statement such as, “My favorite color is red.” All players to whom that the statement applies take a step into the circle, raise their hands and say, “That’s me.” You continue around the circle until everyone has had a chance to make a statement.

Plan for Success: Play this game at the beginning of the year to help students discover what they have in common. Similarly, the game helps welcome a new student. 

Variations/Extensions: “That’s Me” The Sharing Game
Everyone crouches down in a circle. To begin, one player stands up and asks a question such as,
“Who likes pizza?” “Who lives in a blue house?” “Who plays soccer?” “Who’s going to their cabin this weekend?” Students love to be creative with the questions!

All players to whom the question applies also stand up and shout, “That’s me!” while throwing their arms in the air. The game continues until everyone around the circle has had a chance to ask a question or until everyone has joined in saying, “That’s me!”

It’s a great game to do on Mondays and before or after a long break, because it gives everyone a chance to share something. It’s also a non-threatening type of sharing for students hesitant to share in front of the class or in the beginning of the year before sharing has been formally introduced.

The Wright Family

Grade Level:Intermediate
Materials:Small object or piece of candy for each student

How To Play:This is a passing activity that requires the students to stand in a circle, fairly close to one another. Each student is given an object like a pencil or a small piece of candy. Tell them you will be reading them a story about the Wright family, and anytime they hear the word “right” they will pass their object to their right and vice versa for the word “left”. 

Reflective questions
Begin reading the story to the students. As the story progresses, students realize how difficult it is to continually pass to their right and left quickly while receiving an object in their other hand. When you finish the story, ask some reflective questions such as: "What was fun about this activity?" "What wasn’t fun about it?" "How could we improve this activity?" "How did we help each other during the activity?" "What skills did we have to use in order to do this activity?"

Comprehension questions
After this discussion, ask students some comprehension questions such as: "Where was the Wright family going?" "Who didn’t go on the vacation with the family?" "What was left in the driveway?" "Why did Tommy have to run back home?" "Who got sick in the car?" See how many students can answer the question. If many of them can’t, ask them why? "Why couldn’t they remember the details to the story?" Someone might mention that they were busy passing the object around the circle, so they weren’t concentrating on the content of the story, just listening for “right” and “left.”

A reminder about focused learning
After the discussion, you can tell students that it is very difficult to comprehend a story or conversation when you are doing something else. "When is it necessary to focus all your attention on just one task and not two or three?" When reading, it is hard to understand what you read when you aren’t fully engaged in your task. Our understanding of a story/book can be affected if we are not totally engaged in it. There are times when it’s fine to talk, and other times when it doesn’t help your learning. 

In the future, this activity will provide a positive reference for your reminders that when reading they will need to be focused in order to comprehend the book/story.

Life with the Wright Family (story for above activity)

One day the Wright family decided to take a vacation. The first thing they had to decide was who would be left at home since there was not enough room in the Wright family car for all of them. Mr. Wright decided that Aunt Linda Wright would be the one left at home. Of course this made Aunt Linda Wright so mad that she left the house immediately yelling, "It will be a right cold day before I return."

The Wright family now bundled up the children, Tommy Wright, Susan Wright, Timmy Wright and Shelly Wright and got in the car and left. Unfortunately, as they turned out the driveway someone had left a trash can in the street so they had to turn right around and stop the car. They told Tommy Wright to get out of the car and move the trash can so they could get going. Tommy took so long that they almost left him in the street. Once the Wright family got on the road, Mother Wright wondered if she had left the stove on. Father Wright told her not to worry he had checked the stove and she had not left it on. As they turned right at the corner, everyone started to think about other things that they might have left undone.

No need to worry now, they were off on a right fine vacation. When they arrived at the gas station, Father Wright put gas in the car and then discovered that he had left his wallet at home. So Timmy Wright ran home to get the money that was left behind. After Timmy had left, Susan Wright started to feel sick. She left the car saying that she had to throw up. This of course got Mother Wright’s attention and she left the car in a hurry. Shelly Wright wanted to watch Susan get sick, so she left the car too. Father Wright was left with Tommy Wright who was playing a game in the backseat.

With all of this going on Father Wright decided that this was not the right time to take a vacation, so he gathered up all of the family and left the gas station as quickly as he could. When he arrived home, he turned left into the driveway and said, "I wish the Wright family had never left the house today!"
This is a Banana

Grade Level: Primary, Intermediate, and Middle School
Materials: One or more small objects to pass (ball, pencil, etc.)

How to Play: Player #1 hands a small object to an adjacent player, saying, “This is a banana.” The recipient, player #2, says, “A what?” player #1 replies, “A banana.” player #2 says, “Oh, a banana!” and takes the object. Then player #2 turns to the next player and this pair repeats the dialogue except that only player #1 can answer the question. Players must pass the question, “A what?” back to player #1, one person at a time in the circle. Then, the answer is sent forward one person at a time until it reaches the pair exchanging the object and the object can advance. The dialogue and the object move around the circle in this way. 

Meanwhile, after about three players have passed the “banana,” player #1 starts another object in the opposite direction, saying, “This is a pineapple.” The recipient says, “A what?” and player #1 replies, “A pineapple,” “Oh, a pineapple!” Then that player takes the object, turns to the next player, and begins the same dialogue and pattern. Both objects will meet somewhere in the circle and cause a lot of silly confusion.

Plan for Success: Try one object the first few times. Players need to get used to the patterns and phrases in order to be successful with this game. Because questions are traveling back and forth to and from player #1, everyone needs to play close attention. 
Titanic

Grade Level: Primary, Intermediate, and Middle School
Materials: Large, open space

How to Play: Players walk around within the designated boundary after the caller says, “All hands on deck!” The caller then can change the command to one of the choices listed below. The commands require players to regroup in different ways. Return to “All hands on deck,” between rounds of the game. 

· “All hands on deck!” Everyone walks around individually.

· “Person Overboard!” Find a partner. One player kneels and the other pretends to look overboard.

· “Battlestations!” Make a group of three. One player in the middle holds arms up. The player in front points forward. The player in the back points back. This configuration resembles the three parts of the ship.

· “Lifeboat!” Find a group of four. Players simulate a lifeboat by placing their hands on each other’s shoulders.


Plan for Success: Practice the configuration for each command so that the game can be played quickly.
Touch Someone Who

How To Play: Circle up the players and set the stage for the special quality of what you will do. Explain that you will be calling out categories, after which players will touch people who they feel fit the category. Have everyone close eyes. Choose 5-8 people to be the "Tappers" by touching them on the shoulders. They stand up and open their eyes. Then you begin to state the categories listed below, pausing after each to give the Tappers time to tap people. As the Tappers hear a category, they can gently tap one or more of their classmates who in their opinion fit the category. (Emphasize that when they are not the Tapper, players do not stand up when tapped, but are merely being acknowledged—at first many stand anyway, no matter how many times this is explained!) 
Don’t forget to ask processing questions afterward. Remember all is "challenge by choice," and players can choose to sit out if they wish, but if they do play, they may not disobey rules. Be sure to emphasize the importance of keeping eyes closed; it is what makes the ritual successful. Later in the year, your students might be ready to facilitate the ritual by brainstorming category lists, posting them, and eventually calling the categories themselves.

Some Interesting Categories: Touch someone who…
Is a good listener
Will find a cure for cancer
Will be a millionaire
Will invent something
With whom you would like to be stranded on a desert island
You think has helped us with our hopes and dreams
Is as good as . . .(gold, a chocolate sundae, etc.)
With whom you would share a secret 
Would look good in pink
Is a good friend
You don’t often work with, but would like to get to know better
Helped you today
Would make a good . . .leader, accountant, computer repair specialist, dancer, comedian
Made you laugh
With whom you’d like to have lunch
With whom you would like to play at recess
You admire
You would take on an all-expenses-paid trip to Fargo, ND, New York City, Hawaii, etc.
Has taught you something
You have seen using the CARES skills—cooperation, assertion, responsibility, empathy, self-control
You’d invite to join your rock ‘n roll band—singers, roadies, guitar players, bus drivers, etc.
Processing Questions
"How did it feel being tapped?" "Why?"
"How did it feel being the Tapper?" "Why?"
"Do you have other ideas for questions we can ask?"
"How does this activity help us to make a more caring classroom?"
"Do you have any ideas on how to make it more fun or meaningful?"
Train

Grade Level: Primary and Intermediate
Materials: None

How To Play: This activity can be used to reinforce phonemic awareness, such as ending sounds in a word. Choose a category, such as foods or animals. The first player says a word in the category, such as horse. The next player says a new word in that category with the last sound in the first person’s word, such as seal. Continue around the circle of players in this pattern: horse, seal, lion, etc.

Plan for Success: Try a few as a whole group before beginning the activity.

Variations/Extensions: You could connect the chosen category to a variety of content areas. Change the phonemic focus to vowels, beginning sounds, or a blend.
Twenty Questions

Grade Level: Primary and Intermediate
Materials: None

How to Play: The group sits in a circle. One person is chosen to stand in the middle of the circle with a card taped to her back. On the card is a word that names a person, place, or thing. The word can be related to subjects the class is studying, such as fish, mountains, rivers, capitols, books, characters, etc.) The child with the card on her back can ask up to twenty yes-or-no questions to try to figure out what word is written on her back. Each time a question is asked, the class responds with thumbs up to indicate “yes” or thumbs down to indicate “no”. To increase the difficulty, the group can agree ahead of time that certain questions or types of questions are not allowed. The child can make a guess at any time with a maximum of three guesses. After twenty questions, the child can ask for clues from the class before making a final guess.

Plan for Success:
Differentiation technique: If you are using this game for review with older primary or intermediate students, brainstorm words related to the unit or topic, choose words from the list to guess, and students can ask their questions with the list as a reference point. This helps encourage full participation, because even those less well prepared can focus on the list and learn a lot while playing.

Variations/Extensions:
Getting to Know You Activity: The class could play this game with students’ names on the cards. The student in the middle could ask questions to try to figure out which classmate’s name is on his back. 

To teach questioning: After playing the game, discuss the types of questions that were asked during the activity. Since the questions are all “yes” and “no” questions, they don’t reveal a great deal of information. This would be an appropriate time to talk about “surface” questions and “digging” questions. “Surface” questions would be the kind the students were asking in the game. “Digging” questions would be those that cannot be answered with a “yes” or “no” answer; they require that more explanation be given. As a class, you could brainstorm types of “digging” questions with emphasis on the question starters: How? Why? What if…?
Twenty-one

Grade: Primary (2nd grade +), Intermediate, and Middle School
Materials: A ball

How to Play: The It throws the ball to anyone in the circle and the group loudly chants, "One!" The player receiving the ball passes it to either neighbor, the group chants, "Two!" and so on with each throw. The passers may not pass the ball behind their backs, turn completely around, or throw the ball to anyone besides their immediate neighbors. The It must knock the ball to the ground before the circle gets to 21. The circle wins if they get to 21 and the It wins if he knocks the ball down before the group reaches 21. If the It wins, he trades places with the player who last threw the ball. If the circle wins, the It can be given another turn or a new It is chosen. 

Plan for Success: Model and practice safe passing and catching. If a player forgets and passes the ball inappropriately she takes a break from playing the game. Problem-solve what to do if the ball does not go directly to whom it was intended.
Up Chuck

Grade Level: Intermediate and Middle School
Materials: A ball for each player

How To Play: Each player has a ball. On the leader’s signal, players toss their balls in the air (10’ or more). As the balls land, players try to catch a different ball. Establish a group record for number of different balls caught, create another strategy, and try again. In one possible strategy, players could call a ball (e.g. “I’ve got red!”)

Plan for Success: Like all trust-building activities, this game presents problems or obstacles that challenge groups mentally and/or physically. All participants must work together to accomplish the tasks safely and completely. There is always a facilitator with the group, helping them with teamwork objectives, problem-solving and group processing.

As this game in particular involves fast thinking and movement, model and practice safe movement and awareness of other players while trying to catch the balls. 

Start with a small group throwing balls up at once. Gradually increase the number of players as skill builds.
Use Your Noodle

Grade Level: Primary and Intermediate
Materials: A long “noodle” or pool toy 

How To Play: Working with a partner, students think of something they could act out while both hold a noodle. Partners take turns showing the group their creation and the class guesses. The partners that guess correctly become the next pair to show their creation. The game continues until all students have “used their noodle.”

Plan for Success: If the partners who guess correctly have already had a turn, they can pick who goes next. Someone will be last in this activity. Here are some proactive ways to address this potential problem:
1) Ask someone to volunteer to be last.
2) Tell the players that whoever is last today will be first the next time you play.

Variations/Extensions: You can apply a theme to what is acted out with the noodles. For example, partners could act out their favorite characters, their favorite part of a story, or vocabulary words across the curriculum.
Vegetarianism

Grade: Primary, Intermediate, and Middle School
Materials: Cards with the names or pictures of vegetables on them.

How to Play: Each player is given a card with the name or picture of a vegetable written on it. Duplicates are fine. A player is chosen to be It. It tries to get someone else’s seat by calling the name of two or more vegetables or the word “vegetarianism!” When It calls individual vegetables, the players whose vegetables are called must get a new seat and It tries to find a seat. When It shouts “vegetarianism” everyone must move to a new seat and It tries to find a seat. The player left without a seat is the new It and starts the next round of play. 

Plan for Success: Be sure players know what their vegetable card says. Model and practice safe movement in the circle. Problem solve what to do when more than one player comes to a chair at the same time. The game ends if students do not follow safety rules.
Walk the Line

Grade Level: Primary, Intermediate, and Middle School
Materials: None

How To Play: Played outside or in a gymnasium. Create two lines facing each other with players one arm length apart. First the two lines just walk towards and through one another to the other side. In this first pass-through, you are checking to see if there is enough room between people so that everyone can pass safely. The next time, have them skip across. Each time have them walk in a new way. You can be as creative as you want. Here are some ideas. Walk as if:

You have flippers on your feet
You are wearing cowboy boots
You are wearing clown shoes
You are wearing high heels
You are wearing springs on your feet
You are on the moon
You have 25-lb. weights on each foot
You are a year and a half old
You are 110 years old
and so on.
—Adapted from Viola Spolin: Theatre Games for the Classroom 

Plan for Success: Model and practice the safe passing as described above. 

Variations/Extensions: Players can invent creative ways of walking that fit with their classroom rules.

Wave the Ocean

Grade Level: Primary, Intermediate, and Middle School
Materials: None

How To Play: Everyone gathers in the circle. The It stands in front of an empty chair and says either “wave the ocean right,” or “wave the ocean left.” If she says “right,” the player to the left of the open chair moves to his right into the empty chair and the other players in turn move to her right when the next chair becomes empty. The It then tries to sit in the vacant chair before a waving player does. If successful, she is no longer It and the player who should have moved into the chair is the new It.

Plan for Success: Model and practice moving chairs. Players may not move unless the chair next to them is empty.
Who Am I

Grade Level: Intermediate and Middle School

Materials: Note cards, pencils

How to Play: Students fill out a card based on a revealing question. Some examples of questions are: What is one thing for which you are thankful? What is one person you would like to meet? What are three things you do well? Collect the cards, read them, and ask students to write down or say out loud to whom they think the question belongs. This is a game about knowing each other and could be done several times throughout the year, or to revisit Hopes and Dreams.

Variations/Extensions: This game could be connected to curriculum as a review for a test or at the end of the unit.
Who’s Your Neighbor?

Grade: Primary and Intermediate
Materials: None

How to play: In a circle, one player (It) stands in the middle asks a player sitting in the circle “Who’s your neighbor?” and points either to the left or right of the person being asked. Then the race begins! It says “bibbity bop bop bop” as fast as she can. The person asked must name the person pointed to as fast as he can. If It is faster (i.e., is able to say bibbity bop bop bop before the other player says his neighbor’s name), they switch places. If not, It tries with another player in the circle.

Plan for Success: If It has been in the center too long, the teacher can choose a volunteer to exchange place with It.

Variations / Extensions: Students can invent alternative, nonsense phrases to "bibbity bop bop bop"
Win, Lose, or Draw

Grade Level: Primary, Intermediate, and Middle School
Materials: Chart paper and markers

How To Play: This is a quick game inspired by the old TV show with the same name. Players pick a card with a word on it. Using the chart and markers, they illustrate the word by drawing while the rest of the group guesses the word. Whoever guesses the word first is the next to draw. 

Variations/Extensions: Connect the words to your curriculum.
Wisconsin Milk

How to Play: Pairs of students chant or sing the following while doing the described motions.
Leader: "Give me a looong M!"
All: "Mmmm!"
Leader: "Give me a short M!"
All: "Mm!"
Refrain (All): 
"Don’t want no coffee, no coffee," 
(Students in the pairs hold one hand out high with palm down and one hand low with palm up. They move their hands up and down to meet/clap their partner’s hands on “no coffee, no coffee.”)

"Don’t want no tea, no tea –"
(Students switch upper and lower hands, turning palms accordingly, and repeat the clapping motion on “no tea, no tea.”)

"Just give me some milk, moo, moo, moo, moo –" 
(One student in the pair, using both hands, turns the thumbs up gesture upside down and the other student “milks” the thumbs on “moo, moo, moo, moo.”)

"Wisconsin milk, moo, moo, moo, moo!" 
(Students switch roles, thumbing and milking.)
Leader: "Give me a looong I!"          All: "Iiiiiii!"                Leader: "Give me a short I!"         All: "Ih!" 
Refrain
Leader: "Give me a looong L!"          All: "Lllll!"                 Leader: "Give me a short L!"         All: "Ll!" 
Refrain
Leader: "Give me a looong K!"         All: "Kkkkk!"             Leader: "Give me a short K!"          All: "Kk!" 
Refrain
Leader: "Give me a looong milk!"      All: "Chocolate!"        Leader: "Give me a short milk!"      All: "Skim!" 
Refrain
Yes!

Grade Level: Primary, Intermediate, and Middle School
Materials: None

How To Play: Players stand or sit in a circle and look around at each other’s eyes. When eye contact is made, both players say, "Yes!" They then switch seats, high-fiving as they walk across the circle.

[image: image60]Plan for Success: Model and practice making eye contact and safely moving around the circle. Remind students to avoid shopping for their friends (taking a long time to choose someone) as the object is to go quickly. Have a conversation with your students about how to handle being chosen last. 

Variations/Extensions: One player starts in the middle of the circle. That player makes eye contact with a person in the circle without saying anything to them. The player contacted makes eye contact back and says, "Yes!" The two players change places. Now there is a new player in the center of the circle and the game continues. The object of the game is to move quickly. The game continues until all players have had a chance to be in the center. 

Time the game. See how long it takes for everyone to have a chance to say "Yes!"
Zamacquack

Zamacquack is a bird that cannot see or fly and walks backwards.

Grade Level: Primary and Intermediate
Materials: None

How To Play: Players number off by 1s and 2s to create two groups. One group forms a circle around the other group of players. The outside players hold hands with the exception of two players, creating an opening. The class can choose to create two openings instead with four players not holding hands. 

The players in the middle put their hands on their knees, close their eyes, and walk backwards. The outer circle sings loudly (a predetermined song) as the group on the inside moves backward looking for the opening. Those from the inner group who make it to the opening begin to quack loudly to help the others find the opening. Once all players from the inner group have found the opening they become the outer circle. The outer circle moves to the middle and the Zamacquack search for the opening begins again. The game is over when both groups have had a chance to be Zamacquack, or after as many rounds as you wish.

Plan for Success: This can be a noisy game, consider your neighbors or possibly practice quieter singings and quacking. Model and practice safe backward movement with eyes closed. After the middle group closes it eyes, the teacher indicates where the openings are in the circle. Remember to choose the outside circle’s song before the games begins. 

Variations/Extensions:This activity is also called Chicken Coop.
Zip-Zap

Grade: Primary, Intermediate, and Middle School
Materials: None

How to Play: A player is chosen to be It. The other players learn the name of their ZIP (the person on their right), and the name of their ZAP (the person on their left). It approaches any player, points and says, “ZIP?” (or “ZAP?”) and counts to 5 as fast as possible. The chosen player must say the name of her neighbor on her right (or left if ZAP is said) before the count of 5. If the chosen player is successful, she is safe and the player who’s It stays It. If the chosen player fails she becomes It. However, the It may point to a player and say, “ZIP ZAP!” This means that all players must find a new seat while the It tries to get a seat so as not to be It again. The player without a seat is the new It.

Plan for Success: While switching from one It to another, players get the names of their new ZIPs and ZAPs. Model and practice safe movement in the circle. Problem solve what to do when more than one player comes to a chair at the same time. If students do not follow the safety rules the game ends.
