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Thursday: 
 
Meet Friends Bingo (Source https://www.thoughtco.com/ice-breaker-game-people-bingo-31382) 
Decide as a group before the game begins what a completed Bingo will be. A lot will depend on the number of 
players and the ages of the players. 
 
Here are some examples of Bingos: 
five boxes in a row – going across, down, or diagonally 
an X diagonally through the Free space 
a box shape – around the Free space making a square 
a picture frame – all of the outside boxes filled in 
blackout – with every box completed 
Each player may only sign in one box on Bingo card 
Players have to get other players to sign their Bingo card. Do not write another person’s name for them on a 
card. 
 

mailto:jalisa@campnewaygo.org
mailto:hall.392@osu.edu
mailto:emilynicoleorth@gmail.com
https://www.thoughtco.com/ice-breaker-game-people-bingo-31382


 
 
 
Song:  
I HAD AN AINT 
(echo song with additive motions) 
  
I had an aint. Went to Japan. 
She brung to me, a great big fan. 
(start fan motion with one hand) 
  
I had an aint. Went to Algiers. 
She brung to me, a pair of shears. 
(add scissor motion with other hand) 
  
I had an aint. Went to Hong Kong. 
She brung to me, a game of ping pong. 



(move head right and left) 
  
I had an aint. Went to the Fair. 
She brung to me, a rockin’ chair. 
(rock forward and back at the waist) 
  
I had an aint. Went to Hondur. 
She brung to me, some horse manure. 
(kick with one foot) 
  
I had an aint. Went to the zoo. 
She brung to me, some nuts like you. 
(stop other motions, point at everyone) 
 
Song:  
Alleluia (an active mixer with plenty of smiles - urge participants to be gentle) 
Chorus: 
A la la la la la la la le lu ia 
A la la la la la la la le lu ia 
A la la la la la la la le lu ia 
A la la la la la la la le lu ia 
  
Shake another hand, shake a hand next to ya, 
Shake another hand as you go along. 
Shake another hand, shake a hand next to ya, 
Shake another hand and sing… sing this song 
  
Chorus 
  
Do actions for additional verses: (use according to the safety and comfort of the group) 
Touch another nose 
Touch an elbow 
Nudge another knee 
Tap another toe 
Bump another rump 
 
Song:  
I Am A Fine Conductor 
Leader: I am a fine conductor, I come from Schaberland 
Participants: You are a fine conductor you come from Schaberland 
Leader: It con schpealen 
Participants: Du con schpealen 
Leader: On my piano 
Participants: On my piano 
All: Play play play play play play play 
Other Instruments: 
Bagpipes, Drumset, Saxophone, Violin, Conductor Stick, Orchestra  
 
 
 



Spot It ( Source http://www.fundoing.com/uploads/1/2/4/4/12445824/spotitcards_teambuilding.pdf) 

http://www.fundoing.com/uploads/1/2/4/4/12445824/spotitcards_teambuilding.pdf


Raccoon Circle Games (Source: 
http://www.teamworkandteamplay.com/resources/new_rc_document_2011_final.pdf) 
W.A.M.F. (WRAPPED AROUND MY FINGER) 
W.A.M.F. stands for Wrapped Around My Finger, and pretty much explains this entire activity. Begin with an 
unknotted Raccoon Circle. One person in the group begins wrapping the webbing around their index finger, 
and while doing so, provides the group with some information about themselves (where they were born, family 
members, school experiences, childhood pets, dreams, goals, favorite foods, etc.) The goal is for this person to 
continue talking until the webbing is completely wrapped around their finger. When they reach the end, they 
allow the webbing to unwind and pass it along to the next person in the group. This particular activity provides a 
bit more time for folks to talk about themselves, and also provides a kinesthetic activity coupled with a verbal 
activity for exploring multiple intelligence opportunities and whole brain learning possibilities. There is also 
a popular theory that for folks that may be a bit shy about speaking to even a small group in public, the action 
of wrapping the webbing around their finger occupies that portion of the brain that controls nervousness. By 
wrapping and rapping at the same time, the speech center becomes less inhibited and the person talking is 
less stressed. It is also surprising what participants discuss during this wrapping and rapping session. 
The 15-foot length of the Raccoon Circle allows more than a minutes worth of communication, which means 
you’ll learn quite a bit more about a person than just their name and where they live. 
 
TWICE AROUND THE BLOCK 
You’ll need one knotted Raccoon Circle per group of about 5 or 6 people. The person nearest the knot lets go 
of the Raccoon Circle and begins introducing themselves to the group. The remaining members of the group 
are responsible for slowly moving the knot twice around the circle. When the knot reaches the person talking 
the second time, their turn is over. Group members actually control the time allotted to each person. If they are 
enjoying the story, they can elect to slow down the movement of the knot, or they can speed up to bring the 
introduction to a close more quickly. Groups often laugh as they speed up the movement of the knot, 
but then typically allow the person talking to respectfully finish their introduction. Fun for everyone, and 
especially for the group to feel in control of the length of time each person talks. 
 
 
WHERE YA FROM, WHERE YA BEEN? 
Where Ya From? Where Ya Been? has become a great way for each person in the group to share ‘their story.’ 
One at a time, they create the outline of where they are from, or similarly someplace they have recently visited, 
and then tell stories about these important places in their lives. Where Ya From? Where Ya Been? gives each 
member of the group a chance to tell their story. 
 
SHAPE UP! 
Using a knotted Raccoon Circle, with all member of the group holding on, form 
the following letters, numbers and shapes as quickly as possible. Three-dimensional shapes are also possible, 
such as cubes, trees, pyramids, igloos, planes, and other basic 3-D shapes. For a campfire skit (or a 
performance art piece) let different groups with appropriate color Raccoon Circles create the different shapes or 
objects in the story (such as green trees, a yellow sun, people, animals and other objects of various colors). Or, 
combine forces to have several groups each make a portion of a larger object (such as the tracks, engine, 
wheels, smoke, coal car and caboose of a small train). 
 
GRAND PRIX RACING  
Now that you have turned the Raccoon Circle into a complete circle or loop using a water knot, you are ready 
for the ultimate in sport racing. This activity will boost the enthusiasm of your audience, and provide some 
moderate competition in the process. Begin by spreading several Raccoon Circles around the available space, 
in close proximity to each other. Ask participants to join one of the ‘racing teams,’ picking their favorite color in 
the process. This activity works best with approximately 5 to 7 participants per Raccoon Circle. Have 
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participants hold the Raccoon Circle with both hands in front of them. “Ladies and Gentlemen! It is 
summertime, and that means one thing in this part of the world - Grand Prix Racing! Now I know that you are 
such die-hard race fans that just the thought of a race makes your heart beat faster. So this race comes in 
three parts. First, when I say that “we’re going to have a race”, your response is a primal grunt. Next I’ll say, 
“start your engines!” and I want to hear your best racecar sounds (audience practices making race car revving 
engine, shifting gears and braking sounds). Finally, with so many cars on the track today, it will be difficult to 
see just which group finishes their race first, so we’ll need a sign indicating when your group is finished. That 
sign is to raise your hands (and the Raccoon Circle) above your heads and yell “Yessssssssss!”” Logistically, 
Grand Prix involves having the group transfer the knot around the group as quickly as possible, using only their 
hands. This activity can even be performed for a seated audience. To begin, you’ll need a “start / finish” line, 
which can be the person that was born the farthest distance away from the present location. The race begins at 
this location, and ends when the knot is passed around the circle, and returns to this same location 
(Yessssssss!) Typically in Raccoon Circle Grand Prix racing, there are three qualifying rounds or races. The 
first race is a single lap race to the right, with the knot traveling once around the inside of the circle to the right 
(counterclockwise). The second race is a multi-lap race (two or three laps) to the left (clockwise) around the 
circle. And the final race of the series is a ‘winner take all’ championship race, with one lap to the right 
(counterclockwise) followed by one lap to the left (clockwise) 
 
 
What Is a Raccoon Circle? 

A Raccoon Circle is a twelve- to fifteen-foot piece of one-inch tubular webbing. By using Raccoon Circles, camp 
staff can generate innumerable challenge activities. The symbolism of the circle fosters team spirit, which often 
results from a combination of creative initiatives and this unique form of webbing. 

Source:  Jim Cain, Ph.D. is the author of Teamwork & Teamplay, which received the Karl Rohnke Creativity 
Award presented by the Association for Experiential Education, and co-author with Tom Smith of The Book on 
Raccoon Circles. He is a former executive director of the Association for Challenge Course Technology, senior 
consultant to the Cornell University Corporate Teambuilding Program, and the director of the adventure-based 
training company, Teamwork & Teamplay. You can download a collection of adventure-based, team-building 
activities using simple props at: www.teamworkandteamplay.com/raccooncircle.html. Contact Dr. Cain at 
585-637-0328, jimcain@teamworkandteamplay.com. 

 

Dots 
Materials Needed: colored dot cards. one for each person 
Choose colored dot cards to give to each of your participants. Be sure to have a wide variety of solid dot cards 
and mixed dot cards (dots that are half one color and half another color) and 1 unique solid dot color card. Try 
to have one group that is much larger than the other groups. For example, if you had 30 participants in your 
group, you could choose 10 yellow dots (majority dot group), 8 blue dots, 5 green dots, 3 dots that are half 
green and half blue, 2 dots that are half yellow and half blue, 1 dot that is half green and half yellow, and 1 red 
dot (unique dot card). 
Invite your participants to make a single file line or circle and close their eyes. Tell them that you will go around 
and hand them a card that they are to place on their forehead. They must not talk for the rest of the game and 
must keep their eyes closed even after they have received their cards. As you are passing out the dot cards, 
make sure you choose the participant that receives the unique color dot sensitively.After everyone has a dot 
card, they may open their eyes. Now tell them you are going to be intentionally vague with the directions, as it 
is a part of the activity. Instruct them to, "Get into your groups without talking." Make sure you do not tell them 
to organize themselves according to their dots. Just tell them to get into groups.The participants may group 
themselves however they choose, although they inevitably will do so by the color of their dot cards. They also 
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must not talk during this process. Make sure that you are paying attention to the group dynamics; participants 
will sometimes push other participants out of the groups. Leaders and followers will arise, and the 'Majority dot' 
group will also lend some interesting dynamics.When it seems that almost everyone has found a group and the 
person with the unique dot has some idea that s/he is alone, stop the activity. Participants should look around 
and then take off their dots to see what color dot card they have. 
 
BOOK: THE DAY THE CRAYONS QUIT 
(https://www.amazon.com/Day-Crayons-Quit-Drew-Daywalt/dp/0399255370) 
 
 
-------------------------------------------------------------------------------------------------------------------------------------------- 
 

Friday 
 
“I’m in” Games 
 
Green glass doors  
Green glass doors is played with a group. A small amount of people should previous know how to play. They 
will begin by explaining that only certain things can go through the green glass doors and give examples such 
as, "I can bring the MOON through the green glass doors but I can't bring the STARS..."  
 
They would then give numerous examples. The key being that only words with double letters can go through 
the grEEn glaSS dOOrs.  
 
Examples: 
A puppy but not, a dog 
A Boot but not, a shoe 
The floor but, not the house. 
A screen, but not the window 
Teeth but not smiles 
An earring, but not a necklace. 
 
The words do not have to correspond. The object of the game is for the people that does not know the trick, to 
figure out why only things can go through the doors. 
Objective 
Figure out why only certain things can go through the doors. 
 
Um-brellla Game 
Each person must say the sentence and add something that they would bring on the picnic. You can only bring 
something if you say the word “um” between “bring” and whatever your item is. 
 
Black Magic 
Have the guesser turn around. The giver points to many objects in the room asking if the object is "it." The 
secret is, none of the objects are "it" until after the giver points to something black (a person's shirt, watch, 
phone, anything black). The object immediately after is the "it" in question. 
 
Polar Bears and Ice Holes 

https://www.amazon.com/Day-Crayons-Quit-Drew-Daywalt/dp/0399255370


Roll the dice, the group must figure how many Polar Bears are before them. 
The trick is that an ice hole is a dot in the center (the position of the dot on the 1 face) of the die; the Polar 
Bears are any dots surrounding the center dot. Any die that does not have an ice hole does not have Polar 
Bears. For instance, if you roll a 3 and a 6, there would be two Polar Bears, because there is one center dot 
(ice hole) on a 3 face with two dots (Polar Bears) surrounding and no center dots (ice hole) with therefore no 
Polar Bears on the 6 face.lar Bears and Ice Holes 
 
 
Song -Sons of Job 
Sons of Job (Pass the Rock) (use any item that easily fits in a hand - candy, toy, rock, shoe) 
The sons of Job were playing pass the rock, 
Take it or leave it. Take it again. 
They went “Niddy Noddy Niddy Noddy Niddy Noddy Nid.” 
They went “Niddy Noddy Niddy Noddy Niddy Noddy Nid.” 
(repeat) 
Directions: 
Participants stand in a circle with shoulders less than six inches from one another. Left hands 
placed palm up at a comfortable position on their left side with their “rock” in the palm. Their 
empty right hand poised palm down over their neighbor’s left hand. Move the “rock” from their 
neighbor’s left hand and place it in their own left hand on the count underlined in the above 
song. 
- Let the “rock” drop into your left hand when participants sing the bolded, underlined words. 
- See how many passes they can accomplish without losing a “rock.” 
 
 
Song: Sons of The Sea 
Sons of the Sea 
(Add on verses to the end one at a time) 
Sons of the seas, -- bobbing up and down like this. 
Sailing the ocean, bobbing up and down like this. 
You can sail a ship my lads, bobbing up and down like this. 
But you can’t beat the boys in the bulldog band, bobbing up and down like this. 
1. Bobbing up and down like this… 
2. Pulling up your pants… 
3. Swabbing the deck… 
4. Climbing the ladder… 
5. Hoisting the flag… 
 
Song Wars 
 
No Materials Needed 
Split the group into two. Give both groups a word (love, baby, christmas) and have them come 
up with as many song lyrics as they can with the word in it. Have each group go back and forth, 
singing the lyric all together. Neither group can repeat a song lyric and if they can’t think of a 
lyric within 10 seconds, the other team wins a point. 
 
Icky La Boom Ba 
 



No Materials Needed 
This large-group game is played like a rock, paper, scissors tournament. First, 
everyone in the group is an egg. They play rock, paper, scissors with another egg. 
If they win, they become a chicken. If they lose, they’re still an egg. You can only 
play rock, paper, scissors with someone from your own species. The food chain 
order is as follows: Egg, Chicken, Human, Superhuman, Dinosaur, Supreme. 
Once you are a Supreme, you stand in the front of the room and sing: “Stop, in the 
name of love” Until everyone else has become a supreme too. 
 
Robots 
 
No Materials Needed 
In partners, have the group select a robot and a controller. The robot stands in front of the 
controller. The controller moves the robot by tapping on its head and shoulders. If the robot gets close to 
danger, the robot makes a panic noise. Play, then switch roles. Then, have the pair find 
another twosome to make groups of four. Select one robot. Three others control the one robot. 
Then switch and have three robots and one controller. 
 
Group Jump 
 
Materials Needed: 1 Jump Rope. (The bigger the better. A tug-of-war rope would work, or a raccoon circle.) 
Have two people in the group hold the sides of the jump rope. The group’s objective is to get everyone through 
the rope in as few swings as possible. Every time the rope hits the ground that counts as one swing. 
Hint: It IS possible for groups to do this in ONE swing. The people swinging the ropes have to jump while they 
swing. 

 
Gutter Racing 
 
Materials Needed: Gutter pieces, cut to different sizes (you can get these donated by a small construction 
company), matchbox cars.  
The group must design a track (either as a circle, or to a particular destination) and move the cars from one 
spot to another (or so many laps around a track). If a car falls, the group must start from the beginning with that 
car. Participants cannot touch the car with anything other than their gutter piece, and they can only touch their 
designated gutter piece.  
 
BOOK: Giraffes Can’t Dance 
(https://www.amazon.com/Giraffes-Cant-Dance-Giles-Andreae/dp/0545392551) 
 
-------------------------------------------------------------------------------------------------------------------------------------------- 
 

Saturday 
 
Larry’s Friendship Bracelets: https://goo.gl/TMa8dd 
 

Pizza Man 

Hey hey bo-diddly-bob 
I gotta get back to my block 
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With a pizza in my hand 
I'm gonna be a pizza man [hold a pizza over your shoulder, flat palm] 
 
Pizza man 
I'm gonna be a pizza man 
 
Hey hey bo-diddly-bob 
I gotta get back to my block 
With my car keys in my hand 
I'm gonna drive a chevy van [one hand on the steering wheel] 
 
Chevy van 
Pizza man 
I'm gonna be a pizza man 
 
Hey hey bo-diddly-bob 
I gotta get back to my block 
With a bballin my hand 
I'm gonna be like Michael Jor-dan [take a basketball shot] 
 
Michael Jor-dan 
Chevy van 
Pizza man 
I'm gonna be a pizza man 
 
Hey hey bo-diddly-bob 
I gotta get back to my block 
With nun-chucks in my hand 
I'm gonna be like Jackie Chan [sweep the air in front of you, karate stlye] 
 
Jackie chan 
Michael Jor-dan 
Chevy van 
Pizza man 
I'm gonna be a pizza man 
 
Other verses: 
- With dead bodies in my hand - I'm gonna be a MorticIAN 
- With this eagle in my hand - I'm gonna be an AmeriCAN 
- With these Fruit Loops in my hand - I'm gonna be Toucan Sam 
- With a salad bowl in my hand - I'm gonna be a vegetarIAN 
-With these blades  out my hand - I'm gonna be a CEILING fan 
- Lasers shootin' out my hand - I'm gonna be IRON Man 



- Takin' selfies, yes I am - I'm gonna post on INSTAgram 
- Flying of to Neverland - I'm gonna be like PetER PAN 
 

EVERY LITTLE CELL 

(Tune: Shortnin’ Bread) 

I’m so glad every little cell 

In my body is happy and well. 

Oh! I’m so glad every little cell 

In my body is happy and well. 

Every little cell is happy and well, 

Every little cell is happy and well, 

Every little cell is happy and well, 

Every little cell is happy and well. 

 

Mama Bear, Baby Bear, Papa Bear 
 
Materials Needed: 1 Large Bouncy Ball 
Have the group make a tight circle. Select three volunteers. Elect one person to be 
“Papa Bear” one to be “Mama Bear” and one to be “Baby Bear.” The three 
volunteers stand in the middle of the circle with their hands on each other’s 
shoulders. Papa Bear is in front and Baby Bear is in the back. The group’s 
objective is to try and hit baby bear with the ball. However, Papa Bear and Mama 
Bear are trying to protect him. Papa Bear can touch the ball with his arms, and 
Mama Bear can touch the ball with her feet. The bears must keep their hand on 
each other’s shoulders at ALL times. Once someone hits Baby Bear, that person 
becomes the NEW Baby Bear, all the Bears move up a spot, and Papa Bear joins 
the circle. 

Four On A Couch 

Goal: Try to get four of your teammates on the couch! 
 
Preparation: 
- Four marked chairs or a "couch" that can fit four people. Four people must sit on the couch at the beginning of 
the game. Everyone else can sit on the ground in a circle or in unmarked chairs, with the outer circle boundary 
including the four special chairs/"couch". 



- One piece of paper for every participant and pens 
- A bag to collect the pieces of paper 
 
 
How to Play Four On A Couch: 
1. Split everyone into two equal teams and ask them to sit in a circle. Add one empty seat in the circle. When 
starting, each participant needs to sit next to his/her opponent on both sides (alternating team members), 
including the four people on the "couch". Hand out the pieces of paper and pens (one per person). Ask 
everyone to write their names on their piece of paper and to put their pieces of paper in the bag. 
 
2. After this, pass around the bag and ask everyone to draw one piece of paper with someone else's name on 
it. Each person should read their own piece of paper without letting anyone else know what his or her paper 
says.  
 
3. Explain that the goal of the game is to get four of their teammates on the couch. The person on the right of 
empty chair/spot calls the name of a game participant. The person whose piece of paper has the called name 
sits in the empty chair. Whoever sits on the right of the new empty chair calls out another name. 
 
4. Start by asking the person to the right of the empty chair to call a name. The person with the piece of paper 
with the written name sits in the empty chair. Continue this pattern. The first team to have four of their members 
on the couch wins the game. 

Human Bobsled 
 
No Materials Needed 
 
Everyone in the room gets into groups of three. The group members place their hands on the shoulders of the 
person in front of them. The group leader calls out three different commands. On “CHANGE” the person in the 
front of the luge must move to the back. On “SWITCH” the second person in the line and the last 
person must change positions. And on “ROTATE” the entire group must turn around and face the other 
direction. This can be adapted into a team building initiative my giving the group two minutes to strategize. After 
two minutes the group leader can call out MULTIPLE commands at once. Such as “CHANGE, SWITCH, 
CHANGE.” As a final twist, the group leader can announce an oncoming tunnel, and ask everyone to close 
their eyes, then give multiple commands. 

 

Jim’s Words 
 
Materials Needed: Index Cards for each person, one word written on each card 
 
Created by Jim Cain, this is a game of compound words. Each card matches with two other cards to complete 
a compound word: like “pop - corn - cob”. Directions: each participant is given a card. They must stay 
connected to their card at all times. The cards form a complete circle, with all words making sense. For a group 
of 30, here is a sample of words: SHIP - YARD - LINE - UP - FIELD - GOAL - POST - MAN - POWER - BOAT - 
HOUSE -  HOLD - OUT - STRETCH - MARK  - DOWN - SIDE - SHOW -TIME - TABLE - SPOON - FUL(L) - 



BACK -  DOOR - STEP - CHILD - CARE - FREE -  WHEEL - CHAIR - LIFT - OFF - HAND - PICK - POCKET - 
WATCH - MAKER - SPACE  

 
Animals 

Materials Needed: Small Pieces of Paper for Each person 
Every group member is given a small piece of paper with the name of an animal. They do not look at the animal 
name until the facilitator begins the game. The object of the game is to arrange all the animals in order of size 
in one straight line. But, no one can talk. They can only make animal noises and act like their animal. Animal 
Examples: Blue Whale, T Rex, bumblebee, Tasmanian devil 

 

BOOK: The Legend of Rock, Paper, Scissors 
(https://www.amazon.com/Legend-Rock-Paper-Scissors/dp/0062438891) 
 
 
Rock, Paper, Scissors, Entourage 
To play, first review the standard rules of rock, paper, scissors, described at the end of this activity. 
 
Ask players to spread out and find a partner. Each pair plays one round of Rock, Paper, Scissors. The 
losing player then stands behind the winning player and enthusiastically cheers for that player. It helps if 
they make a train by putting their hands on the winner’s shoulders.  This new team then finds another 
team to play a new round of Rock, Paper, Scissors. Each time a team wins, it collects the other team's 
players, and they line up behind the unbeaten leader. At the end, there will be two large teams, led by the 
unbeaten leader in front. The final match is best 2 out of 3. After the final match, the celebration begins! 
 

---------------------------------------------------------------------
Sunday 

 
Tora Tora  
Fast moving table top recreational game for group of 4-8 people.  
 
Items Needed: String about 15” long with wood block/bead about 1” long attached to one end (per person) One 
die and One cup Scoring:  
If you make a mistake you get a letter. The game is over when one person spells out the name of the game: 
TORATORA. Whoever has the least amount of letters is the winner. Mistakes that cost you a letter:  When you 
pull your wood block/bead out of the center and the die was not a 1 or a 6.  When you do not pull your wood 
block out of the center when it is a 1 or a 6.  When you have the cup and do not catch any wood blocks and it 
was a 1 or a 6.  When you have the cup and try to catch wood blocks and the die is not a 1 or a 6. Object: 
When you have the cup, if you roll a 1 or 6, you must catch at least one wood block/bead or you receive a 
letter. If you do not have the cup, you do not want to move your wood block unless the die is a 1 or a 6. If you 
move your wood block and it is not a 1 or a 6 you get a letter. If the person with the cup catches your block you 
get a letter. The cup travels around the circle to the right. The person with the cup puts the die in the cup and 
then quickly turns the cup upside down with the die in the cup and then quickly turn the cup upside down with 
the die now on the table under the cup. When he is ready he quickly picks up the cup to see the number on the 
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die. If it is a 1 or 6 he must try to catch as many wood blocks as possible. He MUST catch at least one wood 
block to not receive a letter. If the die is NOT a 1 or a 6, it is now the next person’s turn to the right to roll the 
die. At the beginning of each round the wood blocks are laying very close together in the center of the playing 
area (table), but the strings should not be tangled. Each person is holding onto the string, which is attached to 
the wood block. Take your block out of the center when it is your turn to have the cup and die 
 
Banannagrams 
 
Getting set up:  
Place all 144 tiles facedown in the center of the table. These form the BUNCH. 
 
Each player now takes their ‘STARTING TILES’ from the BUNCH: 
 
2-4 players: Start with 21 tiles each 
 
5-6 players: Start with 15 tiles each 
 
7-8 players: Start with 11 tiles each 
 
How to play 
 
Object: Be the first to use all your letters. 
 
To start, any player calls out “SPLIT!” Everyone simultaneously turns their tiles faceup and races to arrange 
them in their own intersecting word grid... Words must read left to right horizontally, or top to bottom vertically. 
You may rearrange your grid at any time, and as often as you like. 
 
Whenever a player places their last faceup letter in their grid, that person calls out “PEEL!” Every 
player—including the one saying “PEEL”—then takes another tile from the BUNCH. 
 
At any time during the game, you may call out “DUMP!” and put one of your letters back, facedown in the 
BUNCH. However, you MUST take three more tiles in exchange! This has no effect on other players and 
there’s no limit to the number of times you may DUMP. 
 
Winning 
 
When the BUNCH is depleted to fewer tiles than number of players, the first person to use ALL their letters in a 
connected word grid and call out “BANANAS!” wins that hand and is declared TOP BANANA! 
 
Other players may now inspect the winning grid. If it contains a misspelled word, proper noun, abbreviation or 
other unacceptable word, the other players call out “ROTTEN BANANA!” and that player is out of the game. 
The ROTTEN BANANA’s letters are returned to the BUNCH facedown. Play resumes for the other players until 
one of them calls out “BANANAS!” 
 
 
The Pulse Game 
Summary: An action oriented icebreaker that works especially well with large groups of people. A game of 
quick reflexes and passing on the pulse! 
 
Ages: All. Recommended # of People: At least 10 people. Messiness Factor: Might break a small sweat. 



Materials Required: A coin, a chair, and any small object like a tennis ball. Recommended Setting: Indoors. 
 
The Pulse Game (also known as the Electric Current Game or the Electricity Game) is a great way to break the 
ice, especially if you have a large group people. In a fast paced action game, two long lines of humans 
resemble a fast moving electric current! 
 
To set up the Pulse Game, you need to form two teams of equal size. The easiest way to do this is probably to 
have each player pair off with another person. When you’ve divided the group evenly, have each team member 
face the same direction, and have each team facing each other. Instruct each team to hold hands to form two 
long human chains. At the end of the two lines, place a chair with a small object (e.g. a tennis ball) on it. The 
referee stands at the front (see picture below). 
 
To play the pulse game, have the two players at the front of the line watch the referee. Have everyone else 
close their eyes and face downward. Instruct everyone to be silent. For each round, the referee does the 
following: Flip a coin and quietly show it only to the first two players at the front of each team. Whenever the 
coin shows “Heads,” the two people at the front of the line must squeeze the hand of the next person in line as 
quickly as possible. Whenever that player’s hand gets squeezed, he or she quickly continues to “pass the 
electric current” by squeezing the next person’s hand, and so on. As the “electric current” transfers along the 
line, the goal of the game is to be the first team to grab the object (the ball) on the chair. If heads was flipped 
and a team successfully grabs the ball, that team wins a point. On the other hand, if the team grabs the ball but 
heads was not flipped, then the point goes to the other team. After each coin flip, wait several seconds and 
then flip again. Keep flipping until the coin shows “Heads.” For a short game, the winner is the first team to 
score 10 points. For a longer game, you can increase the number of points. 
 
LONG JOHN (Call and response song: eader sings one line, the group repeats it) 
Well I’m a-long John 
and I’m a long time gone 
Like a bird in the sky 
with my long johns on. 
 
Tweet tweet tweet tweet tweet, 
Tweet tweet tweet tweet tweet, 
Tweet tweet tweet tweet tweet, 
Tweet tweet tweet tweet tweet, 
 
Well I’m a-long John 
and I’m a long time gone 
Like a bee in the hive 
with my long johns on. 
 
Buzz buzz buzz buzz buzz, 
Buzz buzz buzz buzz buzz, 
Buzz buzz buzz buzz buzz, 
Buzz buzz buzz buzz buzz, 
 
Well I’m a-long John 
and I’m a long time gone 
Like a cow in the corn 
with my long johns on. 
Moo moo moo moo moo, 



Moo moo moo moo moo, 
Moo moo moo moo moo, 
 
Moo moo moo moo moo, 
 
(Any animals can be added as verses: 
Pigs in the sty; oink oink oink 
Horse on the run; neigh neigh neigh 
Snake in the grass; sss sss sss) 
 
Yo Mamma Don’t Wear No Socks 
(Repeat Song) 
 
Yo Mamma Don&#39;t Wear No Socks, 
I was there when she took em’  off. 
She threw them in the sky, 
Now superman can't fly 
 
Together: 
A ding dong, dong, dong, dong. 
A ding dong, dong, dong, dong. 
A ding dong. 
 
Other verses: 
She threw them in the soup, 
I wouldn't’;t dare take a scoop. 
 
She threw them in the tree, 
Those squirrels are mad at me 
 
She threw them on the boat, 
Now that thing just won't float. 
 
She threw them on the road, 
That's what killed Tom the toad. 
 
She threw them in the lake, 
Made all those fishies quake. 
 
She threw them at the wall, 
Those socks refused to fall. 
 
She threw them at the moose 
That’s why he’s on the loose 
 

 
Wishy Washer Woman 
Waaay down in the valley where nobody goes  
There's a wishy washy washerwoman washing her clothes  
She goes wishy washy up, she goes wishy washy down  



She goes wishy washy up, she goes wishy washy down  
That's how the wishy washy washerwoman washes her clothes! 
 
Other Verses: 
Drying her clothes, she goes whoo-eee!  
Folding her clothes, she goes side, side  
Eating Oreos, she goes dunk, ummm  
Saying adios, she goes bye bye, ta ta, au revoir, ciao baby! 
Saying adios, she goes bye bye, ta ta, au revoir, ciao baby! 
Fighting her foes, she goes “hi-yah, hi yah!” 
Painting her toes, she goes “oh ah!, oh ah!” 
Picking her nose, she goes: “pick flick, pick flick” 
 
Telephone Charades 
 
No Materials Needed 
This is a mixture of telephone and charades. Have five (or more) people leave the room. The 
group decides on a charade. Bring the first representative out, and tell them the charade. Bring 
the next representative out, and give them a prized seat. The first person acts out the charade for 
the next. And then it goes down the line – each person acting out what they were shown to the 
next, so that the charade gets more and more mixed up. At the end, ask the representatives to 
guess what the thought the charade was. 
 
Olympic Rock, Paper, Scissors 
*3 Zones – Gold, Silver, Bronze *Everyone starts in Bronze *If you win move up to silver, from silver to gold, at 
gold you work to win as many gold Medals as you can. *If you lose you move down to silver, from silver to 
bronze: at bronze you keep trying until you move up. *Play with as many partners as you can. At the end of the 
game start a countdown to see how excited participants get. 
 
 
Ninja Master 
No Materials Needed 
Sitting in a circle, each person is assigned a Ninja Label. In order these are: Ninja Master, Ninja Turtle, 
Nunchucks of Fury, Chinese Throwing Star, Sumo Ninja, Silent Ninja, Fruit Ninja, Samurai Sword, Pacifist 
Ninja,  Lego Ninja. Similar to the game “big booty”, the Ninja Master starts each round by saying their role, then 
saying any other Ninja. If you are that ninja named, you say your own name. Then the name of another ninja 
(or Ninja Master). The hand motions for each role must be done. If anyone makes a mistake, they are 
physically demoted in the circle to the spot furthest away from Ninja Master, and all other players move up 
(similar to 4 Square). The roles are assigned by seat, not by player. The goal is to become the Ninja Master 
and stay there as long as you can.  
 
Beat Master 
 
No Materials Needed 
The group sits in a circle. One member of the group leaves the room. The rest of 
the group selects a “beat master” who will dictate the motion or beat. If they slap 
their knees, the group slaps their knees, etc. The beat master can, and is 
encouraged to, change the beat often. The “it” returns to the group. As the group 
keeps the beat, “it” gets three guesses to find out the beat master’s identity. If they 



guess correctly, they choose the next “it”. If the beat master stumps them, the beat 
master leaves the room. 
 
G'day Bruce 
 
You need at least 4 players. 
 
There are 4 ranks: Bruce, Sheela, Joe, Woof 
 
It can get quite difficult keeping track of who is what rank, if you get someone's rank wrong you go down a rank. 
 
Part 1 
 
Everyone starts off as a Bruce 
 
You start by greeting someone with "G'day Bruce" 
 
They reply "G'day Bruce" 
 
You the say "Say g'day to Bruce, Bruce" And you indicate who is next. Rinse and repeat 
 
Part 2 
 
At some point someone will mess up, so they go down a rank to Sheela, and the lines you have to say change 
also! 
 
So when you are talking to the person that is the sheela you say: 
 
"G'day Sheela" 
 
"G'day Bruce" 
 
"Say g'day to Bruce, Sheela" 
 
"G'day Bruce" 
 
Part 3 
At some point someone will mess up, if a Sheel messes up, they go down a rank to Joe, and the lines you have 
to say change also! 
 
So when you are talking to the person that is the sheela you say: 
 
"G'day Joe" 
 
"G'day Bruce" 
 
"Say g'day to Bruce, Joe" 
 
"G'day Bruce" 
 



Part 4 
 
So someone that is a Joe messes up again! They go down a rank to woof, in which their only reply is woof 
 
"G'day woof" 
 
"woof" 
 
"say g'day to Bruce, woof" 
 
"woof" 
 
"G'day woof" 
 
At this point all they should say is woof and indicate who is next. You have to do it in your best Australian 
accent! 
Kerplunk 
 
How the game is played:  
Sit in a circle. A beat is tapped out by everyone with the rhythm Knees, Clap, LeftClick, RightClick i.e. 1,2,3,4. 
On each set of clicks the next person has to say the next part of the words. The parts are below (the rhythm is 
written above to explain when the parts are said): 
 
Knees,Clap,snap snap 
....................One frog,  
 
Knees,Clap,snap snap 
....................two eyes,  
 
Knees,Clap, snap snap 
...................four legs,  
 
Knees,Clap,snap snap 
...................in a pond,  
 
Knees,Clap,snap snap 
...................ker-plunk. 
 
Once all that is done the next person says "Two frogs" and the game continues, except now the numbers of 
eyes, legs and ker-plunks have to double, i.e. Two frogs, Four eyes, Eight legs, In a puddle, Ker-plunk, 
Ker-plunk. Next it becomes trebled: 3 frogs, six eyes, 12 legs, in a puddle, ker-plunk, ker-plunk, ker-plunk. And 
so on. (e.g. 6 Frogs, 12 Eyes, 24 Legs, in a puddle, Ker-plunk, Ker-plunk, Ker-plunk, Ker-plunk, Ker-plunk, 
Ker-plunk).  
 
If someone hesitates or makes a mistake, everyone sings the mistake song which goes "der der der, der der 
der, der der der der der der WOO!" in time with the rhythm, and then the next person starts again from "One 
frog". The idea is to see how many frogs the group can get to. For younger players, the rhythm is optional. 
 
Vampires (Look into my eyes) 



Instructions: 
 
Have group form a circle 
everyone look down at the floor 
The leader will count to 3 (out loud) 
One the count of 3, everyone in the group will look up and stare one other person in the circle 
If 2 people are staring at each other, they both scream and are eliminated from the game 
Continue steeps 1-4 until you have a winner or two people left 
Hints: 
 
Play a few rounds before eliminating people 
Make circle smaller as people are eliminated 
Change counters periodically or have everyone hum together instead of counting 
There may be rounds when no one is eliminated 
For a quite variation have people sit-down or wave their arm or a big shocked face 
You aren’t aloud to look at the same person consecutively 
 
Pterodactyl (or Velociraptor) 
 
All players must begin by knowing that the point of the game is to keep their lips covering their teeth the whole 
time and never letting their teeth be seen or they are out! 
The game begins with everyone in a circle and one player saying "pterodactyl" then the player to the right of 
them says it and so on and so on.  
 
The catch is that any player can change the direction by screaming as loud as they want or however they want 
just like a pterodactyl! This is when the game gets really fun and almost every person is laughing! Hint: instead 
of eliminating players, make multiple circles and have players that mess up join a different circle.  
 
Requirements 
Can’t show your teeth or cover your mouth 
 
Objective 
Try to make the other players reveal their teeth from laughing! 
 
Frogs and Flies Game 
 
A version of Wink Murder 
Instructions: 
Players sit in a circle facing inward with one player in the center - this is the Frogcatcher. 
Everyone closes their eyes while the leader walks around the circle and taps one player on the shoulder. This 
player will be the Frog. 
On 'Go' signal, everyone opens their eyes and looks around at all the other players. They should keep their 
eyes moving around taking a look at everyone else in the circle. 
The FROG's job is to stick their tongue out at a fly to kill it - without letting the Frogcatcher in the center notice.  
When a fly notices the frog sticking their tongue out, the fly falls dead immediately. 
 
The Frogcatcher watches the players, trying to find the frog. The Frogcatcher gets 3 guesses to determine the 
frog before the frog eats all the flies. 
 
Then, the Frog becomes the Frogcatcher and a new round starts 



 
Cooperate Maze 
 
Materials Needed: Squeaky Toy. Carpet squares, set up in a 4x 7 rectangle. Pre- select an “order” to the carpet 
squares that a person must step on to make it through the maze. They must step on one square in every row. 
They can move diagonally, side-to-side, and forward. They will never go backwards. Tell the group that their 
searching for hidden Pirate Treasure. The dead pirate Captain left behind a booby trap to get to his treasure. 
The group must find the correct path through the maze. One person must go at a time. If they step on an 
incorrect spot, then you will squeak the squeaky toy. That person will fall to the bottom of the pirate pit – and 
cannot try the maze again until everyone else has tried it. Everyone must make it through the booby trap to get 
the treasure. If someone is on the maze – no one may TALK to that person. (This doesn’t mean 
they can’t COMMUNICATE with them) Twist: Once someone has made it through the maze, they MAY talk to 
the person on the maze. 
 
Whoop the Hoop 
 
Materials Needed: Several Hula Hoops and a Raccoon Circle. Have the group stand in a circle and hold hands. 
Place a hula hoop in-between two people, so that the hula hoop is locked in the circle. Tell the group the hula 
hoop must pass entirely around the circle without anyone breaking hands. Twist: As they pass through the hula 
hoop, they have to say their name and 1 fact about themselves. Then, as more attempts are tried, you can add 
more hula hoops and the raccoon circle. 
 
FINISH LINE (higher level challenge) 
Frame the scenario prior to doing this initiative by showing how group communications 
can maximize its members’ contributions and strengths through a wonderful circle. A wonderful 
circle is very effective for sharing ideas, problem solving and group decision making, allowing 
everyone’s ideas and feelings to be seen and heard. Group juggling works well to make this 
point. 
 
Line a group of participants up against a wall with the finish line about 3 to 4 feet in front 
of them and then pose the challenge. (A straight line distances people and cuts down on their 
ability to communicate effectively and takes them out of that wonderful “communication” 
circle.) 
 
Explain what a photo finish is in regards to a horse race, where two or more horses 
approaching the finish have a flash photo taken as they break the plane of the finish line to see 
who wins. Tell the group they have five chances to have every member of the group break the 
plane of the finish line (a straight rope, piece of tape, line in or on the floor, etc.) at exactly the 
same time. Every time a member even leans over the line, waves their hand, hair or arm over it, 
etc. call out “FLASH!” to indicate they have used one of their five chances. Many times they 
don’t realize who did it. The facilitator may or may not choose to point out the culprit. This 
sometimes leads to the culprit becoming the scapegoat if you desire to go there. (this is an 
opportunity for a “fix it – don’t blame it” discussion). 
 
If the group is large, you can split them into two or more groups (up to ten people). Let 
one group observe the other group and then observe what happens in each group when the next 
group is more successful as they attempt the task (Learn from other’s mistakes, you don’t have 
time to make them all yourself). Did the first group offer suggestions or did competition become 
a factor? Did they still function as one TEAM working in two groups trying to accomplish the 
task or did it instantly become competitive when you divided the team into two or more groups? 



What did the team (groups) do to compensate (communication-wise) for the inability to 
“circle up,” or did they use one of their flashes to step over the line and form a wonderful;circle 
to plan? 
 
Make sure you have enough time to process this initiative. Don’t leave the group 
frustrated and always let the scapegoats off the hook by saying you planned it that way and 
wanted to see how the group would react to the opportunity to place the blame on someone. 
 
OBJECTIVE – 
To demonstrate that the group is truly a team and committed to sharing all your successes 
and disappointments equally with all members of that team. Every single person on the team 
must break the “finish line” plane at the exact same time to achieve the stated objective. 
 
RULES- 
1. You must all start behind the finish line 
2. Every single person must cross the line at the exact same time 
3. You have 5 chances to accomplish this task 
4. Each crossing of the line from this point on uses one of your 5 chances. 
(Verbalizing this rule is optional. You may want your group to “discover” you have 
already started to record their 5 chances) 
 
SET UP for finish line – 
_________________________________ wall 
X X X X X X X X X X X X X X 
__________________________________ line 
 
Processing questions for Finish Line and other initiatives: 
 
ISSUES – 
Was the objective clear and understood by all? 
Was enough time allowed/used to discuss possible solutions? 
Have everyone’s ideas been heard/shared? 
Was a detailed plan developed? 
Was the plan understood by everyone (communicated)? 
Was the coordination or execution of the plan successful? 
Was anyone singled out or “blamed” as the scapegoat? 
Did competition occur (if you had 2 groups)? 
Did everyone stay focused on the task? 
How were problems “fixed”? 
What is one thing you learned about working with a team? 
What is one team skill you personally wish to improve? 
 
 
BOOK: Pete the Cat and His Four Groovy Buttons 
(https://www.amazon.com/Pete-Cat-Four-Groovy-Buttons/dp/0062110586) 
 

------------------------------------------------------------------------------ 

https://www.amazon.com/Pete-Cat-Four-Groovy-Buttons/dp/0062110586


Other Resources:  

SONG LEADING AT CAMP NEWAYGO 
  

  
  

  
 

Tips for Song Leaders – Jalisa Danhof 
  
*1* Be Enthusiastic 
  
Enjoy what you are doing.  Enthusiasm and personal enjoyment are contagious.  If you are having a great 
time leading the singing, it will be hard for the group to not join in. 
  
*2*  Know Your Music 
It is important to be thoroughly familiar with the song you are leading.  It is very hard to teach someone 
else when you are not certain of the melody or words to a song.  Good song leading is a skill that must be 
practiced. 
  
*3*  Plan Your Program 
Before you begin to plan your program, get to know something about the group you will be leading.  Plan 
your songs to fit the age and interests of your audience. Always plan for twice as many songs as you will 
need.  It is easier to cross songs off your list than to scratch your head trying to come up with another 
song or two at the last moment. 
  
Plan your program with a purpose in mind: 

n  Are you singing just for fun? 
n  Do you want the group in a particular mood for a program that is to follow your session? 
n  Do you want the group fired-up to participate in active games or calmed down for a speaker? 
n  Are you trying to create an atmosphere of cooperation? 

  
Plan your selections with a progression in mind.  Start with songs that almost everyone will know, before 
you begin to teach new songs.  You may want to teach only part of a new song in a session, if it is 
particularly difficult, or if the group is struggling. Reward your group for their work at learning new songs 
by ending the song session by singing one or two songs they know.  Learning new songs is tiring work! 
Let them “blow out the cobwebs” and finish the session with a good feeling. Don’t ask “who knows this 
song?” Chances are, at least one person in the group doesn’t. Either decide to teach the song or don’t. 
But why waste time asking? Just teach everything every time! 
  
*4*  Sing Songs Through In Advance 
It is important to know how high and how low a song is going to go.  Select a pitch that will allow for the 
range of voices in our audience. If you discover (see and hear) that the pitch you started the song in is too 



high or too low for the majority of the group, it is better to stop the song and start over with a better pitch 
than to continue to struggle through the song.  
  
*5*  To Teach New Songs, Break Them Down Into Manageable Pieces 
Don’t be afraid to demonstrate new songs by singing a portion to the group.  
  
Learn to prompt words just ahead of when they are needed. Learn to “Line” songs for quicker participation 
by the group (You sing the line and have the group repeat it).Remember when teaching a song that your 
group is trying to learn both new words and a new tune. 
  
 
*6* Singing ‘Rounds’ Requires Special Attention 
When singing rounds, first teach the song to everyone. You may want to teach the song in one session, 
review it in another session, then do the round. 
Clearly divide the group into the number of smaller groups needed.  Be certain to tell the group the 
number of times the round will be sung through.  It is often very helpful to have a leader, who knows the 
song, for each of the smaller groups. 
If the group is not comfortable in singing the round through as an overall group, the likelihood of success 
in breaking down into smaller groups and singing the song as a round is very, very low.  Rounds are a 
wonderful variation in singing.  Don’t let the difficulty in leading them prevent you from learning how. 
  
*7*  Be Aware Of Your Audience Location  
Your audience needs to be able to see you.  This is particularly important when teaching motions.  
Don’t be afraid to use your hands, head, body, etc. to help the group stay on the beat.  Don’t abandon 
your singers when things start to unravel.  When the rhythm is falling apart, exaggerate motions to help 
get the group back on the beat. 
If you have a choice between a large room with the group scattered about, or a smaller room where the 
group is squeezed together a little, go for the togetherness.  Logic might say that if you scatter a group 
out they will sing louder just to be heard.  The opposite is true! 
  
*8*  Keep On The Look-out For New Songs 
Be careful, though, many current pop songs are hard to teach and lead.  Sometimes it is a matter of 
having too many words to work with or too wide a musical range for the voices in your group. 
Look for different ways to sing old songs.  Sometimes a song is going so well it seems a shame to end it 
just because the last chorus has been sung.  Consider: repeating the chorus, singing selected verses 
again, humming through the verse or chorus or both, singing an extra chorus softly, or putting a tag on the 
end of the song. 
  
*9*  When Using Accompaniment – Practice! 
  
If you plan to use accompaniment, practice with that person ahead of time to be certain they can do the 
music you want done, in the key that you want to do it.  Tune stringed instruments ahead of time.  
If you are using pre-recorded accompaniment, practice with the sound equipment ahead of time. Practice 
cueing the songs so they will work when you need them to work.  
  
*10*  Sing With Pride!  
Do it!  Have fun!  Enjoy the singing with your group.  Compliment your audience for good effort! 
  



 


