	Games

	

	Icebreakers:

	
	Name Game
Birds of a Feather




	Relay/Race Games:

	
	Caterpillar Race
Hula Hoop Relay
T-Shirt Relay
Bubble-Blowers Relay
Back-to-Back Relay


	Outdoor Games:

	
	SPUD

Ultimate
Ball Scramble
Escargot


	Other Games:

	
	Wink
Isotope Rescue
What Time is it, Mr. Wolf?
Pebble
Do and Add



	Name Game



	Summary:  A simple icebreaker useful for introducing people to each other and helping people learn names.  This game is especially useful when there are new people present. 

Recommended # of People: 5-20 
How to play:
The Name Game (also known as the Adjective Game) starts with one person in the room picking a word that describes himself or herself as a person. The catch is, that the word must start with the first letter of their first name.  For example, my students call me Miss Velasquez.  I would say “Hello! My name is Vivacious Velasquez.” The person after me must say my adjective and name before saying theirs.  So they would go, “Hello, Vivacious Velasquez, my name is Silly Sam.” Then the third person would go, “Hello, Vivacious Velasquez, and Silly Sam, my name is Easy-going Edwin.”  This continues on until all of the students have gone. Being last is hilarious in this game, because they must remember everyone’s name AND adjective before stating theirs. 


	Birds of a Feather Game



	(This is a great way to organize kids into random groups)
Required:

Slips of paper with a bird name written on each one - chicken, turkey, goose, duck, chickadee, crow, owl. If you have 24 scouts, make 4 of each. If 42, make 7 of each.

Preparation:

Hand out a paper slip to each scout.
Notes:

Since the groups constantly change, there is no real team that wins. It should only take about three minutes to get a winner so many rounds can be played.
Instructions:

On 'GO' signal, scouts mill about the room exchanging slips as many times as they can with as many different people as possible. They do not look at what is written on the paper.
On 'STOP' signal, scouts stop and look at their paper.
On 'FIND YOUR FLOCK' signal, scouts try to find all others of their kind by only making the noise of the bird you have, no talking, and then sit down together.
Stop here, or

The last group to sit is out, taking their papers with them. Repeat until only one flock is left.

Alternate: Use any animals rather than just these birds.


	Caterpillar Race Game



	Draw a starting line. Place a chair about 20-25 feet away for each team. Each den lines up in single file. First scout bends over with hands on the floor. Each successive scout bends over and holds onto the ankles of the scout ahead of him to create a caterpillar.

On the go signal, each team races forward around the chair and back to the finish line.

If the caterpillar breaks, it must stop and re-form before continuing on.


	Hula Hoop Relay



	Required: Two hula hoops

Divide into two teams.

Have each team stand in a line side-by-side holding hands.

Pass a hula hoop from one end of the line to the other and back without anyone letting go of hands.

Alternate: Do this holding hands in a circle and see which team can make 2 or 3 “laps” first.


	T-Shirt Relay



	Break your group into two equal teams.  You give an oversized T-shirt to each team, one large enough to fit all the players on each team, (the largest player on any team determines the size of the T-shirt needed). 

Have the two teams line up.  The first person in line puts on the T-shirt.  They turn and face the second player in their team's line. 

The first and second players both hold each others hands. Then when you say GO, the rest of the team in their line pulls the shirt up and over the first players head, down the first player's arms and up the arms of the second player and over the second player's body (the shirt will be inside out at this point). 

Then the second player turns and faces the third player and the team repeats the process. They continue this all the way down their team's line until the last player is wearing the T-shirt.  The team to transfer the T-shirt through their whole team first wins. 

If you want to make the game last longer, have them relay the T-shirt all the way to the last player and then back up the line to the first player again. 

This could be a funny game to see played on a Cub Scout or Boy Scout Family night or just for fun anytime.  If you have a lot of parents on a family night you could have the adults play the game and the boys could watch.  I think the boys would get a big kick out of watching the adults compete.  Then when the adults are done you could have the boys do it and the parents could get a laugh. 

Wendell Brown


	Bubble Blowers Relay


	Make a starting line and a finish line.  Divide boys into 2 or more teams.  Pick a team leader for each team.  His job will be to blow a bubble for the first boy on his team.  The boy will fan it with a paper plate until he gets to the finish line.  If his bubble breaks the boy stops where he is and waits for his team leader to come and blow a new bubble for him.  When everyone on the same team has had a turn and fanned a bubble over the finish line they win. 

Viking Council


	Back-to-Back Relay


	The boys are divided into relay teams of two and take their place behind the starting line.  The two boys stand back-to-back and link arms so that one will walk forward and the other backward.  At the signal, the two pairs head for the goal, when they get there, they reverse direction so that the one who was walking backward is now walking forward.  They continue walking until they get back to the starting line to touch off the next two players on the team. 

BB, Trapper Trails Council


	Spud



	Location:

This game should be done outside.
Required:

Any soft ball that won't hurt when it hits someone

Note:

This has been a favorite for Wolf, Bear, and Webelos dens.
Instructions:

Every player is assigned a number from 1 to the number of players.
Players form a close circle with one scout in the center who has the ball.
The scout throws the ball straight up as high as he can and yells out a number.
Everyone scatters except the scout whose number was called. He catches or picks up the ball. As soon as he has the ball, he yells 'SPUD' and everyone must freeze.
The scout with the ball can then take up to 3 giant steps towards any scout he wants. He then throws the ball at the scout. The target scout can move all parts of his body to dodge the throw - except his feet.
If the scout is hit, he gets S otherwise the thrower gets S.
Everyone gets back in a circle and whichever scout received a letter gets to throw the ball up for the next round.
When a scout reaches S-P-U-D, he is out of the game. Or, after a set time, the scout with the least letters is the winner.



	Ultimate Frisbee



	This game should be played outside on a football or soccer field.

Use a flexible throwing Frisbee rather than a hard, sharp-edged disc golf Frisbee.


Divide into two teams.

The game is much like football.
Teams line up on their own 20 or 30 yard line. One team kicks off to the other by throwing the Frisbee as far down the field as they can. The receiving team now has control of the Frisbee.

When a team has control of the Frisbee, they pass it from teammate to teammate working it up the field to cross the goal line and score.

A player must stop as soon as he has the Frisbee - no running with it.

A turn-over occurs if an opposing team member intercepts the Frisbee or whenever the Frisbee hits the ground. This can cause confusion for players new to the game. If a player throws the Frisbee and it is not caught, it is immediately controlled by the other team going the other direction. Knocking the Frisbee down is just as good as intercepting it by a defender. If a defender tries to intercept, but drops it, it is still a turn-over and his team now controls the Frisbee.

There is no contact allowed and when a player has the Frisbee, all players must give him an arm's length of space so he can throw.


	Ball Scramble



	Use a volleyball or similar ball.

Mark off a playing area with a side for each patrol - a triangle if three, a square if four, a pentagon if five patrols.

Each patrol gathers outside the play area on one of the sides.
One person from each patrol is blindfolded.
When the ball is tossed into the middle of the play area, each blindfolded scout tries to locate it and retrieve it to his goal line.
Patrol members yell directions to their retriever.

When a scout finds and picks up the ball, his patrol receives 2 points.
Any scout that tags the scout with the ball receives 1 point for his patrol.
The patrol whose goal line the scout with the ball crosses receives 1 point.

Play a set number of rounds to determine the winning patrol.



	Escargot


	A French variant of hopscotch is known as Escargot (snail) or "La Marelle Ronde" (round hopscotch). It is played on a spiral court. Players must hop on one foot to the center of the spiral and back out again. A player who completes this marks one square with his or her initials, and from then on may rest on two feet in that square, while all other players must hop over it. The game ends when all squares are marked or no one can reach the center, and the winner is the player who "owns" the most squares.


	The Isotope Rescue



	Type of game:

Indoor or Outdoor Cooperative
Suitable for:

Patrols or Webelos 2 dens
Equipment needed:

Blindfolds 
Isotope (a small block of wood) 
Tongs  
Bucket 
#10 can 
Heavy rubber band that will fit tightly around the #10 can 
Heavy gloves (optional) 
Several lengths of rope tied to the rubber band so that the band can be stretched to fit over the can.
How to play:

This is a team game designed to foster communication skills and interdependence. Layout. Place the Isotope, the #10 can and the bucket on the ground several feet apart. The can and the bucket are upright, open ends up. One member is blindfolded - he is the astronaut gathering isotopes on the surface of a distant planet - and wears heavy gloves and carries the tongs. 
The Other members guide him with only voice commands to pick up the isotope with the tongs and place it in the can. 
Once the isotope is safe within the Isotope Carrier Device (the can) the other members stretch the rubber band by pulling on the ropes and lower it over the ICD and then lifting the rubber band, the ICD and the Isotope by carefully raising the ropes and placing the whole affair inside the bucket without tipping anything over.


	Wink



	Everyone sits down with eyes closed and the leader wanders through the group. The leader taps one scout on the shoulder to indicate he is the killer. 

The leader tells everyone to stand up and the game is under way. 

Everyone walks around the play area trying to find the killer. 

The killer tries to kill everyone by carefully winking at a person when he has their eye contact. He does not want anyone else to see him wink. 

If a player is winked at, he does a great theatrical death scene within 5 seconds of being winked at. 

If someone thinks he knows who the killer is, he points at him and says, 'I accuse __Johnny__!' If he is correct, he wins. Otherwise, both he and Johnny are dead.


	What Time is It, Mr. Wolf?



	One player is the wolf and he will stand with his back turned to the others about 5 meters from the others. The others call out, "What time is it Mr. Wolf" and the wolf turns to face the others and shouts out a time. Eg: 10 o'clock. The others would then take 10 steps toward the wolf. The group will take the same amount of steps toward the wolf as the amount of hours in the wolf’s time. eg, 2 o'clock = 2 steps, 6 o'clock = 6 steps etc.  The wolf will then turn his back to the group again for them to yell "What time is it Mr. Wolf?” (He looks at the group only when he shouts the time at the group". When the group gets close to the wolf the next time the group yells "What time is it Mr. Wolf?” the wolf will say 'DINNER TIME" and run after the group who are running back to the start line, and hopefully catch one of the group who will then be the wolf. 



	Pebble



	“It” is given a pebble, marble, or small ball. The other players stand in a line with hands out and palms up. Establish a goal line 10 to 30 feet away from the line of players. “It” walks along the line of players, pretending to drop the pebble in their hands. Somewhere along the line, he does give the pebble to a player. After a boy gets the pebble, he tries to reach the goal line and get back to his place without being tagged by the player on his right. The boy with the pebble may choose his own time to run, but he must go before “It,” gets to the end of the line. If the boy with the pebble is caught, the one who catches him becomes the new “It.” If the runner makes it back safely, he becomes “It.” 




	Do and Add


	This is a good car game. On a bus, divide the group into four sections. (Sections play the game separately.) 
The first player does some physical action such as scratching his head or clapping his hands. The next player repeats the action and adds one of his own (waving an arm or stamping a foot, for example). Each succeeding player tries to repeat all the previous actions and adds one of his own. If he doesn't, he is eliminated. The last player remaining who can repeat all previous actions in the correct order is the, winner.



