
GAMES MANUAL 
Some games may last forever, and some may not. We encourage you to be creative and play 
off what the participants are interested in. Switching out who is “it” often makes a game last 
longer. Ask what they want to do or if they want to modify a game to make it more fun. Small 
tweaks can save a game. If you discover any new games or changes that need to be made let 
us know and we will update the list! 

 

Low-Energy Games 

Action Syllables 

Equipment: None 

Instructions: 

· Have your group form a circle. 
· Ask each participant to choose an action for every syllable of their name. Example: Elvis 

has 2 syllables, so they do a hip shake for “El” and snaps their fingers for "Vis”. 
· Once Elvis has done their action while saying their name, the whole group repeats. 
· After the second person says their name and action, the whole group repeats, then does 

Elvis’s again. This continues until everyone has done it. 

 

Alibi Game 

Equipment: None 

Instructions: 

· Have your group form a circle and close their eyes. Choose 1 detective and 1 criminal. 
· The detective stands in the middle of the circle and one at a time, asks each person “Where 

were you last night?” 
· Each person must respond to the question with their alibi (ex. I was walking my dog, I was 

at the grocery store, I was watching a movie, etc.) 
· After each person has given their alibi, the detective goes around the circle a second time 

asking the same question. 
· Everyone but the person who was chosen as the criminal gives the same answer as the first 

time, but the criminal gives a different alibi. 
· The detective must remember everyone’s alibis from the first time around the circle to figure 

out who is the criminal. They get 2 guesses. If they do not guess correctly, the criminal wins 
and becomes the next detective. 



Rhythm Master 

Equipment: None 

Instructions: 

· Everyone sits in a circle and you choose one person to leave the circle 
· Then, you choose one person to be “it” 
· That person starts an action or beat, and everyone does the same 
· The person who left comes back and stands in the middle of the circle 
· The person who is “it” switches the action/beat and everyone else follows suit. The person 

in the center has three tries to guess who it is 

 

1-2-3 Look 

Equipment: None 

Instructions: 

· Everyone closes their eyes and lowers their heads; the leader calls out 1-2-3-Look! As the 
leader calls “look,” the participants look up at one specific person. *Campers cannot change 
who they are looking at after they’ve made their decision* 

· If that person is looking back at them, both players are out. If that person is looking at a 
different person, the participants put their heads back down and wait for the next call of “1-
2-3 Look” 

· The game continues until there are only two players left 

 

Peter, Peter; Paul, Paul 

Equipment: None 

· Sit in a circle. One participant is Peter (might be easier if you are Peter to start). The person 
to their left is Paul. To the left of Paul, the participants are numbered off 1, 2, 3, etc. in order. 
The object of the game is to be Peter, so be sure to engage Peter in the process a fair 
amount, to get the players confused or tongue tied! 

Instructions: 

· Everyone will start the beat—clap your legs twice and then clap your hands twice (and 
repeat). “Boom, boom, clap, clap” 

· Peter always starts each round and must call to Paul 
· Paul can then call to any other participants’ number/name 



· Each person must say their own number twice on the beat (or name, in the case of Peter 
and Paul) and then call someone else by number or name twice on the beat. 

· If someone messes up their name or number, or forgets who they are, or cannot get the 
words out—they go to the end of the circle (the highest number) and everyone else moves 
up a number 

Example: 

Peter starts the game by saying, "Peter, Peter, Paul, Paul" 
Paul must immediately reply with, "Paul, Paul, six, six” 
And 6 must immediately say, "six, six, two, two" 
This repeats until someone messes up. 

 

Black Magic 

Equipment: None 

Instructions: 

· Choose a participant to be a “guesser” and another to be the “giver”. The guesser and the 
giver work together in this game 

· Have the “guesser" close their eyes or face away from the group 
· The group silently choose an object in the room by pointing 
· 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 pointing to a black object is the “it” in 
question. 

· This should drive everyone in the room crazy trying to crack the code! (If participants know 
the trick, have them try being the giver or guesser) 

 

Counting game 

Equipment: None 

Instructions: 

· Everyone sits in a circle with their eyes closed 
· The group must start counting to 20 (or another decided number) one at a time at random 
· If two people say the same number at the same time the group starts over 
· Once you reach 20 pick a higher number to reach for the next round 



Categories Game 

Equipment: None 

Instructions: 

· To set up the Categories Game, arrange the group in a circle 
· The leader begins the game by starting a simple clapping rhythm of their choice, such as 

two beats on their lap and one clap. The group continues the beat for the entire game 
· The leader then calls out a category, such as colors, animals, countries, etc. 
· They then say one item in that category. The person to their left then names a different item. 

The game progresses this way in a clockwise motion until someone is unable to name a 
new item or calls out an item that has already been named. 

· The person who makes a mistake is out (you can also keep them in the game and simply 
start over). The person who is to that person’s left names a new category and the game 
continues. 

 

Zip Zap Zop 

Equipment: None 

Instructions: 

· Have everyone form a standing circle 
· The person that starts the game will say “Zip” and simultaneously points to someone in the 

circle with an outstretched arm (avoid using gun shaped hands) 
· That person does the same but says “Zap” instead the next person will say “Zop” 
· This pattern continues in the same order. 
· If someone hesitates for too long, they are out (or they can do a task to get back in the 

game) 
· You can start the game off slow and pick up speed later 

 

3-6-9 Clap 

Equipment: None 

Instructions: 

· You cannot say 3, 6, or, 9 or any number containing a 3, 6, or 9. For example, you cannot 
say 6, 13, 29, etc. Instead of saying a number with 3, 6, or 9 in it, you clap when it is your 
turn 

· Make a circle with the participants 



· The first participant begins by saying “one” and the next participant says “two” but the third 
participant claps because it is a 3. If the participant says “three” they are out. If they clap, 
they remain in the game and the next person says “Four.” 

· If they take too long to speak or clap, they are out (although you can use your discretion). 

Example: 1, 2, Clap, 4, 5, Clap, 7, 8, Clap,10, 11,12, Clap…. 

 

Grandma’s Underpants 

Equipment: None 

Instructions: 

· Have the participants sit in a circle. 
· Choose one person to be “it” and they stand in the middle of the circle 
· The participant sitting in the circle ask them a question and the only thing the person who is 

“it” can say is “My grandma’s underpants0” 
· The participant sitting in the circle who makes the “it” person laugh or smile takes the spot in 

the middle 

 

Frogger 

Equipment: None 

Instructions: 

· Everyone will sit or lay in a circle 
· The leader will choose two people in the group, the frogger and the detective. One tap is the 

frogger and two taps is the detective 
· The frogger’s role is to stick their tongue out at people. When they do this it will “freeze” that 

person.  If one of the participants sees that the frogger has stuck their tongue out at them 
they should wait ten seconds before they freeze. Once frozen, the participant should make 
a funny face and hold it. 

· The detective has three guesses to try and figure out who the frog is 
· The game continues until the frogger is discovered or the detective runs out of guesses. 

 

 

 

 



Fruit Platter 

Equipment: none 

Instructions: 

· Have the participants sit in a circle 
· Each participant is given/chooses the name of a fruit 
· Choose one person to stand in the center of the circle and repeat the name of one of the 

fruits three times e.g., orange, orange, orange 
· The person sitting in the circle who is the orange must interrupt by shouting the word 

“orange,” before the other person has managed to say it three times. 
· If they interrupt successfully the person in the middle chooses another fruit. If they are not 

quick enough, they replace the person in the middle. 

This is a fun game and encourages the children to concentrate and tests their reactions. It can 
be used as a time filler or a warmup to a circle time session. 

 

Medium-Energy Games 

  

Rock, Paper, Scissors, Splits 

Equipment: None 

Instructions: 

· Campers find a partner and line up facing each other 
· Have each participant place their foot heel to toe 
· They now play rock paper scissors 
· The loser moves their foot forward, and the winner moves their foot back or keeps it in the 

same place if they haven’t lost a round yet 
· Continue playing until one player loses their balance 

 

 

 

 

 



Do As I Say…Not as I Do 

Equipment: None 

Instructions: 

· Get participants to stand in a circle 
· The first person SAYS one thing they like (“I like to jump up and down”) but DOES another 

thing (flaps their arms) 
· The second person DOES what was just SAID (jumps up and down) but SAYS something 

they like (“I like to rock climb”) 
· This pattern continues around the circle. 
· For a bonus, make it a group goal to remember both the SAID action and the DONE action 

for every person. 

 

YeeHaw! 

Equipment: none 

Instructions: 

Explain that this game is all about spreading energy around to people. There are a few ways to pass 
along the energy: 

· You can pass it to the left by using your right arm and swinging it in front of you over your belly 
while saying “Yee Haw!” 

· You can pass it to the right by doing the same as #1 but by using your left arm. 
· You can pass it across the circle by taking a step forward while waving your fingers to the 

person you want to give it to and saying “Down Little Doggie!” 

If the group has these down, you can add more. 

· “Hoe Down!” = A person can be skipped by placing both hands above their head making a barn 
shape. This move skips to the next person in the circle. It can ONLY be used after a “Yee Haw!” 
move. 

· “Pass the hay bale” = you can pass it across the circle using an overhead throwing motion. 
There are 3 responses: 

o “Barn Door Closed” = by holding your arms up in an “X” above your head, this sends the 
hay bale back to the person who sent it 

o “Sha-wing!” = by holding a pretend belt buckle, this deflects the hay bale to someone 
else in the circle (whoever you face) 

o    “YeeHaw!” = continues around the circle 



If a player makes a mistake or takes too long to pass the energy, the game is restarted with the 
player to the right. You can also have that player step outside of the circle to do two jumping jacks or 
another action before returning to the circle. 

**” Barn Door Closed!” can also be used against “Down Little Doggie!” 

 

  

 

Rabbit Rabbit, Rabbit Rabbit 

Equipment: none 

Instructions: 

·         Get participants to stand in a circle 

·         One person (the leader the first time you play) points towards themselves with “crab 
hands” and says “rabbit rabbit” and then points to someone else in the circle and says 
“rabbit rabbit” 

·         The person they pointed to then does the same thing. The “rabbit rabbit” is passed 
around the circle. If someone messes up, they are out 

·         Once the participants get the hang of it you can add the next layer. While the person on 
either side of the rabbit person will say “carrot carrot” (point with palms out toward the 
person saying “rabbit rabbit”) 

·          Once participants have mastered passing this around, the next level will include the 
person to the outside of the carrot people. These people will say “lettuce lettuce”  and wiggle 
and pretend to be lettuce. 

  

 

Splat 

Equipment: none 

Instructions: 

·         Everyone stands in a circle with the Splat Master in the middle (start with the camp 
leader) 



· The Splat Master will “splat” members of the circle by pointing their outstretched arm at 
them and saying “SPLAT” 

· To avoid this, the member of the circle getting splatted at must duck. If they fail to duck, or 
are very slow, they are out for that round  

· Meanwhile, the people on either side of the person ducking need to attempt to be the first to 
“splat” the other by quickly facing each other, pointing their arms out and saying “splat”. The 
person who is the slowest at splatting the other member is out. 

· The last two remaining members of the circle participate in a “splat off” 
· They go to the middles of the circle and start back-to-back like a duel. The Splat Master 

chooses a magic word that will set off the duel (ex: dog) 
· Then the Splat Master must make up a very short story that will include the magic word 
· While the story is being told each of the duelers begin to slowly walk away from each other. 
· When the magic word is said the duelers will quickly turn around and “SPLAT” each other. 

Whoever splats the other the quickest, wins! 

Happy splatters/duckers: sometimes people think it’s their time to shine and react. These 
people will be out until the next round. 

 

High-Energy Games 

Run and scream 

This game is not appropriate for inside or close to office/residence buildings with open windows. 

Equipment: None 

Instructions: 

· Spread out participants 
· Have everyone take a deep breath in and on “go” they run and scream for as long as they 

can in one breath 
· Once they run out of air they stop. See how far everyone can go. Do this a couple of times! 

 

 

 

 

 

 



Camouflage 

This is an outdoor only game unless you have a large indoor space with hiding spots! 

Equipment: None 

Instructions: 

· Choose a person to be “it”. They must stay in place and can only rotate in a circle 
· Have everyone else hide in the boundary set by the leaders. 
· The person who’s “it” will count to 30-45 seconds 
· All hiders must be able to see the “it” person from their hiding spots 
· The “it” person must call out someone's name or describe hiders with some distinguishing 

details (e.g., the person with the blue shirt and grey shorts). If a participant gets seen they 
are out until the next round 

· “FOREST FIRE FOR __ SECONDS” can be called out. The “it” will close their eyes and 
count down out loud, and the hiders must move to a different hiding spot. Forest fire timeline 
will shrink from 20 sec to 15, then 10. 

· “ANIMAL SOUNDS” can be called out: all hiders must make animal noises. 
· The game ends when there is one person remaining OR if the game is taking a long time 

the “it” person can call “FINGERS or NUMBERS” and hold up a specific amount of their 
fingers while counting down from 10 loudly. The game ends either at the end of the 
countdown or with the first person to yell out the correct number of fingers being held up 
without being seen. 

 

Hot Dog Tag 

Equipment: None 

Instructions: 

· Choose one to two participants to be “it” 
· When a person gets tagged they need to lay down with their arms flat at their sides and they 

may yell, “I need buns!” 
· Two other participants need to run to the participant on the ground (aka the hot dog) and lay 

on either side to become the buns. This then frees the tagged participant 

 

 

 

 



Duck Duck Goose 

Equipment: None 

Instructions: 

· Have participants get in a circle but stay standing up and face outside the circle (so their 
backs are to the inside of the circle) 

· The person who is “it” goes around the circle and says “duck” to each participant 
· When the participant is told “duck” they must squat down and touch the ground before 

standing back up 
· When the participant who is “it” yells “goose” the two participants run around the circle, the 

first one to make it to the open spot wins. The other will then be “it” 

 

Bear Salmon Mosquito Game 

Equipment: pylons or clear boundary markers 

Instructions: 

Go over the posture of each of the animals and what each of them eat prior to breaking 
participants into groups: bears put their arms up and growl, salmon put their hands together and 
mimic swimming, and mosquitos point their index finger from their nose and buzz. Bear eats 
salmon, salmon eats mosquito, and mosquito eats bear. 

· Divide participants into two teams 
· Establish a safety zone behind a marked line for each team. The two safety zone lines 

should be parallel 
· Each team decides if they want to be a bear, a salmon, or a mosquito for each round 
· Each team then comes up to face the other in two parallel lines near the center 
· On the count of three each team holds their stance of what animal they chose 
· If both teams chose the same, they start over. If one team chooses a creature that would 

eat the other, the losing team runs back to their safe zone and the winning team runs after 
them and attempts to tag as many people as possible 

· Each participant that gets tagged then joins the other team 
· Game ends when there are no remaining players on a team. 

 

 

 

 



What Time is it Mr. Wolf? 

Equipment: none or pylons for boundaries 

Instructions: 

· Have all participants line up at one end of the play area and choose 1-2 to be at the 
opposite end, they are the wolves 

· All the other participants will ask, “What time is it Mr. Wolf?” and the wolves will respond 
with a time between 1-12 (or 24). 

· Campers jump, leap, step, or any other pre-decided mode of transportation the number of 
hours given. 5 o’clock = 5 leaps 

· Once the participants are getting close to the wolves, the wolves will decide that it is time for 
lunch and yell, “Lunch Time!” 

· The participants will run back to the start area while the wolves chase and tag them. 
· Tagged individuals then become wolves. 

  

Fire On the Mountain 

Equipment: None 

Instructions: 

· Have the group lay flat on their backs in a central area. When you say “Fire on the 
mountain” the group is to stand up as fast as possible and hug the nearest tree. The last to 
make it to a tree is out 

· When the group is on their back they are to lie perfectly still. If you say something other than 
mountain (Mickey mouse, Montana, Mazda, etc.) and they flinch or begin get up, they are 
out 

 

 

 

 

 

 

 



Ships Ahoy 

Equipment: none 

Instructions: 
Explain to the players that the entire playing area is broken down into different parts of a ship: 

· Bow: the front of the playing area 
· Stern: the back of the playing area 
· Port: the left side of the playing area 
· Starboard: the right side of the playing area 

The game begins with everyone standing in the center of the area. When the leader calls out 
one of the above parts of the ship, all players must run to the designated area. The last person 
to reach the spot is eliminated and goes to help the leader. Each time a different part of the ship 
is called the last player reaching the site is eliminated. Play until one player remains. Once the 
players understand the parts of the ship, the captain calls out specific order/actions while the 
players are running. 

· SUBMARINES: players lie down on their back and raise one foot in the air and say “boop, 
boop, boop,” to mimic the sound 

· HIT THE DECK: lay down on your stomach 
· ATTENTION ON DECK: salute and yell, “aye, aye captain!” — players may not move now 

until the captain gives the order of, “at ease!” (even if the captain gives a different order 
such as “to the ship” the crew must continue to remain at attention until told “at ease”) 

· SCRUB THE DECK: everyone on their knees scrubbing 
· MAN-OVER-BOARD: players get on the ground and pretend to swim 
· SHARK ATTACK!: everyone must run to a designated base (multiple bases can be used). 

The last player to the base is eliminated. 
· STRANDED TURTLE: everyone falls onto their backs and waves hands and feet in the air. 
· WALK THE PLANK: everyone finds a partner and plays a quick round of rock paper 

scissors splits, whoever loses is out! 

 

 

 

 

 

 

 



Hot Day Games 

Sponge Run 

Equipment: 

· Sponges (1 per participant) 
· Bucket/Bin x 4 

Instructions: 

· Place a bucket full of water on one side of the playing area and an empty bucket on the 
other. 

· Give a sponge to each player and have them stand by the full bucket or water (you can 
divide them in to groups so it’s relay-style) 

· Players must dunk the sponge in the water trying to soak up as much water as possible. 
· They then have to put the sponge on their head and hold it there while they run to the empty 

bucket, hoping to keep as much water as possible in the sponge. 
· Wring out the sponge into the empty bucket and run back. The next player goes, continuing 

until someone reaches the mark on the empty bucket. 

 

Drip, Drip, Drop 

Equipment: 

· One Sponge 
· Bucket for water 

Instructions: 

This game is a spin on “Duck, Duck, Goose” 

· Have participants sit in a circle 
· Either be it or choose a participant to be it 
· The “it” person dunks their sponge into the bucket of water 
· Over each person the it person says, “drip, drip,” while the sponge drips water on their 

head. 
· Once the participant wants to race an individual they say “drop!” and squeeze the remaining 

water onto that person 
· The it person and the participant who got water dropped on them race around the circle in 

opposite directions 
· The person who doesn’t get to the spot first is now “it” 

 



Cup of Chance 

Equipment Needed: 

· Small cups x 16 
· Water 

Instructions: 

· Put a line of cups on a flat surface (you can also number the cups and have the player pick 
a number instead) 

· Fill about half of the cups full with water and leave the other ones empty 
· Take turns and have each player choose a cup one at a time without looking (blindfold or 

cover their eyes) 
· Once they’ve chosen the cup, they have to dump it on their head 
· If there is water in the cup, they get wet and are out 
· If there is not water, they continue to the next round 
· Continue until there’s 1 player left 

 

Sponge Darts 

Equipment: 

· Chalk 
· Sponges (1-3 per participant) 
· Bucket of water 

Instructions: 

· Draw a bullseye on the pavement or sidewalk (you can have multiple) 
· Have participants form a circle around it a distance away 
· One at a time they’ll toss a wet sponge and try to get as close to the center as possible 
· Continue until everyone has tossed all their sponges 


