Silly Contests & One-minute games
Individuals
Singing Contest
Two contestants sing for thirty seconds, each singing anything he chooses (if preferred, songs may be assigned – row, row, row your boat, itsy bitsy spider, etc.).  The audience selects the better singer on the basis of continuity and vigor, not musicianship.

Whistling for Endurance

This is a contest in ability to continue whistling without taking a breath.  At a signal, the two (or more) contestants begin to whistle.  They may whistle tunes or a single note continuously.  A contestant must not take a breath, and his whistle must always be audible to the judges.  It is permissible for one contestant to try to make another laugh.
Buzzing Contest
This is a contest of endurance in making a buzzing sound.  Except that the contestants buss, it is identical with Whistling for Endurance.

Posing
This is a contest, not in acting, but in assuming poses.  Two or more contestants stand with their backs to the audience.  The pose is described and they all turn to face the audience and assume the pose immediately.  Ideas: a girl seeing a mouse, a preacher delivering a sermon, a baseball player protesting a decision, a child about to take medicine.

Laughing Contest
At a signal, two players face each other and laugh as fast and as strenuously as possible for thrity seconds.  The audience selects the better laugher.

Talking Contest
Two people are assigned topics (the same topic, two unrelated topics, or the positive and negative sides of a questions).  A signal is given, and the two men face each other and begin talking.  Each must talk fast and continuously; hesitation, even for a second, counts heavily against him.  Each must try to make himself heard by the audience.  After thirty seconds they are stopped, and the audience selects the winner, on the basis of continuity, eloquence and audibility.  This stunt also works well with three or four contestants.  

As a variation, gestures may be absolutely prohibited, or shouting.  In this case, it is better to have four contestants and to determine to winner by a process of elimination.  

Draw A Cow. ( Quiet.)
The players must draw a cow being blindfolded. At first they draw the eyes, then drop the hand and make a pause, then draw the snout, drop the hand, make a pause and draw the horns etc.
Artists - Virtuosos. ( Quiet.)
Tie a felt-tip-pen to a ski stick. The task is to draw something or to write a text. (Do not put the stick on the shoulder!) The player who fulfils the task the fastest and the most accurate gets the prize.
Rub your stomach

Rub your stomach & pat your head

How long is a minute?

Tell the campers that you are going to time a minute on your watch.  The campers have to raise their hand when they have counted a minute in their heads.  The closest one is the winner.  This game can be extended to two minutes (or any other length of time) when the children get good at it. 

Wall Head Pivot

A line is marked on the floor about 2 feet from a wall.  The player leans forward, places his head against the wall, and folds his arms behind his back.  Using the head as a pivot, he twists his body in a complete circle, without taking his head from the wall or unfolding his arms.

Crossed Wires

The player grasps his left ear with his right hand and his nose with the left hand.  At a command, he must quickly release his hands and grasp his right ear with the left hand and his nose with the right hand.  He should be able to shift quickly from one position to the other and back again.

Pat & Rub

Pat your head with your right hand & rub your stomach with your left.  Switch hands.

Crossed Fingers
The player extends both arms straight forward, crosses one hand over the other, and interlaces the fingers of the two hands.  The palms should be together, the little fingers on top, and the thumbs down.  He brings the hands in to his chest and turns them upward holding them close to his chin.  Now another person points to any one of the fingers and directs the player to move it (don’t touch the finger!!!).  Strange as it may seem, he may find it difficult to do so, and will be very likely to move the wrong finger.

Right and left

The player stands on one foot and swings the other in a horizontal clockwise circle.  He extends the right arm downward and after the foot circles has been made a few times, he begins trying to swing his right hand in a circle in a counterclockwise direction.  The directions of the circle can just as well be reversed.  The stunt is to swing the leg in one direction and the arm in another.

Catch a penny

The player raises his right elbow until the forearm is horizontal and the right hand is palm-up beside the right ear.  He places a coin on top of his elbow and then, by dropping the elbow suddenly, catches the coin in his right hand.  With a single coin the stunt is quite easy, and when it is learned the number of coins should be increased.  Sever coins can be placed in a row along the top of the forearm, or they can be placed in a pile.

Funnelball

A line is marked 10 feet or so from a wall.   The player stands behind the line, holding a small funnel in one hand and a rubber ball in the other.  He throws the ball so that it strikes the floor first, then the wall, and when it rebounds, he tries to catch the ball in the funnel without stepping over the line (can use a paper cup also).

Neck throw

The player stands with his head bent forward and an object resting on the back of his neck.  This object might be a beanbag, a well-worn softball, a soft shoe or anything else that is not too light nor too firm.

By suddenly straightening his neck and back, he throws the object into the air and then turns around and catches it in his hands.

Puppet Face

Need markers (waterproof). Make a puppet face with your fist, with your thumb as the lower jaw
Jumpers
The players must make as many jumps with the skipping-rope as possible having the flippers on their feet.

Bad Painters
The players must draw any picture with the brush, having the boxing-gloves on their hands.

Chain
In a fixed time the player must make a chain of the paper clips. The player whose chain is the longest wins the game.

Hen
The object of the game is to write a word as legible as possible with the felt-tip-pen tied to the foot.

Balloon Bounce

 Props:  Balloons 

To Play:  A contest to see who can keep a balloon in the air the longest using only their head. 

The person who can keep it in the air longest without using anything but their head is the winner. (This game can also be played in teams).  

Paper Airplane Competition

Have the students get into pairs and make a paper airplane. Once they are finished, have them line up. Each group has to answer a question (math, trivia, anything), and if they answer it correctly, they get to fly their plane. Give them points depending on how fair it goes. 

Builder
In 1 minute time you are to build the highest possible tower, using 0,33 L cans. After the leader's signal the construction is stopped. If the tower goes to ruin and you have some more time, just begin from the very beginning. The number of points got by the players depends on the number of cans in the tower.
Marble pick up

All players walk around in a circle in bare feet – marbles are placed in the middle (with one less than the number of players.  When the signal is given, each person tries to pick up a marble with his feet (either foot).  The odd person goes to the end of the circle & it continues.

Dime on nose

A player lies flat on his back with a dime on his nose and tries to dislodge it entirely by wiggling his nose.

With a Buddy
Guess the letter
Have one person hold up their hand.  The other person draws a letter (shape, etc).  The first person guesses (without looking).  Switch.

Rock, paper, scissors
Elves, Giants, Wizards 

This game is based on the same concept as rock, paper, scissors.  In this game; Elves beat Wizards (they can run through their legs)  Giants beat Elves (they stomp on their heads) Wizards beat Giants (because they are smarter)
Back to Back

1. Students stand in pairs; an odd student can stand and play with teacher.
2. Instruct students to stand with their backs touching and say "That's Back-to-back".
3. Students stand facing each other - "Front-to-front".
4. Students stand beside each other - "Side-to-side".
5. Each faces each other and moves one foot forward to touch toes - "Foot-to-foot".
6. Each touches an index finger to the other - "Finger-to-finger". 

Teacher then issues random 'orders' of "finger-to-finger', "Foot-to-foot" etc. etc. at various speeds or in quick succession. Once students are confident or bored, throw in mixed orders such as "Back-to-front", "Side-to-finger" etc. and let them sort it out!
Questions
See how long two people can carry on a conversation only asking questions

Prompt Water-Carriers
Two players compete in this game. For each player there is a chair with a bowl of water and a spoon on it. A few steps away there are two more chairs with an empty glass on each of them. The object of the player is to fill the empty glass with water as soon as possible. The player who is the first to do it is the winner.

Zombie
Two pairs participate in this game. Each pair stands hand in hand with their adjoining hands tied together. With their free hands (one with the right hand and other with the left one) they must wrap up the package, bind the rope round it and tie it a bow. The pair which finishes the task the first is the winner.

Car & Driver
Get into pairs.  One person is the car and the other is the driver.  The car must have eyes closed and the drive must not let the car bump into anyone or anything.  Switch places after a while.

With a Small Group (or some can be big)

Group Pantomime

This game follows the rules of pantomiming but the difference is that you have several working together as a team (approx. 3-5). 

The group is given about a minute to discuss how they plan to act it out. 

Our favorite "theme" is to have each group act out an appliance in the house (ex.: washing machine, TV, blender, vacuum cleaner, iron, oven). After each group has rotated acting out several appliances with the others guessing, the team with the lowest total time wins.
Alphabet Letters

Players should be in groups of four. When the leader calls out a letter, the groups must form that letter using their bodies.
Photographic Memories 

Have all players stare in one direction for 30 seconds. The object is to see and remember as many details as you can. Then, turn away and write down every detail you saw, from the cobwebs to the three-pronged electrical outlet (younger children can dictate). The one with the longest list wins. 

Silent human tic-tac-toe

We set up 9 chairs like a tic tac toe board and we have the boys and girls line up on separate teams. Then we play human tic tac toe. They take turns picking a seat, trying to win Tic Tac Toe. The catch? They can’t talk or point. They can’t in any way tell their classmates where to sit.
Hand Wave 

     Everyone starts in a circle, on their stomachs, with their heads towards the centre and their arms forward.  The players should have their right hand over their neighbour to the right's hand and their left hand under the hand of their neighbour to the left.  Arms should cross at the wrist.  The object of the game is to pass the slap.  The person who starts slaps the ground and the next hand slaps (not the next person).  Once you have the hang of it, add the option of a double slap. This skips the next hand.  When a hand is turned on it's side, start slapping the opposite way. 

How many Thumbs???  

     Group should be divided so that they are in small groups of about five or six people.  The group lies on their stomach and puts hands in the middle of the circle with fists closed.  On the count of three, everyone either sticks one thumb up or two or none, while at the same time they are saying a number.  The object of the game is to predict how many thumbs are up! 

I Spy

     One person says " I spy with my little eye, something that is ....(colour)".  Then others try to guess what the object is and the one who guesses it takes the next turn. 

Knots

     Groups of eight stand in a circle facing into the canter.  Shake hands with person directly across from you, then join left hands with a different person in the group.  Must untangle the human knot without letting go of hands. 

I went to the zoo

Recite a long list of items and then add one, alphabetically, for the next player to remember. 

Like this:  "I went to the zoo and I saw an anteater, a bear, a crocodile, a deer, an elephant and ... a ferret!"
In a Big Group 
Red Light/Green Light

In this game, one person plays the "stop light" and the rest try to touch him/her. 

At the start, all the children form a line about 15 feet away from the stop light. 

The stop light faces away from the line of kids and says "green light". At this point the kids are allowed to move towards the stoplight. 

At any point, the stop light may say "red light!" and turn around. If any of the kids are caught moving after this has occurred, they are out. 

Play resumes when the stop light turns back around and says "green light". 

The stop light wins if all the kids are out before anyone is able to touch him/her. Otherwise, the first player to touch the stop light wins the game and earns the right to be "stop light" for the next game. 

Land, Water
This is a game for attentive players. On hearing the word "land" the players jump forward, on hearing the word "water" backward. Then the word "land" is suddenly changed into "bank". The actions of the players must be the same as after the word "land". The word "water" may be changed into "sea", "lake", "river", etc. The player who often mistakes is out.

Simon Says

One person is chosen to be "Simon" the others stand in a strait line. The simon then calls out an action for the children to follow. It can be anything like.... touch your toes jump 10 times on 1 foot...... The simon when giving an action can simply state the action by it self..."touch your ears" and whoever does it is out and has to sit down. Or the simon can say "Simon says, touch your ears" and them everyone must follow the instruction. You can vary the actions according to the age group of children you are playing with. The last person who is standing can then be "Simon"!
Rainmakers

     All of the participants need to sit in a circle.  This activity will create a rain storm at your camp without actual rain.  Each action that is to be done will start with the leader.  As the action comes to each player, they will join in.  You can not start the action until it is your turn.  The action sequence is; - Rubbing hands together - Snapping - Clapping - Slap thighs - Stomp feet.  Then reverse the whole process.  This will sound like a rain storm starting and then slowing down again. 

Thumper

     The players sit in a circle.  The leader instructs everyone to select a different hand-sign.  Examples:  - Rain in the face (hand held above brow, fingers twiddling) -  Bow and arrow ( arms extended as if holding bow and shooting arrow) -  Drums (hands tapping on an imaginary drum) -How! (hand upheld, palm forward) - Teepee ( formed with hands, fingertips touching) -  Feathers (two fingers held up behind head) -  Swimming ( swimming motion) etc.....      One player starts by telling what he is and suits the action to the words.  For instance, "I'm drums" and pretends to beat.  Going around the circle each player tells what he is.  Then all start clapping hands on knees in a rhythmic beat.      Leader (in rhythm): What's the name of the game?      Players: Thumper!      Leader: How do you play it?      Players: You thump! The leader gives his own signal and follows it with someone else's sign.  Each successive person does his own and then another one action. 
Pantomime
Get ready as many different articles as there are the players. Take any articles you like - a piece of soap, a pen, a sponge, a candy, a balloon etc. Do not show all these articles to the players. Write the name of each article on the sheet of paper. Fold up all the sheets of paper so that the players cannot see what is written on them. Each player draws out a sheet of paper. With the help of pantomime the players must show what is written on their sheets of paper. All the rest players try to guess what kind of article is represented to them. The player who guesses what kind of article it is gets this article as a prize

Pizza Box Bowling

Stand up empty pizza boxes like narrow tents and have kids try to knock them down with a tennis ball.
Lions and Tigers 

     Players sit in a circle.  Two children on the opposite sides of the circle, hold small objects, (stone ball etc.).  One is called a lion, and the other a tiger.  On a signal the players pass the objects to the right as quickly as they can.  The fun is in trying to get one animal to overtake the other.  (see Beat the Bunny) 
Wink-em

Get into pairs.  Each pair get a chair.  Put the chairs into a circle, with one extra.  One partner sits in the chair & the other stands behind it.  In the extra chair no one sits, but someone stands behind.  That person winks at someone.  If you are sitting & you believe you were winked at, you try to get up & get to the empty chair.  The person behind you tries to keep you in.  If they touch you on the shoulders before you get away, you have to stay there.  If more than one person gets up, it’s a race to the empty chair.  Keep going, and after a while, which sitters & standers.

Clothespin Mixer
Pass out about 4-5 clothespins per kid in the room and instruct them to pin them on their own sleeves. Explain that when the music begins, the object of the game is to get all clothes pins off themselves and on to someone else. (remind about appropriate locations, etc.)
Jelly Bean Trade
Everyone is handed 10 jelly beans.  They are to try to get 10 of one color by trading with other people one at a time.  First person to get all ten of a color they want wins.
Big group Rock, Paper, Scissors

You begin with pairs doing rock, paper, scissors. When one person wins, the other person gets behind the winner and holds shoulders. They go over to another person (or chain of people and compete (with the person/people behind cheering loudly). You end up with 2 lines, and then all in one group.

Hoola-hoop pass

Everyone stands in a circle linking hands with a hoola-hoop linked in there.  The goal is to pass the hoola-hoop around the circle without unlinking.

Step 3: The player in square 4 serves the ball by bouncing it in his square and tapping the ball into another square.
Step 4: The player in that space must tap the ball (after one bounce) into another kid's area, and so on, until someone misses the ball, lets the ball bounce twice, or sends it out of the grid.
Step 5: The player who misses the ball steps out and the remaining players rotate up through the numbered squares. If you are playing with more than four players, a new player enters the game at square 1. 

The player who is out waits in line to re-enter the game once square 1 is open again.
Step 6: Whoever is now in square 4 serves the ball to resume play.

Variations:


•Bus stop: All must step on the outer corner of their squares. 
•Fire alarm: All must jump out of their squares. 
•Mailbox: All must step in the middle where the two lines meet. 
•Big tomato: All must do a mailbox and then a fire alarm. 
•Around the world colors: When players bounce the ball, they must also call out a color, or state, animal, pizza topping, whatever the category may be (no repeating).

Keep it going Volleyball
Indoors

Equipment: Beach Ball, chairs (or sitting on the floor)

Objective: To increase physical activity, improve problem solving skills, and increase team work.

Description: This is great when people have to stay indoors. 
Start by having all participants sit in a chair or on the floor scattered around the room. 
The object is to count every time the beach ball is hit by a hand (or head). If the beach ball at anytime rolls flat (no bouncing) on the floor or a table, the count starts over again at 1. The ball can bounce off the walls, tables, floor, ceiling etc., but just cannot roll flat. 
Added Rules are: 
1. no one is allowed to stand up as long as the ball is in play. 
2. No kicking, spiking 
3. No monopolizing the ball only 2 hits in a row by same person count 
4. Not allowed to have just a small group pass back and forth to each other over and over 
Outdoors

Equipment:  
Volleyball net, Could use volleyball, balloons, or beach ball

How many times can you hit it back and forth without it touching the ground?

Added rules: 

Same as above

Circle Delight 

Required: Two balls
Players: Small to large groups

Two teams stand alternately in a single circle formation. Each team has a ball. At the signal the balls are thrown in the same direction from person to person belonging to the same team. The balls start moving from opposing players standing opposite each other in the circle. The purpose is to see if one team can move its ball from player to player at such a speed that it overtakes the ball from the opposing team. If this happens one point is scored and the game begins again. The first team to score three points wins. Note: The ball must be relayed between players of one team as they are positioned in the circle while not hindering the opposing team.

Love Thy Neighbor
Person in the middle goes to someone and asks “Do you like your neighbor” – the person answers, “yes, I love my neighbors.  But I’d love to sit next to people who…” (are wearing jeans, have blue eyes, have lived out of the country, etc.).  

Four Square Variations

Ariel 4-square – with a beach ball and a big 4 square set up and teams in each square

Tag-team – in pairs with only one person in the square at a time – each time you hit the ball you switch with your pair.

Advanced Four Square - Step 1: Draw a 6- to 10-foot square on a paved surface, such as a driveway.
Step 2: Divide the larger square into four smaller squares, number the squares 1 to 4, and have each child stand in a block.

Relay Races

Parallel Lines

Form 2 parallel lines with equal numbers of people. Each row with respective players sitting on the floor side-side & holding hands facing players from the opposite row.
While the respective players at the head of their row face each other, the game 'host' sits on the floor facing them.
A small object is placed at the opposite end within equal distance of each end player (small ball, hacky sack, etc.). 
Before play begins, the host shows the front players the coin (larger the better). All other players must close their eyes & keep them closed.
The host calls EITHER 'heads' or 'tails'. Then he holds the coin up in the air so neiher player can identify & drops the coin to the ground (trying to have it land equidistant to both players).
If it lands on what the host has whispered to the players, the lead players are to gently squeeze their right hand. 
The 'team' that has their squeezes reach the end player 1st & captures the 'prize' cleanly wins 1 point. You may play to any total but it should be designated up frnt what it will take to win.
If a team grabs tbe prize & should not have ('heads' is called but 'tails' lands), that team 
loses 1 point.
Now the front players from both teams move to the ent position & all other players move to the next position (towards the end).
Remember, only the 2 front players have their eyes open. They must not speak during play.

Sugar-cube race

Each contestant runs to the turn and back while balancing a lump of sugar on his nose.

Knife & Peanut race

Each contestant runs while carrying a peanut (in the shell) or similar small object on the blade of a dull table knife.

Head balance race

Each contestant balances a book, apple, or similar object on his head (any object can be used, but all contestants must have the same kind).  He walks to the turn and back.  If the object falls it may be replaced, provided the person doesn’t advance while replacing it.

Broom & balloon race

Each contestant has an inflated balloon & a broom.  He pushes the balloon with the broom to the turn and back.

Broom & paper race

Each contestant has an ordinary broom & a full-sized sheet of paper.  The paper is placed flat on the floor, and the contestant is required to move it with the broom, sweeping it to the turn and back

The Shoe Sort

Ask people to line up, standing shoulder to shoulder.  Ask them to close eyes and suddenly become speechless.  Ask them to line up by shoe size.  

(Since the group cannot see or speak, you may need to spot them occasionally).

Snowball / Marshmallow throw

Equipment: 
large plastic mixing bowls

3 to 4 bags of marshmallows dusted with flour to keep from getting sticky.

Description: Seat persons seated in a circle
Give each person a bowl to hold on their lap and put 10 marshmallows in each bowl.

First players throw marshmallows into each others bowls as leader counts down time (2 minutes)

Player with the most marshmallows in their bowl wins. Or you could play this game so the person without ay marshmallows wins. Use your imagination and let me know your ideas. We have had a lot of fun with this, everyone is covered with white spots in the end!

Variations:  
Do it as a relay race with each group trying to throw marshmallows into one bowl.



Could do with m&ms & paper cups

Kangaroo Catch

Each pair gets a hoola-hoop.  One person runs out and stops and puts his/her hands above the head and connects them.  The other person throws the hoola-hoop tries to get it over the partner’s head.  Neither person can move while the hoola-hoop is in motion.  If it is caught the thrower runs ahead and they do it again.  If it is missed, the catcher gets it and gives it to the thrower and 
Balloon Juggle & Sort

Each person blows up a balloon.  All balloons must then be kept in the air by the group.  This gets the group moving around and cooperating.  Once they've got the hang of it, ask them to keep juggling the balloons, but sort them into colors.  To make it harder, place restrictions e.g., no hands to keep balloons up.  Also

Balloon pairs

Each pair gets a balloon and has to stand next to each other with only the balloon touching – they race back & forth.

stars again.  

Balloon Pairs Lower

Have people pair up with someone else of equal size.  One balloon per pair.  Announce a competition to see which pair can lower their balloon to the ground.  The rules are: one finger each is to be placed on the underside of the balloon.  Each person's finger must be constantly touching the balloon.  The balloon cannot be forcefully sandwiched between two fingers - it must be lowered ultimately by balance, patience and concentration.  Not easy with small balloons - easier with larger balloons.  Leader usually needs to reinforce the "both fingers touching all the time" rule.

Balloon Crazy Catch

Each participant blows up a balloon, but doesn't tie it off.  Participants then hold the balloons above their head.  On the word "go", all balloons are released.  The goal is for the group to catch all balloons before they hit the ground.  Note that these balloons shouldn't be put then in other people's mouths.

Balloon Portraits

Hand out permanent markers.  Invite participants to get into pairs and draw a portrait of their partner on a balloon.  Excellent for creativity.  There are fun spin--off possibilities here e.g., put all the portrait balloons in the middle and see whether anyone can match each person correctly to a balloon.  A balloon portrait can be a fun take-away from a game session.

Balloon Support

Give out lots of empty balloons and organize people into small groups (e.g., 3 or 4).  Then explain a group competition - in as short a time as possible, get the whole group off the ground, supported only on balloons.

Balloon Messages

Prepare balloons with action messages inside (e.g., sing a song, bark like a dog, dance).  The players sit in a circle.  A balloon is passed around the circle. Each player has to sit on the balloon with all their weight for 3 seconds.  If someone breaks the balloon, they must do what it says on the message.  Be aware of sensitivities about weight and experiment first with getting the right amount of air in the balloons.

Rumor

Required: Blackboard & chaulk (paper & pencil will do)
Players: Small to large groups

The first person from each team is to go out and make up a message together. This message will be used by all teams. Once signaled to start, the first person on each team is to whisper the Rumor to the next person on their team. They will whisper the Rumor to the next - and so on. The last person to receive the Rumor will run to the black board and write the message. The team that is the closest to the correct Rumor wins.

Knot Race

Required: Ropes or sheets
Players: Small to large groups

Set up two teams with a rope for each team. Tie as many knots as there are player in each team. On go, the first person in the team is to untie a knot, then hand the rope to the next person and repeat. The first team to untie all their knots is the winner. Variations: Have the teams send the rope down the line with them tying the knots and then back up the line untying them. You could even have them use only one hand to untie the knots which means they would have to use their teeth. Please use a clean rope or sheet for this variation.

Ping-Pong Relay 

Required: Buckets and ping-pong balls
Players: Small to large groups 

For each team, have one bucket and five ping-pong balls. The object is to have players one at a time, run barefoot down the course to where bucket and five ping-pong balls are on the ground. They are to sit on the ground and using only their feet, pick up the ping-pong balls and put them into the bucket. Once they have all the balls into the bucket, they are to dump them out, run back to the team and have the next person do the same. The first team with everyone completing the task is the winner. You could try water bombs instead of ping-pong balls.
Lick and Stick 
This game is absolutely hilarious! All you need is large marshmallows and some adventurous kids. Do it as a race - each child must lick the end of the marshmallow and stick it to their foreheads. Then they run back and forth to whatever start and finish line you have set up without having the marshmallow fall off. If the marshmallow does fall off then they must stop and stick again then continue the race. This one surprised me the first time I played because not only do the marshmallows stick very well most of the kids ate the marshmallow after their race was done! 

Claytionary or Group Pictionary

Pieces of paper and pen/pencil 

Or:  playdo/clay

Have small group (5 or so people) pick one person (each person will get a chance) go up to front and hear a word or phrase from the leader.  They go back to their group and draw or sculpt what they hear.  When they have it correct a different person goes up to front and tells the leader.  Ideas:

	Grand canyon
	Great wall 
	Eiffel Tower
	Sphinx
	Mt Rushmore

	Last Supper
	Feeding 5000
	Crucifixion
	Sun shine
	10 command

	Snake
	Kangaroo
	Dolphin
	Flamingo
	Giraffe

	Chasuble
	Altar
	Cincture
	Miter
	Thurible


Paper Airplane

Just like it sounds. Have people make paper airplanes and have races:

Variations:  

Teams – all making them the same way. 

Decorate them

Tag Games

Elbow tag

Everyone gets into pairs and link elbows.  There are two people who are “IT” – the cat and the mouse.  The cat chases the mouse.  If the cat tags the mouse, they switch and become the other one and the chase continues.  The mouse needs to continually switch people.  They link an elbow and the person on the other side (not they one they are linked with, but the other person) takes off and becomes the new mouse.

Heads & tails tag

Split the group in ½ - one side becomes heads and puts a hand on their head.  The other side becomes tales and puts a hand on their tail.  Everyone is “it”.  If a head tags a tail, the person tagged becomes a head, and vice-versa.  The game ends when all people are one or the other.

Heads or tails tag (Or is the difference)

Players are divided into 2 teams – one team has a hand on their heads & the other on their tales.  A coin is tossed & calls loudly if it’s “heads” or “tails” – If it’s “heads” – they all try to tag the “tails” (& vice-versa).  When you’re tagged you sit down.  When everyone is sitting, you flip again
Clothes pin tag
Each person gets 5 clothes pins.  The object is to pin them on others – without getting them on you.

Balloon pop

Equipment:  Balloons & string

Everyone gets a balloon tied to an ankle (with about 2 feet of string).  The object is to pop the others without getting yours popped.  If your balloon gets popped you need to step out of the game.


Pom-Pon Pull Away

Step 1: Mark off a playing field roughly 20 feet square with string, a sidewalk edge, etc. 
Step 2: One person serves as the "tagger" and stands in the middle of the field. Everyone else lines up on one side of the square, facing the tagger. 
Step 3: When the tagger calls out, "Pom-pom pull away" everybody starts running and tries to get to the other side without getting touched by the tagger. If caught, they join the tagger in the middle.
Step 4: Now everyone is on the opposite side of the square. The taggers simultaneously call out "Pom-pom Pull Away," and the players run toward the opposite side, trying to evade the taggers. The last person remaining untouched becomes the tagger for the new game.
 

Balloon Juggling Tag

In pairs, one balloon each.  The game is played like normal tag between two people.  However, you must always be in possession of your balloon.  The catch is you can't hold your balloon - you can only keep knocking it into the air.  So people play tag in pairs but must keep knocking their balloon in the air as they run around.  If a person's balloon touches the ground, they instantly become 'it'.  Its up to you whether to allow knocking a partner's balloon away.

Shark!
Put hula hoops or beach towels on the ground to serve as dens for all the "fish." One child gets to be the shark. When the shark calls, "Fishie, fishie, cross my ocean," the fish have to move to a different den. If, while out of a den, the shark tags them, they get to be sharks as well. The last remaining fish becomes the first shark next time. Adults can also remove dens, forcing kids to stand together on one. 

Tip: For extra fun, the shark can tickle the fish.
Variations: The shark can be a T. rex, and the fish can be vegetarian brachiosaurs. Bird lovers can be hawks and mice. Construction buffs can be loaders and boulders, and so on. 
Optimal age: 3 and up 
Number of players: 4 or more 

Mouse Tails
Tuck pieces of string or yarn about a foot long into the backs of the kids' shoes. After your "Go!," the kids try to step on each other's tails. When all the tails are lost, replace and repeat.

Tip: Have extra string on hand. 
Variations: Tuck white socks into waistbands for Bunny Tails, which other players grab. 
Optimal age: 2 and up 
Number of players: 3 or more 

Blob Tag
The youngest child gets to be the first "it." (They usually consider this a privilege.) When he or she tags someone, they join hands and have to tag another, on and on, until everyone is holding hands. 

Tip: Keep the play area small. Kids 5 and under have a hard time catching each other. 
Variations: Tunnel Tag — When tagged, you freeze and someone has to crawl between your legs to free you. Shadow Tag — When "it" steps on your shadow, you become "it." 
Optimal age: 2 and up 
Number of players: 4 or more


Catch the Caboose
One player is the chaser, and the others are runners.  

The runners all form a single column, each person with his hands on the shoulders of the player in front of him.  The line of runners may flee, turn and twist at will. 

The rear runner has a handkerchief or other piece of cloth hanging from his or her belt.  When the chaser succeeds in removing the handkerchief, that player becomes the rear runner and the person in front of the column become the new chaser.

Kidnapper’s Tag
Players are scattered at random and run without restrictions. 

One is the runner, another the chaser, the rest are inactive.  

The runner carries a rag doll (or some other object).  At will, he or she may hand, not throw, this object to any of the inactive players.  The inactive player cannot refuse it.  As soon as the doll is transferred, the new possessor is the runner, and the old one is inactive.

If the chaser tags the runner, he takes the doll and runs with the former runner “chases” him.

Alternatives:

Posture tag:  the chaser and runner each has a book, beanbag, or other object balanced on his head without the use of his hands.  The runner may transfer the object to an “inactive” player at any time.

Pairs Tag
Have everybody find a partner

Explain to the players that they will be playing tag with just their partners

Ask each pair to choose one player to be it.  These players then chase their own partners at a fast walk (no running).

Then the players who are it tag their partners, the players who just got tagged spin around three times before going after their partner who just tagged them

The game ends when you, as the leader, decide to end it. *Just three minutes will usually work up a good sweat).

Notes:  Have players walk (remind them “no running”) with bumpers up – hands up in front so that contact with each other will be with hands and not foreheads.  A smaller space is better (and more fun).
