ICEBREAKERS

Source: http://server.berkeley.edu/CISV/games.html 

Getting to Know You Games/Icebreakers

    ANIMALS 

    Equipment: none 

    Area: anywhere 

    People: Small groups, approx. 10 -15 

    Sitting in a circle, each person says their name along with an animal, e.g. 

    BRUCE THE MOOSE. As you go around the circle, each person lists all the 

    previous names and adds their own, with the last person having to remember 

    everyone's name. 

    *Variation: Each person says their name and something they like, e.g. My 

    name's Bruce and I like chocolate. 

    Each person says their name and an adjective starting with the same letter, 

    e.g. Beautiful Bruce.

    NAME AND BATON 

    Equipment: rolled up news paper or similar baton 

    Area: anywhere 

    People: any number 

    Sitting or standing in a circle with one person in the middle. Choose a 

    person to begin, he or she then calls out the name of another in the group. 

    The person in the middle has the baton and must attempt to hit the person 

    whose name was called (on the knee) before that person calls another name. 

    This goes on until the person in the middle succeeds, the person who is hit 

    then goes into the middle.

    HELLO 

    Equipment: none 

    Area: large, dry space. 

    People: any number 

    The group lies down in a circle with their feet pointing into the middle. A 

    person begins by sitting up and saying "Hello, my name is ......." and lies 

    down. The rest of the group sits up and says "Hello ......" and lies down. 

    Continue around the circle until everyone has a turn. *Variation: When each 

    person sits up they say "Hello, my name is ..." in their own language, and 

    everyone repeats, complete with different English accents.

    DROP THE BLANKET 

    Equipment: blanket 

    Area: anywhere 

    People: medium group, approx. ten per team. 

    Groups are separated into two teams of equal numbers. A large blanket is 

    placed between the teams, held by two volunteers. Teams hide behind the 

    blanket and each chooses a person to sit up close to the blanket. One, two, 

    three, the blanket is dropped and the chosen person who says the other's 

    name first is the winner. The loser must go to the other side.

    QUESTIONS 

    Equipment: none 

    Area: large space 

    People: any number 

    A person is chosen as caller. He or she will call out questions with yes or 

    no answers, e.g. Are you wearing shoes?, Did you get here by aeroplane?, 

    have you got a sister? etc.. Depending on their answers to the questions the 

    group separates to either side of the room. (It may help to put up yes and 

    no signs in varying languages.)

    ALPHABET 

    Equipment: none 

    Area: anywhere 

    People: any number 

    Without speaking, the group must line up in order of alphabetical names. 

    *Variation: this can also be done with age, birth months, height etc. and 

    can be a good way of ending an activity period or lining up the group for 

    lunch etc..

    NAME AND ACTION 

    Equipment: none 

    Area: large space 

    People: any number 

    The group stands in a circle. The beginning person goes to the middle of the 

    circle, yells his or hers name and does an action, e.g. "BRUCE" and do a 

    star jump, or burst into imaginary tears, or dance in circles etc.. Then the 

    rest of the groups yells the name and repeats the action.

    HAVE YOU EVER? 

    Equipment: a chair for each player 

    Area: anywhere 

    People: any number 

    Arrange the chairs in a circle. A volunteer stands in the centre and their 

    chair is removed. The volunteer begins by calling out a question, e.g. Have 

    you ever eaten spaghetti? Have you ever ridden a bike? Have you ever been to 

    Germany? Have you ever.....? etc. Anybody who answers yes to the question 

    must swap chairs. The person in the middle then tries to get a seat. The 

    person left without a seat then goes into the middle and asks the questions.

    HOW DO YOU DO? 

    Equipment: none 

    Area: anywhere 

    People: any number 

    Choose one player to start as the host, the rest, the party guests, sit in a 

    circle. The host then walks around the outside of the circle until she 

    chooses a guest, whom she taps on the shoulder and says (in a posh voice), 

    while shaking their hand, "Hello, my name is ....., how do you do?" The 

    guest replies "Hello, my name is ......, fine thank you". The host asks 

    again, using the guest's name "how do you do .........?" The guest replies 

    again, using the host's name "fine thank you .......?". The host asks again 

    "How do you do .........?" and after the guest replies "Fine thank you 

    ........." both players run in opposite directions around the circle, trying 

    to be the first person back to the space. But, when host and guest meet, 

    they must once again shake hands and ask "How do you do .......?". The 

    person who is last back to the spot is now the host of the party 

    *Variation: person walks around the circle tapping each person on the head 

    saying "minky, minky, minky, banana!" The person whose head was tapped when 

    banana was said jumps up and runs around the circle, when they meet they 

    must hug.

    NAME TRAINS 

    Equipment: None 

    Area: anywhere 

    People: any number 

    The group stands in a circle and one person is chosen to be the first train. 

    The train then chugs around the circle making sound effects until it stops 

    infront of someone. The train introduces itself "Hi I'm Bruce", the person 

    replies "Hi I'm Bert". Having learnt Bert's name the train then does a cheer 

    for Bert, raising it's arms and saying "BERT, BERT, Woooooaaaahhh BERT!". 

    Bert then joins on and becomes the front of the train and they choof of to 

    find the next person.

    GIVE AND GET 

    Equipment: various things to pass 

    Area: anywhere 

    People: any number 

    The leader of the game starts by giving an object to someone and saying 

    "Give this to....." The recipient then gives the object to the person named 

    saying "I got this from......... Now give it to ........." More and more 

    objects are added into the games, so everyone is giving and receiving all 

    the time. Later it is fun to pass larger objects like chairs and people.

    THE SHOE GAME 

    Equipment: every player must have shoes 

    Area: anywhere 

    People: any number 

    All players sit in a circle and remove their shoes, putting them into a big 

    pile near the leader. The leader starts by throwing a shoe to someone in the 

    circle while saying the name of this person out loud. The person does the 

    same and so on until the shoe has been passed to everyone in the circle and 

    back to the leader. Now with everyone remembering who they passes the shoe 

    to in the first round the leader starts again with another shoe which must 

    follow the same route as the first one. With everyone remembering who they 

    throw the shoe to, gradually more and more shoes are introduced into the 

    circle. If everyone is concentrating then shoes should be flying around in 

    complete co-ordination.

    EXPECTATIONS 

    Equipment: pens and paper 

    Area: anywhere 

    People: any number 

    Each participant is given the following questions to answer. (note it may be 

    helpful to have the questions translated) 1) Why are you here? 2) What do 

    you hope to get out of the camp? 3) What will you contribute to the camp? 

    Participants may answer the questions any way the wish...e.g., drawing 

    writing etc. The answers can be collected and returned half way through the 

    camp, or at the end of camp, or they could be displayed.

    NAME SIX 

    Equipment: an object to pass, e.g. ball, or shoe 

    Area: anywhere 

    People: any number 

    The groups sits in a circle with someone in the middle. The person in the 

    middle closes their eyes while the object is passed around the circle, until 

    the person in the middle says "STOP". The person in the middle then asks a 

    question of whoever the object stopped at, they then have to give six 

    answers before the object is passed around the circle and reaches them. Some 

    questions might be ; Things you are good at. Your favourite food. Places you 

    have visited. Songs you like etc. 

    *VARIATION - the person can be given a letter and asked to name six things 

    beginning with that letter before the object gets around the circle.

    SHOE FACTORY 

    Equipment: Everyone needs to be wearing shoes 

    Area: anywhere 

    People: any number 

    Start by standing in a circle, removing your shoes and throwing them into 

    the middle. Everybody then selects an unmatched pair of shoes, neither of 

    which are his own. Now we all put on our shoes, just slipping our toe in if 

    our feet are too big and when everyone is ready we start chanting, "SHOE, 

    SHOE, SHOE". Still chanting we shuffle around trying to find people who are 

    wearing shoes that match ours, when we find them we keep the matching feet 

    together so that the shoes are in a pair. Eventually everyone should link up 

    and a circle will be formed, then on the count of three we step out of the 

    shoes, leaving them in neat pairs for their owners to find.

    PERSONAL BINGO 

    Equipment: Bingo sheet (see page )and pen for each player 

    Area: anywhere 

    People: any number 

    Each player gets a bingo sheet and pen. They must then write their own 

    answers on the sheet. The group has a set amount of time to get people with 

    the same answers to sign their sheet. Each person's signature can only 

    appear once on each sheet. The winner is the first person to have a 

    signature in each category.

    ACTIVE GAMES

    DRAGON'S TAIL 

    Equipment: material- enough for one tail for each team 

    Area: outside 

    People: any number 

    Divide the group into teams of between 4 and ten. Each team makes a dragon 

    by forming a line and holding each other at the waist. The person at the end 

    of the dragon puts a tail at their back. Teams chase each other, the leaders 

    trying to grab the tail of the other dragons, while protecting their own 

    tail. If the dragon is broken they can not chase tails. If the dragon looses 

    their tail they are out, unless they have another dragon tail to replace 

    theirs. The winner is the last dragon left with a tail.

    OCTOPUS 

    Equipment: none 

    Area: outside 

    People: any number 

    One person is chosen as the 'octopus' and is 'it'. If the octopus touches 

    someone they join hands with the octopus. Only the end people of the octopus 

    can tag people. The last person to survive the octopus is the winner. If the 

    game is starting slowly add more than one octopus.

    BUMP 

    Equipment: none 

    Area: outside 

    People: any number 

    Players choose a partner and holding hands they find a space to stand in the 

    playing area. One pair of people are chosen one to chase and one to be 

    chased. The person being chased can grab onto a partner, this means the 

    other person in the pair is now doing the chasing and the chaser becomes the 

    one pursued and so on until they get caught. 

    *Variation: Instead of holding hands, line up behind one another like 

    trains, 3 or 4 people per train. The chaser tries tag the person being 

    chased before they hook onto the end of a train.

    STATUES 

    Equipment: none 

    Area: outside 

    People: any number 

    The playing area is defined with a large space in the centre and two safety 

    zones at each end. A person who is chosen as 'it' stands in the centre of 

    the area and calls players' names. They can call one or more people's names, 

    or "swarm" which means everyone. Those people called must run across the 

    playing area without being touched. The person who is 'it' can move anywhere 

    in the centre zone, if they touch a person trying to cross, that person must 

    stand still. They then try to touch others as they run past, but they can 

    not move from their spot. The winner is the last person left.

    HOSPITAL 

    Equipment: none 

    Area: outside 

    People: any number 

    The area is divided into a large playing area with a safe area, a 

    'hospital', at one end. Two to four people are chosen to be diseases, and 

    they can not enter the 'hospital'. Players can only remain in the hospital 

    for 1 minute (or other decided time), when they leave the hospital the 

    diseases try to tag them. If tagged players must sit down and wait to be 

    rescued. To be rescued, four people must carry you back to the hospital. If 

    there are four people rescuing you, you are all safe, but if there is less 

    than four the diseases can tag you.

    CEMETARY 

    Equipment: soft ball, section markers 

    Area: outside 

    People: any number 

    Players are divided into two teams. The playing area is divided into four 

    sections. Team one goes into a middle section and sends one or two people to 

    the opposite end section (the cemetery), and team two the other section. 

    Team 2 

    (Cemetery) 

    Team 1 

    (playing area) 

    Team 2 

    (playing area) 

    Team 1 

    (Cemetery) 

    Each team has a ball and the players try to hit the other teams' players in 

    their playing area. To be out you must be hit by the ball on the full, below 

    the waist. Once out you go to your cemetery and try to strike the other team 

    from behind. If the ball is caught on the full, the player who threw the 

    ball must go into the cemetery. The winning team is the last one with 

    someone left in the playing area. The game can be made harder by adding more 

    balls, or making the playing area smaller.

    SCARECROW TIGGY 

    Equipment: none 

    Area: outside 

    People: any number 

    One or more people are chosen to be 'it' and try to tag the other players. 

    If a player is tagged they must stand still like a scarecrow until another 

    person comes to release them by crawling through their legs.

    SOCCER VARIATIONS 

    Equipment: balls 

    Area: outside 

    People: any number 

    Play as normal soccer but try these variations: Use two balls. Have two 

    goals for each team, thus making the field square. Play with two or three 

    people tied together, at the leg or hands. Play with everyone moving like 

    crabs.

    BALLOON SOCCER 

    Equipment: balloons and pins 

    Area: anywhere 

    People: any number 

    Divide the group into two teams and decide on a goal and a goal keeper for 

    both teams. Each goal keeper is armed with a pin, everyone else must decide 

    on a spot to stand in the playing area and not move. The aim of the game is 

    to swat the balloons into the goal without them being burst by the goalies. 

    Add more balloons as the game goes on.

    CHAIR SOCCER 

    Equipment: balls, chairs 

    Area: anywhere 

    People: any number 

    Set up the playing area with five chairs, one in each corner of a square and 

    one in the middle. Players line up at the side of the playing areas and the 

    first five take up a position infront of each chair, and they try to kick 

    the ball through the legs of the other player's chairs. If the ball goes 

    between the legs of your chair you are out and go to the end of the line. 

    The first person in the line takes the place infront of the chair, but they 

    need to be quick as the other players can kick the ball under the chair and 

    you may get out before you even get there. To make the game harder add 

    another ball and another chair.

    NUMBER SOCCER/HOKEY 

    Equipment: ball and/or rolled up newspaper 

    Area: anywhere 

    People: any number 

    Divide the group into two teams, and give each person in the team a number. 

    The teams then sit at either side of the playing area. Mark a goal for each 

    team, and place the ball (and rolled newspapers if playing hockey) in the 

    centre. A number is called and the people who are that number on each team, 

    compete to get a goal. Try calling two numbers at once.

    STREETS AND ALLEYS 

    Equipment: none 

    Area: outside 

    People: any number 

    Two people are chosen, one to be the cat, and one to be the mouse. The rest 

    of the group lines up, an arms length apart, in about six lines of six to 

    form a square. Everyone faces in the same direction with there arms out, 

    this is called a "street", then everyone turns 90 degrees to the right with 

    their arms out and this is an "ally". The cat then chases to mouse through 

    the 'streets' and 'allies', while a caller calls out "streets" or "allies" 

    and the players move to form the correct road. The cat and mouse may not 

    break through the arms. The make the game more interesting, have to cats and 

    mice.

    BASKET BALL VARIATIONS 

    Equipment: ball 

    Area: basket ball court 

    People: any number 

    *Variation #1: Divide the payers into two teams of runners and throwers. The 

    runners line up around the outside of the court and are given a number. The 

    throwers line up next to the court and the first player takes the ball and 

    stands at the free throw line. The thrower then calls out a number, the 

    runner who is that numbers must then run around the outside of the court, 

    while the thrower tries to throw as many goals as possible before the runner 

    returns to his/her spot. 

    *Variation #2: Play as with normal basketball (or netball) rules, or modify 

    the rules to suit, but instead of throwing baskets, each team chooses a 

    player to stand on a chair and be their goal. To get a goal the person on 

    the chair must catch the ball on the full.

    SHIPWRECK 

    Equipment: none 

    Area: anywhere 

    People: any number 

    A caller stands to one side of the area and calls out the names of different 

    actions, who ever does the wrong action or is last is out. The actions are: 

    Bow - run towards the front 

    Stern - run towards the back 

    Starboard - go right 

    Port - go left 

    Scrub the deck - get down on your hands and knees and wash the floor. 

    Climb the rigging - pretend to climb up a ladder 

    Man overboard - Shout Man overboard! and start swimming 

    Captain's coming - stand straight and salute.

    CAPTURE THE FLAG 

    Equipment: two flags or markers, something to mark the circle 

    Area: large area e.g. oval, basketball court 

    People: any number 

    Divide the group into two teams. The playing area is divided into two 

    sections, each team having a section. Teams mark a circle (1-2m) within 

    their own section in which to place a flag, this circle is called a safety 

    zone. The aim of the game is to steal the other flag while protecting their 

    own. Players may go anywhere in the area, but if touched in the opposing 

    team's section they are 'wounded' and must sit still until someone from 

    their own team touches them to revive them. Once reaching the safety zone 

    players can not be 'wounded' but they can only remain in the safety zone for 

    1 minute and after capturing the flag they must return it to their own 

    safety zone to win. 

    *Variation : STORM THE LANTERN: play at night using torches instead of 

    flags. Make teams wear something to recognise each other, e.g. paint faces, 

    arm bands.

    TRIANGLE TAG 

    Equipment: none 

    Area: anywhere 

    People: groups of four 

    Three people out of the group hold hands facing each other and one is chosen 

    as the target. The other player stands outside the triangle as the chaser. 

    The aim of the game is for the chaser to tag the target on the body. The 

    players in the triangle all move to protect the target and the chaser can 

    not tag the target from across the circle. When the target is tagged they 

    then become the chaser and a new target is chosen. 

    *Variation: play with six or eight triangles, each with a target and two 

    chasers.

    POP IT! 

    Equipment: balloons and string 

    Area: anywhere 

    People: any number 

    Divide the group into teams, each team having a different colored balloon. 

    Players then blow up the balloons and tie them on a piece of string around 

    their ankles. The aim of the game is to pop balloons of other teams without 

    having your own balloon popped. If you balloon is popped you must sit out of 

    the game. The winner is the last team left with an inflated balloon.

    SWAT 

    Equipment: soft swat e.g. rolled newspaper, marker 

    Area: anywhere 

    People: any number, better with smaller groups 

    Stand in a circle facing the centre. In the middle of the circle is a marker 

    with the swat on top. A player is chosen and takes the swat, they then walk 

    around the inside of the circle and hits someone below the knee with the 

    swat. The swatter then has to put the swat back on top of the marker and 

    return to the empty space in the circle. She must get back before the other 

    player, the swattee, gets the swat and tags her. If the swatter succeeds, 

    the swattee becomes the swatter. If the swattee tags the swatter before she 

    reaches the space the chase starts again, because the swattee must now 

    return the swat to the marker and get back to the space without being hit. 

    This continues, with the swat always returned to the marker after hits, 

    until someone reaches the space. The person left holding the swat then walks 

    around the circle.

    SNOW BLIND 

    Equipment: rolled up news paper, blindfolds 

    Area: outside 

    People: any number 

    The area is given boundaries and a player is chosen to be the snowman. The 

    snow man wears a blindfold and is given the newspaper. The rest of the 

    players crouch down in the playing area. The snowman stands still and chants 

    "Snow man snow man, all in white, blinding everyone in sight". While he 

    chants the players can move around the area but must stop as soon as the 

    chant ends. Then the players must stay still and say the chant while the 

    snowman tries to touch someone with the newspaper. If a player is hit by the 

    snowman they take the newspaper and the old snowman, still with eyes closed 

    stands behind holding onto their hips. The last person left is the winner. 

    As the game progresses it may be necessary to make the area smaller.

    GROUP JUGGLING 

    Equipment: balls 

    Area: anywhere 

    People: any number but smaller groups are easier 

    Stand in a circle, facing in with hands in the air. One person starts with a 

    ball and throws it to another, who throws it to another person and so on 

    until everyone has had one turn.(players drop their hands when they've had a 

    turn) Each player needs to remember who threw the ball to them and whom they 

    threw the ball to, as the sequence will be repeated with one ball for 

    practice. After a few practices add another ball that will follow the same 

    route as the first. Keep adding balls and see how many you can keep going at 

    once.

    PILE UP 

    Equipment: chairs 

    Area: anywhere 

    People: any number 

    The group sits on chairs in a circle, and names their seat (hang a name tag 

    on the back or put a shoe under it). Each person is assigned a card suit (it 

    may be drawn on their hand). A caller stands in the middle and turns over a 

    pack of cards, one by one, each time calling out the suit of the card. If 

    your suit is called you move one seat to the right, if that seat is taken 

    you sit on the person's knee. You may not move a seat if someone is sitting 

    on you, you must wait until everyone moves off you. The winner is the first 

    person back to their original seat. 

    *Variation: Instead of calling card suits, the caller asks a yes or no 

    question, e.g. "are you left handed?" "are you wearing earings?" "do you 

    have a sister?" People who answer yes move one seat to the right

    WINKS 

    Equipment: chairs 

    Area: anywhere 

    People: any number 

    You need an odd number of players. Pair off, one member of each pair sits on 

    the chair, the other stands behind. The odd player stands behind an empty 

    chair. This player must try to get someone sitting on a chair to sit in his, 

    he does this by winking at them. But a standing player can stop their 

    partner from moving by grabbing them before they get away. Standing players 

    must always stand with their hands at their sides.

    THE ELEPHANT GAME 

    Equipment: None 

    Area: anywhere 

    People: any number 

    Stand in a circle and with one person in the middle. The person in the 

    middle spins around and stops, pointing at one person, and calls one of the 

    following poses. "Elephant": centre person is the trunk and the people 

    either side are the ears. "Palm Tree": the centre person is the trunk, the 

    people either side the branches. "Rabbit": the centre person makes a rabbit 

    face and has paws, the people either side make ears and stamp their outside 

    foot. "Toaster": the people either side turn and hold hands around the 

    centre person, who jumps up and down. "Cow": The centre person links their 

    hands with their thumb pointing down and moos, while the outside people milk 

    a thumb each. If any of the three players get the pose wrong then they are 

    in the middle 

    *Variation: make up new poses with more people involved, or have two people 

    in the middle.

    SARDINES 

    Equipment: None 

    Area: anywhere 

    People: any number 

    One player is chosen as the hider and given five minutes to hide in a 

    designated area. Then the rest of the players go look for the hider, but as 

    each player finds them, they to must hide in the same spot. This keeps going 

    until the last person finds everyone. This game is great to play in the 

dark.

    PAPER, SCISSORS, RUN!! 

    Equipment: None 

    Area: anywhere 

    People: any number 

    Two teams line up facing each other, about two metres apart. Each team has 

    decided whether they will be paper, scissors, or rock and on the count of 

    three they show their choice. The team that wins chases the losers and if 

    they tag any before they reach their safety line they are out. The winning 

    team is the one that eliminates the opposition. 

    *Variation: Instead of paper, scissors, rocks use giants, elves, and 

    wizards. Giants stand as tall as possible, with arms up and yell "giants". 

    Elves squat down and look very small and peep "Elves". And wizards hunch 

    over with hands forwards in spell casting fashion and say "wizards". Giants 

    beat elves, who beat wizards, who beat giants.

    ROMEO & JULIET 

    Equipment: a blindfold and foot tie. 

    Area: anywhere 

    People: any number 

    Sit in a circle. Choose two players, one to be Romeo, who's feet are tied 

    together, and one to be Juliet, who is blind folded. Juliet must now try to 

    tag Romeo. Juliet can call out "Romeo?" and Romeo must answer "Juliet!" 

    until he is caught.

    STORY TIME 

    Equipment: None 

    Area: anywhere 

    People: any number 

    Divide the players in half and have them sit facing each other in two lines, 

    with each players legs spread and their feet touching the person opposite. 

    Assign each pair a word, then start telling a story. Each time the story 

    teller says one of the assigned words, that pair must stand up, run down the 

    line of people, stepping between their legs, around the outside and back to 

    their space.

    ROB THE NEST 

    Equipment: balls 

    Area: anywhere 

    People: any number 

    Divide the players into four to six teams. A number is called and each team 

    must try to get that number of balls into their nest by taking from the 

    other teams and an area where the balls are first placed and getting rid of 

    any excess before the time is up. Balls can be taken from anywhere but only 

    put back into other nests. Players are not allowed to stop people from 

    putting balls into their nest.

    TRAFFIC LIGHTS 

    Equipment: None 

    Area: anywhere 

    People: any number 

    People mingle in an area saying "mingle, mingle, mingle". Then the caller 

    will call an action and you must find the right amount of people to complete 

    the action. Anyone who is left without a group is out. Dead Ant(1 person): 

    lie on the floor, with your arms and legs in the air. Ballroom dancing(2 

    people):dance the tango. Traffic Lights (3 people):one person stands, one 

    kneels infront and one sits infront and everyone makes their hands blink 

    like traffic lights. Rock Band (4 people): Play a rock song as loudly as 

    possible. Politicians (5 people): yell and shout at each other like 

    politicians.

    SPARE SEATS 

    Equipment: chairs 

    Area: anywhere 

    People: any number 

    The group sits in a circle of chairs. One person is chosen to go into the 

    middle. The spare seat is then occupied by a person moving to the right. 

    Their seat is then vacant causing the next person to move to the right to 

    fill up the space. This continues in rapid succession as people quickly try 

    to fill up the empty seat. The person in the middle tries to sit in a spare 

    seat before it is filled. If they succeed in getting a seat, the person to 

    the left of the seat (who was too slow) goes into the middle. Try adding 

    more people in the middle and more empty chairs.

    BLINDFOLD 

    Equipment: None 

    Area: anywhere 

    People: any number 

    The group sits in a circle of chairs, each person is allocated a number. One 

    person starts in the middle of the circle and is blindfolded. This person 

    calls two numbers and the people who are those numbers must swap seats 

    without being touched by the person in the middle. If they are touched, they 

    become the person in the middle. Try calling three or four numbers.

    BALLOON GAME 

    Equipment: balloons and string for each player 

    Area: anywhere 

    People: any number in equal teams 

    The group is divided into teams and each player given a balloon which they 

    must blow up and tie around their ankle. As the game begins each player must 

    try to burst the opposing players balloons without their own balloon being 

    broken. The team with the last player with an intact balloon wins.

    MINKY MINKY BANANA! 

    Equipment: None 

    Area: anywhere 

    People: any number 

    The group sits in a circle while one person walks around the outside of the 

    circle tapping each person lightly on the head or shoulder as they pass. As 

    they tap heads, the person says "minky, minky, minky, minky...." until they 

    choose a person, when they tap this person on the head they yell "BANANA!". 

    The Banana jumps up and runs in the opposite direction to the tapper, when 

    they meet in the middle they must hug, or shake hands, and race back to the 

    empty position in the circle. The person left standing continues around the 

    circle.. "mink, minky, minky..." 

    *Variation: other words can be substituted for "minky banana" e.g., "duck, 

    duck, GOOSE!" or "roa roa KIWI!". On hot days instead of tapping people on 

    the head, the person walking the around takes a cup of water and drips a 

    small amount on each persons head, saying "drip, drip, drip..." until they 

    get to their chosen person. They then dump the remains of the water on that 

    persons head yelling "DROP" and race them around the circle.
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