Game and Initiative Directions for 

The Say Yes Program

Pairs Tag (Icebreaker)

1. Set boundaries to keep the participants safe and away from dangerous objects and furniture in the room.

2. Have people choose one partner. If there is an odd number, you can be a partner for that person.

3. Have them determine who is the oldest. The oldest becomes  “IT”.

4. Now say: “When I say GO the “IT” will chase his/her partner and tag them somewhere between the shoulders and waist. There is no running, you may walk fast but no running!”

5. Tell them that when they get tagged they must spin around 360 degrees then go after their partner and try to tag them.

6. Remind them that they are only playing tag with their own partner.

7. Now say: “ If you are “IT” do not move until I say GO! . I will give your partner 5 seconds to get away from you. (Count to 5)  GO!”

8. Let people play for a while reminding them to walk, not run.

9. Yell loudly; “FREEZE!”

10. Have partners get together and link elbows.

11. Tell them to find another pair to stand across from.

12. The pair with the tallest member becomes the “IT” team. Follow the same rules     as above but now everything is done hooked to your original partner. You must  chase together, tag together and spin together.

13. Give the pairs another 5 count to get away then say GO.

14. Play until you sense the energy going out of the game and have the participants freeze again then get back into a circle and talk about what happened.

Group Juggle (Great way to break the ice with a group, get them relaxed and laughing)

1. Start with a ready circle.

2. Tell your group you are going to toss a soft object(fuzzy ball or stuffed animal) to someone across the circle with a underhand toss. Before doing that you must say their name to get their attention.

3. The person who received the object then picks someone else across the circle, says their first name, then tosses the object to them gently. 

4. Continue this action until everyone has received the object. The last person tosses it back to the leader.

5. Rules: You can not throw to someone on either side of you.

Once you receive and throw the object put your hands behind your back so you don’t get it twice.

6. The object is to develop a pattern that can be repeated.

7. Once the leader gets the object back have everyone point to the one they threw it to with the right hand, and point to the one they received it from with the left. Make sure everyone knows their throwing partners then practice the same pattern slowly.

8. Do it again a third time and pick up the speed, when the object gets back to you celebrate with a round of clapping.

9. Now the fun begins……start the pattern again, this time start adding more and more objects till bedlam occurs and everyone is laughing and having fun with soft objects going everywhere. 

10. Once you have all the objects back celebrate again then talk about what happened.

Peek-a-Who (Version #1) (Great way to learn names and have fun)

1. Divide your group up as evenly as possible.

2. Have them face each other about 10 feet apart.

3. Set up boundaries with cones so they stay behind their area.

4. You and a volunteer or co-facilitator puts up a tarp or blanket so that the two teams can no longer see each other.

5. Each team must now pick someone to walk up to the tarp and stand, facing the tarp.

6. When the tarp is dropped each person standing, now facing each other at the tarp must try to say the other persons first name before the other does. The winner takes the person over to his/her team and the tarp goes back up.

7. Play continues with different people going up to the tarp until everyone has had a chance. Then people may go again.

8. Play till the energy is gone or till one team ends up with all the people.

9. Ask everyone to applaud for the winning team. What happened to the losing team?

Peek-a-Who (Version #2)

1. Set up is the same except this time when people go up to the tarp they face away from the tarp, looking at their teammates.

2. The object this time is to have the teams describe to their person at the tarp the person behind them in such a way that they can say their name before the other one says their name. IMPORTANT: Teams must describe the persons in a positive way with no names and no put-downs.

3. Everything else is the same. If you say the other persons name first to capture that person for your team. Make sure you maintain a boundary so the the team doesn’t creep up on the person at the tarp and end up in their face.

Speed Knot (Great way to get to know your group at the beginning of a day)

1. Get everyone in a circle and ask them to take a hold of the raccoon circle with both hands.

2. Point out the knot in the webbing and ask the team to slide the webbing through their hands to move the knot around the circle, first to the left then to the right. Say “STOP” each time it gets back to you.

3. Now tell them you will pass the knot around again and stop it at someone. That person must say their  first name and share something about themselves. ( You may want them to just share something silly like their favorite breakfast cereal or meal. You may also want to get a little more personal by asking them to share a goal or expectation for the day or a skill or talent that they possess. This all depends on what you want to accomplish with this activity – be creative.

4. Each time someone shares they have the power to move the knot either left or right and stop it where they want to.

5. Continue this action until everyone has received the knot.

6. This is a good time to ask the group if anyone can say everyone’s name. Applaud anyone who makes an attempt. 

Group Lean & Squat

1. Stand in a circle and have everyone hold on to the raccoon circle with both hands.

2. Say something like; “Today we will be supporting each other in everything we do. To represent that mutual support I want to try this trust activity with the raccoon circle. Not now but when I say to, we are going to lean back on the webbing and support each other.

3. “Lets all place our feet about a foot apart, straighten out our arms by locking your elbows and take out any slack in the webbing.”

4. Ask if everyone is ok.

5. Say; “On the count of 3 I want everyone to lean back holding the webbing with both hands. Keep your arms straight. Ready? 1, 2, 3, LEAN. 

6. If the group gets balanced have them stay that way for a count of 10. Have them stand up all together and applaud for themselves.

7. If they have trouble, stand them back up and reiterate the rules, then try again.

8. Once they are comfortable with the lean ask them if they want another challenge.

9. Tell them that this time they will lean on the count of 3 then squat down together on another count of 3 and stand back up on a third count of 3.

10. Applaud the efforts and discuss what happened.

Birthday Lineup  (Great first team initiative)
1. Get everyone around the raccoon circle holding on with both hands.

2. Tell the group that they are going to participate in a team challenge.

3. Here are the rules:

a. Absolutely NO talking until this challenge is over.

b. Your task is to line up around this raccoon circle by birth

day and month, January to December in correct order without talking.

c. You must stay connected to the raccoon circle with at least one hand at all times.

d. When your team thinks they are in correct order signify that you are ready with hands up.

e. Remember, you can not talk or make any noises with your mouth. You can communicate in any other way.

4. Take one or two questions then say GO.

5. When their hands all go up ask them to show a thumbs up if they all are confident, a thumbs sideways if they are not sure, and a thumbs down if they think they are out of order. If any thumbs are sideways or down, give them a couple more minutes to continue the process.

6. When the are done have January start and go through to December. Any mistakes should move as they go along.

7. Talk about what happened.

Big Wind Blows (Great “Get to know People” activity with movement and fun)

1. Get the group into a circle shoulder to shoulder.

2. Pass out spots, rug pieces or some other object that they can mark their spot with and have them stand on them with the leader in the middle.

3. Rules:

a. The person in the middle of the circle will say; “Big Wind Blows for …. And will add something that they have done. Example: “Big wind blows for everyone who has been to the movies.” Anyone that has been to the movies must leave their spots and go to another spot.

b. You can not go to a spot on either side of you.

c. You must move in a manner that you don’t hurt or knock over anyone.

d. The person in the middle will try to get on an empty spot thus leaving someone new in the middle to say: “Big Wind Blows for…..”

e. If you are in the middle and can’t think of anything to say just say; “Hurricane!” and everybody must move.

The Being ( Setting group goals and expectations )

1. Materials:  Large sheet of butcher block paper 3’ X  7’, various color markers

2. Place the paper on the floor with the group assembled around it and have the group select a member and outline their body on the paper with a marker.

3. Have the group brainstorm words or short phrases which describe behaviors or outcomes they would like to see in their group ( ie.  caring, focused, engaged, )  and have them write these words inside the outline “being”.  Have the group continue their list until they feel that the list of descriptors is complete.

4. Next have the group brainstorm words or phrases which describe behaviors or outcomes that would be counterproductive to the group goals or opposite the words inside the “being” (ie. disrespecting others, truant, selfish) and write these words outside of the “being”.

5. The group may then enhance the outline of the “being” with various colored markers.

6. Have the group select a member who will be the keeper of the “being” and responsible for posting it in a prominent location to remind the group of their goals and positive outcomes.

7. Have the group use the “being” to periodically measure their progress at achieving the stated goals or behaviors.

Trust Sequence ( Developing spotting skills and safety awareness)

1. Circle the group (webbing optional)

2. Discuss the Full Value Contract ( playing hard, safe and fair) if not covered previously, focusing on safety.

3. Explain that we are going to perform a trust activity using safety techniques that we will use on the ropes course to keep our group safe.

4. Demonstrate the spotting technique focusing on:




Keeping bumpers up - arms slightly bent



Foot position - one foot in front of the other with a good base



Keeping the head protected



Focusing attention on the person being spotted


 
Anticipating actions that might lead to a fall


4.  Demonstrate falling position focusing on:



Locked hand position



Keeping their body rigid 



No bending at the waist

5.  Select a volunteer to demonstrate a trust lean.


6.  Teach the group the commands for the trust leans



Faller: “Ready to fall”



Catcher: “Ready to catch”



Faller: “Falling” (but don’t fall until you hear the catchers response)



Catcher:  “Fall away”


7.  After demonstrating the trust leans have the group pair up and practice spotting 


     with a partner while you observe the group and guide their practice.  Have 

      them spot close to the faller and move farther away as it is safe to do so and 

      the faller is comfortable 


8.  Gather the group and discuss their observations


9.  Variation:  Do the trust lean with two catchers one in front of the faller and one 


behind the faller. Use the same commands with both catchers 



responding to the fallers commands.  Remind the participants to 



spot this activity close to the faller only moving back when they 



feel that it is safe to do so.

Over Here –  (A great way to get conversations going and people moving around)

1. Materials: 5 or 6 ropes circles with 4-5 foot diameter. List of questions created ahead of time to match your group.

2. The object of this activity is to get people moving around, discussing things about themselves and finding commonalities and differences.
a. Rules:
b. Spread the ropes circle around your play area and have the group split up into groups of 5 or 6 and stand in their circles.
c. Tell them that their goal is to maintain the same number of people they now have in their group.
d. The faciliator will ask a question which the group must discuss. Everyone must share something. The facilitator will then give them a differentiator and the person who fits the category must leave the group  ONLY when the facilitator says GO.
e. The rest of the group loudly says; “See Ya” to the person leaving.
f. Immediately, they must begin shouting; “Over Here” until they are able to replace the person/persons leaving.
g. Once refilled to normal capacity the group introduces themselves to the new person/persons and waits for the next discussion question.
h. Action continues until all questions have been read or the group energy begins to subside.
Frogs & Alligators   (good way to get people close and begin to explore team 




cooperation)

1.  Materials:  Rope Circles and something to represent the alligator snoring.


2. Tell the group that they are a family of frogs living together in a pond. 


3. Spread out 6 or 7 hula hoops and tell the group they represent lily pads.


4. Frogs can only be on lily pads when the alligator (you as the facilitator) is 
awake. You will know when the alligator is awake when the alligator stops 
snoring (represented by clapping or hitting 2 pieces of wood together). You must 
swim around the pond while the alligator is sleeping. NO lily pads.


5. The objective is to keep your whole family safe from the alligator by getting 
both feet on a lily pad when the alligator is awake.


6. Begin making the snoring noise and reminding the frogs to swim around. When 
you stop snoring watch all the frogs move to the lily pads and compliment them 
for their quick action. 


7. While the alligator is sleeping have your co-facilitator begin removing  a hula 
hoop, one at a time from the pond and watch what happens as the alligator wakes 
up each time until there is only 1 or 2 hoops left and everyone is crowded on to 
the small amount of space. 


8. Observe the interactions and be ready to stop and discuss any dangerous or 
unsafe behavior. Remind them that they are a family and want every member to 
be safe on a lily pad. 


9. When done, sit or stand in circle and discuss what happened, and what it 
means. Example question: How did they feel as they were forced to get so close to 
each other?

Helium Hoops – (A more advanced cooperative initiative that often produces storming)

1. Materials: hula hoops ( approximately 1 for every 5-6 people or how ever many people can reasonably participate around a hula hoop)

2. Tell the group that the hula hoop is filled with helium and that their challenge will be to lower the hoop to the ground as a group.

3. Rules:

a. Team members may only support the hula hoop from below having it rest on one finger on each hand.

b. Every team member must be touching the hoop at all times.

c. If a team member looses contact with the hoop the attempt fails and must be started again.

4. This activity can be very challenging since it seems so simple but in actuality is difficult to accomplish.  Monitor the group encouraging them to take time to analyze the problem and provide feedback to one another on what is working and what is not.

5. If the group is unsuccessful after many attempts stop the activity and discuss strategies used and ask whether they want to try and complete the activity.

6. Whether the group is successful or not,  debrief talking about what worked, what didn’t and why. 

Turn Over a New Leaf  (Brings people close together physically to solve a problem)
1. Materials:  Large plastic tarp 

2. Lay out the plastic tarp and have the group stand on it.

3. Challenge:  Turn over the tarp and have the whole group standing on the opposite side of the tarp without the group stepping off of the tarp

4. Rules: 

a. The group must not step on any surface that is not the tarp

b. The group may move around on the tarp and consolidate themselves in whatever manner is safe

5. You may give the group the option of having this activity timed to raise the


      challenge.

6. Debrief the groups EQ (emotional quotient) to determine their comfort level in doing this activity if appropriate to the group.

7. Variation: 
give the group members a piece of masking tape and some markers.  Have them write a behavior that they want to exhibit on the tape, now have them share their behavior with the group, then place it on the tarp. Now turn the tarp over and do the same thing with negative behaviors that you want to avoid in this group. Now, have them stand on the tarp and proceed as described above.

Moonball   (Very active cooperative game that deals with goal setting)
1. Materials:  beach ball (adequately inflated) and a large area to play, with sufficient ceiling height.  Outdoors works fine provided it isn’t windy (windy + beach ball = very challenging activity)

2. Gather the group and present them with a group challenge.

3. They are to hit the ball in the air and keep hitting as long as possible without striking the floor or ground, acquiring a point for each time they hit the ball.

4. Objective:  Get the most points possible in a try

5. Basic rules:  

d. A person can not hit the ball twice in succession.

e. Once the ball strikes the floor or ground the count stops and they start again.

6. After the group has gone several rounds with this activity challenge them to set 
a group or team goal and work on strategies to achieve that goal.

7. Variations: 

a. All Hit- everyone in the group must hit the ball to have that try count.

b. The more athletic members of the group could be challenged to hit the ball only with their head, foot, elbow, knee.

c. Timed Speed Distance (TSD Moonball) - In this variation the object is to move the beach ball a certain distance (ie the length of a field) in the least time possible.  Every member of the group must touch the ball and each member can’t touch the ball again until the whole group has touched it.  Hits don’t count since the goal is to move the ball in the least time possible.  Let the group know that they will have multiple tries to do this activity so that they can be thinking of alternative strategies as they are participating in the activity.

Credits: Most of these activities and games are compliments of the one and only original adventure guru Karl Rohnke from one of his books. Eg. Silverbullets, Quicksilver, Cowstails and Cobras
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