
Unit 1 Large Group Games

Large Group Games 20 to 25 Minutes

Prepare for one or two large group games each week. You may play one game for the entire time or

several games in sequence.

Find 4 Things in Common

Materials Needed: None

How to Play: In this game, students should be divided into groups of four to five. The goal is for

students to ask each other questions to find things in common. The first group to find four things

that everyone in the group has in common wins the round. You can play multiple times and switch

up who is in each group, the number of students in each group, as well as the number of items they

need to find they share in common.

Name Roulette

Materials Needed: Sticky notes, one per student

How to Play: Divide students into two equal groups and form two circles, one inside the other.

The students forming the inside circle should be facing in, with their backs toward the students in

the outside circle. The students in the outside circle should be facing outward with their backs

toward the center circle. Place a sticky note on the floor where each student is standing to designate

spots. When the game begins, the circles should begin moving, the inside and outside circles should

be directed to move in different directions (to the left and the right or clockwise and

counterclockwise). When the leader calls stop, the players must land on a sticky note and turn

around and face another player in the circle opposing them. Their challenge is to say the other

person’s name as fast as they can. Whoever says the name first correctly “wins” the round and gets

the inside circle spot (or if they are already on the inside circle they get to keep their spot.)

Continue to play several rounds.
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The Blob

Materials Needed: None

Object of Game: To avoid being tagged by “The Blob”

How the Game Is Played: Choose one student to be “The Blob.” All the other students will run

away from “The Blob.” When “The Blob” tags someone, that person must join hands with “The

Blob,” and together they continue trying to tag the rest of the students. Eventually, all the students

will become part of “The Blob.” The last one to be tagged is the winner. *As “The Blob”

grows, it will be harder and harder for students at the end to hold on. Smaller students can be

knocked over or get hurt. Leaders should pay close attention to keep the students safe.

Names In Motion

Materials Needed: None

How to Play: Arrange the students standing in a circle facing one another. Tell each student to

think of some kind of motion that describes something about them. Give a few examples. For

example, someone who likes soccer might pretend to kick a ball, or someone who likes to read

might act out holding a book and turning pages. Give students a minute to think of their motion,

and have small group leaders help younger students to come up with their motion. Go around the

circle and have everyone say their name and show their motion. Then, start the game. The first

student says their name and does their motion. Then, the person on their right must repeat the

name and motion of the person on the left, then do their own. Play another round: this time, each

student must repeat the name and motion of everyone who has gone before them, in the correct

order. Give a small candy prize or tickets to any student who can beat the challenge of making it all

the way around the circle!  Switch the order of the circle up a few times to keep it interesting.

Crows and Cranes

Materials Needed: None

Objective: To race to your team’s safe line without getting tagged

How to Play: Divide students into two teams and have them stand facing each other across the

centerline of the gym, or any marked boundary line in the center of your playing area. Assign one

side to be team “Crows” and one to be team “Cranes.” The leader stands in the center, visible to

both teams, and calls out either “Crows” or “Cranes.” If “Crows” is called, team “Cranes” chases

team “Crows” as they turn around and race back to their safe line, which could be the gym wall or

any other marked boundary line. Any members of team “Crows” who are tagged become part of
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team “Cranes” and must go to the other team’s side. The same concept applies when the leader

calls, “Cranes.” Play until time is up or everyone is on one side.

Ship to Shore

Materials Needed: None

How to play: Designate one side of the gym as “ship” and the other side as “shore.” When you call

“ship” all the students need to get to that side as fast as possible. The last one there is called out.

The same applies when you call “shore.” You may also call the following things, and the last person

or group to do the action indicated will be out:

Captain’s Coming➔ Students must stand at attention and salute. They must stay this way until

you say “at ease.” If they move before you say “at ease” they are “out.”

Hit the Deck➔ Students must lie down on their stomachs.

Captain’s Table➔ Students must get in a group of four, sit down in a circle, and pretend to eat.

Crow’s Nest➔ Studentsmust get in a group of three students and stand back-to-back with arms

linked.

Man Overboard➔ Students must find a partner. One partner goes down on his or her hands and

knees. The other partner puts one foot on the first person’s back.

Play continues until there is only one person left in the game.

Rock, Paper, Scissors Tournament

Materials Needed: None

How to Play: Teach students the basic instructions for Rock, Paper, Scissors. Every player must

find a partner and on the count of three, they must choose the hand signal for Rock, Paper or

Scissors.

Rock – Make a fist

Paper – Lay hand flat

Scissors – Make a V with index and middle finger
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Then, determine which player wins that challenge. Rock beats Scissors, Scissors beats Paper, and

Paper beats Rock. (If students make the same hand signal, they should try again until there is a

winner.)

To play the tournament, students will pair off and complete challenges. You can have all players go

on the count of three, and then instruct all the losing players to sit down or go to one side of the

playing area, and all the winning players should find another winning player to be their new

partner. Continue running challenges until there are only two students remaining, who will pair off

to determine who is the champion.

Give Your Treasure Away

Materials Needed: 50+ balled up paper newspaper balls

How to Play: Divide students into two teams onto two separate sides of the gym. Place all the

beanbags or balled up paper balls in the center of the gym and have each team line up at their

baseline. When the leader gives a signal, everyone can run to grab the “treasure” and throw them

on the opposing team’s side of the line. Players continue to throw the “treasure” on the other side

until the leader yells “STOP.” Everyone should freeze and count up how many balls are remaining

on their team’s side. The team that has the least amount on their side wins the round.
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