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“ADAM AND THE ANIMALS”

Choose one child to be “Adam”. Have him or her stand at one end of the room (see diagram). Have the rest of the group stand together behind a masking-tape line at other end of the room. This is “home.”

Have the group choose one animal from God’s creation. Then have children walk up to Adam and dance around him acting like the animal chosen. As soon as Adam guesses correctly, have all the “animals” run home while Adam tries to catch one.

If an animal is caught, he or she becomes Adam for the next round. If no one is caught, the same person is Adam.



“LIONS AND TIGERS”


The players are split and half sent to each end of the hall. One half are lions, the other tigers.

The leaders shouts (for example: “Lions, two paces forward”. “Tigers, three paces forward” etc.)

until they are close to each other. Then, “Lions chase tigers”, or vice versa. The side that is chasing tries to catch as many of the others as it can before they reach their side of the hall again. Those that are caught join the other side. The game goes on until all of one side are caught.


“THE SEA & HER CHILDREN”


The children stand in “home bases” and each group is named after a sea 

creature. The leader, “the sea”, walks around the middle calling : “The sea calls the sharks” etc, until all groups are following her.

If she says, “The sea is calm”, all walk on tiptoe. If she says, “The sea is choppy.” All bob up and down. If she says, “The sea is rough”, all run with arms vigorously swinging. When she says, “The tide turns”, all run to their “homes”. She chases and catches as many as possible. Those caught will join “the sea” and try to catch the others in the next round. This continues until all have been caught.


“THE POTTER & THE CLAY”


Form two teams. Each team determines what sculpture it will form. Then each team selects a “potter” who will put the sculpture together. The potter uses people from her team as “clay” to sculpt the object. The goal is to create a human sculpture which the other team can identify. The sculpted team scores 2 points and the guessing team scores 1 point if it correctly identifies the sculpture.

“HUMAN TIC-TAC-TOE” (WEEK 2)


For each 10 to 12 children, mark out one giant Tic-Tac-Toe grid on 

the floor with masking tape. Also cut enough slips of paper for each 


child to have one. On half the slips write “X” ; on the other half of the slips write “O”. Shuffle the slips. Hand the children each a slip of paper and tell them not to let anyone know if they’re an X or O.

On “go”, children must circle the grid once and then claim a space. Don’t let more than two people occupy the same space.

Then have children reveal if they are X’s or O’s. If an X and an O are standing on the same space, they cancel each other out and must leave the grid.

Then award points to the whole class as follows:

If neither letter has three in a row, the class receives no point. Give 1 point for each row of three formed by either letter.

Have children circle the grid again. Remind them that they still can’t communicate, but they’ve had a chance to observe who is an X and who is an O. Repeat the process.

On round three, tell children to discuss and plan their positions before rushing in. Compare their score when they worked without communicating; and when they communicated.

Lead a discussion about how everyone can “win” when each player is aware of the gifts of others.

HANDS TIED (Team Building)

OBJECTIVE:
1. Importance of teamwork

2.To show that we are not good at all things. We may be “handicap” in an   area but that does not mean we cannot accomplish the job laid before us. We can learn to depend on the gifts and talents of others who can help us overcome our own “handicap”.




3.Using gifts, talents and strength of others in complement to ours.

DESCRIPTION:
Some objects will be laid at Point A and participants are to transport these objects to Point B (as designated) at the shortest possible time without the use of their hands.


Participants’ hands will be tied behind their back.


Objects to be transported are as listed in “materials needed”.


A pail will be filled with water at quarter-mark.


The T-shirt has to be worn by the participant.


The skipping rope has to be properly rolled up.

COUNTING 

SYSTEM:
Number of objects transported.

MATERIALS

NEEDED:
2 pails, an egg, a tooth-pick, a spoon, a skipping rope, a piece of newspaper, a cup, 2 rubberbands, a T-shirt, a ball and a chair. 

CINDERELLA’S FEET

OBJECTIVE:
1.
Teambuilding


2.
We need to work with each other in order to accomplish the task.


3.
Proper training is needful before one begins a task.


4.
Coordination and communication is important in order to ensure    




that a task is properly carried out.

PURPOSE:
To switch from using one’s leg to support the pail to using one’s hand.

DESCRIPTION:
Participants are required to lie on their backs on the floor with one leg slightly lifted up at 45 degrees to support a pail filled at quarter mark with water. 


Upon “steadying” the pail of water with their feet, more water may be poured in depending on the group’s ability as sensed by the instructor so as to create more challenging for the group.


When participants have “stabilized” the pail of water, participants will be instructed to switch from using their legs to support the pail, to using their hands (one hand only). Participants have to do this gradually.

COUNTING 

SYSTEM:
All participants will be given 10 points once they are able to support the pail of water with their feet. If participants can switch from supporting the pail of water from their feet to their hands, they will be given 2 bonus points. However, should there be any spillage at any point of time, 1 point will be deducted for each spillage.

MATERIALS

NEEDED:
2 pails



“PUTT-PUTT”


Kids love this “drive-em-crazy” game.

Have kids sit in a circle on the floor. Choose one partner to be the “key person”. Have everyone hold an imaginary steering wheel. The key person starts the game by saying. “Putt-putt, putt-putt”. Then the key person “signals” a right turn by tapping the person on his left or right. That person quickly says “Putt-putt” and taps the next player. Continue around the circle until someone calls out “screech!” Players hold their steering wheel straight and lean back as though they are applying their brakes on their pretended cars. Play switches direction and the car is in reverse. Tell kids they may call out “screech” only once in the game.

The fun of “Putt-putt” is in speedy response time.

For a real challenge with advanced players, start two cars going in opposite directions – and watch out for funny “collisions!”


“FREEZE BALL”


Objective of the game: Don’t get tagged by the ball while you’re frozen in place.

Directions: This game is best when played outdoors or in a gymnasium. Have kids stand in the centre of the playing area. Hand one player the playground ball and designate this player as “Frosty”.

Say: In this game, Frosty will try to turn you into freezing ice cubes. When Frosty tosses the ball in the air, run and scatter. But when Frosty catches the ball and shouts “Freeze!” you must stop. Then Frosty will take three giant steps toward any player and throw the ball waist level or below. You may stoop or swivel to dodge the ball, but one foot must remain frozen in the place. If you catch the ball, you become the next Frosty. If you are hit by the ball, you become an ice cube and must sit down. We’ll play until there’s only one person who’s not an ice cube.
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