Steal the Bacon

The object of Steal the Bacon is take the "bacon" back to your own side without being caught. In this game, two teams are chosen, and one umpire is selected. One object is required to be the bacon. (A glove or ball are common choices.)  The members of each team are numbered. They form two opposing lines and place the bacon in the exact center between them.  The umpire then calls out a number. The players on each side who are assigned that number are the players for that round. No other team members leave their side of the field.  Neither player may touch the other until someone touches the bacon. Once a player touches the bacon however, the other player may tag him/her.  If a player is able to grab the bacon and carry it back over to his/her own side, that team scores a point. (VARIATION: in some games, points are scored by carrying it to the other team’s side or either team's side).  If a player is tagged after touching the bacon and before he/she returns their own side, the team that tagged him/her scores a point.  Note that the sequence of play usually involves the two kids running out and hovering over the bacon, waiting for a slight advantage to grab it and run back before the other player can react.  The game is over when a predetermined number of points are scored, or when all numbers have been called. 

VARIATION: The umpire can call more than one number, in which case several players from each side participate. In some games, players may tag any player on the opposing team, in others, a player may only tag the player on the other team that they share a number with. 
Capture the Flag

There are two teams.  Each side has a flag.
The object of the game is to capture the opponents’ flag and bring it back to your side. 
Each team is allowed to have no more than 2 guards for the flag. 
If, however a player on the opposite team is tagged while on the enemy's side, the player goes to a jail located at the corner of the opponent's team. 
The only way to get out of jail is to have a player from your team run to the jail, grab your hand and run back to your side. If an enemy tags the 'rescuer' then he/she is in jail also. 
No guards may be posted by the jail. 
Apple Pass
Have all students sit in a circle.  Use a fake apple and toss it to one student.  But you must say one English word as you pass.  The kid then throws to another student and says a different English word.  If the student you threw it to drops it, he/she is out.  And the game keeps going until you have one winner.  It can be played with different categories, such as Food, Animals, Etc.  My students love it!  (Submitted by Kim.S.).
 
Color Game (USE ENGLISH WORDS)
This is a good one for teaching the names of colors to young children. Arrange various colors of construction paper in a circle. Play some music and have the children march around the circle. Stop the music and all the children must sit down next to a color. Pick a color and sing (to the tune of "Twinkle Twinkle Little Star"): "Who's beside the color (insert name of color)? Please stand up, if it's you." At that point, the child next to the color mentioned stands up. Continue until all of the children get a turn. (submitted by Josie Weisner).
2 Ping
You have probably guessed that you will need a ping pong paddle and a ping pong ball to play this game.  It is played in a room just smaller than a half gym.  The pitcher must throw the ping pong ball to the batter (you would not believe the wild spins you can put on it) The batter gets only two strikes, or walks to first base if hit.  It is a zany fast paced game of indoor baseball that does not require baseball gloves, bats or an outside playing diamond.  If you have a small group that is willing to try new things, see if this will become their new favorite game.

3 Blind Mice Maze (use whatever material you have available)
Make a maze on the floor using the tablecloths, tape the cloths together, have 3 entrances to the maze.  Blindfold the 3 contestants and place each kid on their hands and knees at one of the entrances.  Each one must crawl to one of the other entrances using their hands to feel where the tablecloth leads or ends or turns.  All 3 contestants are in the maze at the same time and the first one to find their way out is the winner.
4 Ring Circus
This is a great game to tire your kids out FAST! You tape four circles or squares onto the floor making a square.  Make them about 6 ft apart.  You place a jolly rancher or other small object in each of the circles.  Start off with one person in each corner and when you say "GO", the kids have to run to another circle and take one object and bring it back to your own circle.  The object of the game is to get three objects into your own circle.  Be sure to have a few extra jolly ranchers handy to throw in the middle if the kids are having trouble getting three in their own circles.
Amazing Shoe Grab Tag
Everyone removes their shoes and puts them down the back of their pants sticking out of the waist as far as possible.  Then, once the game is explained and you say go, the youth run around trying to grab the shoes from the other youth.  Once both shoes are removed from one’s waist, they are out.  The trick is that the shoes must be held the entire time once plucked from another’s waistband.  The winner is the last one with shoe or two left in their waistband or the one holding the most shoes when the time ends.  
Play as many times as time allows!

Acting is for All
Basically, this is a fun game for all, which can be adapted to suit any group or any theme!
Split your group in to smaller groups of between 3 and 8.  Then give each group a piece of paper with 10 or 15 words on.  They must then come up with a drama, normally about 2 or 3 minutes, can be longer, that contains every single word on the list!
This means you can choose the words to suit your group.  For example if you are doing a session on Bullying, you could write down, bullying, teasing, and other words, or perhaps a session on justice, you could use words such as peace, war, fighting, etc etc!  This works well, because you can do very silly ones when you just want a game to play.  I like to use place names, celebrity names, people from the group, or youth leaders’ names! These are all quite good if you aren't really looking to follow a theme but are just having fun!
At the end of the game, judge the teams using a 10-point scale for different categories, like team-work, creativeness, acting skills, use of words, etc!  The team with the most points wins.
Airplane Blitz
Bring a stack of copier paper and let the kids make lots and lots of paper airplanes.  Then you need to clearly divide the room in half.  (The taller the divider the better.) A couch works, but even better was a rolling chalk board.  Put half the kids on each side of the divider.  Put half the paper airplanes on each side of the divider.  Explain that they can only throw ONE plane at a time and they must stop when the leader says "stop".  Say "Go".  They throw the airplanes over the divider as fast as they can.  Planes are flying in both directions.  Let them go about 3 minutes.  Give them a ten second warning and then say "stop".  Count the airplanes on each side of the divider.  The team with the least number of planes wins.  Repeat it a number of times, keeping track of the wins to get the champions.
A quicker variation: Throw a big bag of loose socks.

Airplane Blitz with a twist
(7 minute activity-a twist on the Paper Airplane Blitz) Bring a stack of copier paper and have the kids write their names, and something significant on the paper, like a favorite verse, prayer request, or something they learned at a recent youth event.  They can write another one on another piece of paper (or several).  Then let the kids make paper airplanes out of these.  Then you need to clearly divide the room in half.  (The taller the divider the better.) A couch works, but even better was a rolling chalk board.  Put half the kids on each side of the divider.  Put half the paper airplanes on each side of the divider.  Explain that they can only throw ONE plane at a time and they must stop when the leader says "Stop".  Say "Go".  They throw the airplanes over the divider as fast as they can.  Planes are flying in both directions.  Let them go about 3 minutes.  Give them a ten second warning and then say "stop".  Count the airplanes on each side of the divider.  The team with the least number of planes wins.  (Maybe repeat it a number of times, keeping track of the wins to get the 'Champions'.) THEN: Have each person pick up an airplane and read the name and the testimony on the piece of paper (or read the verse, or take the request home and pray for them that week).  A funnier variation: Throw loose socks; put the requests on slips of paper in the socks.
Alphabet Game
Fill a cup with strips of paper, each with a funny sentence written on it.  Each sentence must start with a different letter of the alphabet.  (Aardvarks sure do look tasty.  Boy do you look terrible! …) Fill another cup with numbers.  Everyone picks a number.  The two people who picked the 1 and 2 go first.  “One” picks out a slip of paper and reads it.  Two must respond with a sentence that starts with the next letter of the alphabet AND makes sense.  For example, P1 “Stop! You have a turtle on your shoulder.” P2 “That turtle is my pet.” P1 “Under what circumstances should you have such a strange pet?”… The first person who either responds with a sentence that does not start with the following letter of the alphabet or who can’t come up with a sentence within the time limit (like 10 seconds) loses.  Persons 3 and 4 battle one another.  When all people have gone, have the winners battle one another.  You could also do this with two teams going against one another.
Alphabets Ups and Downs
Choose a story with many alliterations (I like to use "Fat Fireman Foster" or "The Dreadful Dragon with a Diamond D" from my little boy's Sesame Street storybook).  Read the story to the group.  Instruct group members to stand up or sit down every time they hear a word that begins with the letter you designate.  The quicker you read, the sillier it gets! (One of my favorite passages: "Fat Fireman Foster was a faithful, friendly fire fighter.  He was fabulous when a forest fire flickered freely through the fair forest...."

Amazing Clothes Race
Everyone is divided into 2 separate teams.  Each team must choose one person to dress in 6 or more different pairs of clothes (not including what they are already wearing).  Once the 2 people chosen are dressed, each team will need to undress their "person" when the leader says "Go!" The person who is wearing all the clothes is not allowed to help undress his or herself, and they must remain still.  The team must move their arms and legs in order to remove only the clothing.(Please keep in mind that the person chosen will still have their original clothes on).  The first team who undresses their "person" first wins! 

**You can also try blindfolding the person wearing all the clothes to try and make more things interesting**
Animalz!
Have all your group members sit in a circle.  Go around the circle, and have each person think up a DISTINCTIVE animal sound i.e.  quack, woof, meow, ribbit.  Sounds that are similar are NOT ALLOWED i.e.  reow & Rwoar.  Once everyone has a sound, pick someone to be IT and have them stand in the middle of the circle.  The larger the circle, the more challenging it will be.  Have someone start off by making their own noise, and then someone else’s ie.  meow- bark.  Whomever is bark must quickly say his/her own sound and then someone else’s ie.  bark - quack, before the person who is IT smacks him/her over the head with a newspaper (or pillow).  It goes on around the circle until someone is tagged.  Whoever is tagged becomes it and goes into the middle with the newspaper in hand!
___________________________________________________________________________
Animalz! Variation
Like Animalz!, but we use the *name* of an animal instead of a sound, and the play proceeds as Owl says, "Owl loves Rat", and Rat must say "Rat loves ____" (some valid animal in the group) before the person in the center whacks Rat on the knee (not head!) with an empty liter soda bottle or a roll of paper towels.  Moose loves Squirrel!
Army Dodge ball
It is basically a free for all dodge ball game with a twist.  If someone is hit in the arm or leg they can no longer use that arm or leg until the round is over.  For example, if someone throws the ball at you and it hits your right leg you can no longer use that leg - you have to hop around on one foot until the round is over.  If they are hit on the back, stomach or head that person is "dead" or out, or if they use an appendage that they have lost in battle they are eliminated from that round.  The last person standing wins the round.  You can use one or more balls if you wish.  This game can be played with or without teams, where the last person standing's team is the winners.
Back Writing
It's almost like telephone tag, but a little different.  Split the group into 2 teams.  Make each team form a long straight line of their own.  The leader or someone not playing the game will provide a word/object (bike, flower, etc., etc.) then tell both people at the end of each line.  They will then write it on the next person in line on their back with their finger.  When it gets to the top.  The person at the top draws it on a piece of paper and if right, gets a point.
Ball in the Middle

Supplies: a few tennis balls

Instructions: Divide all youth into 2 or 4 equal teams with at most 20 youth per group.  Place a tennis ball in the middle of the room.  Put each team in the room so that they are all the same distance from the tennis ball.  Give each person in each team a number (If you have 4 teams then you should have 4 people with the number 1, 4 people with the number 2 and so forth).  Instruct the youth that when you call out their numbers they are to race to the center of the room to grab the tennis ball run it back to their team without being tagged by one of their opponents.  If there is a stand-still where neither youth will grab the tennis ball then you throw another tennis ball out and call another number.  You can change things up by calling out more than one numbers to begin with or using a different kind of ball and putting Vaseline on it.
Balloon Bible Quiz Bust
Place various bible questions and answers in balloons.  Teams must race across the room to their pile of balloons and bust them and match the questions to the right answers.  First team to get all right wins.
  

Balloon Volleyball
This game is played using four rows of chairs.  Place the chairs with two rows back to back in the middle, rows 2&3 and the other two rows on the outside facing in spaced far enough that the players feet almost reach the middle players feet, rows 1&4.  Rows 1 & 3 are on one team and rows 2&4 are on the other team.  The score keeper tosses an inflated balloon over the two middle rows to start the game.  The team that hits the balloon over the other team gets the point.  You are not allowed to get up out of your seat. 

Barnyard Cacophony
Divide the group into groups of two, three, or four.  Assign an animal to each group (Horse, cow, sheep, rooster, etc.) Blindfold everybody, and spread them to different parts of a large room (like a gymnasium).  At your signal, each group member must find each other based only on the noise that particular animal makes.  It is hilarious listening to the vocal bedlam as people stumble around crowing, barking, etc.  As each group meets up, they can remove their blindfolds.  Keep the game going until the last group is the only one left.  Everyone else gets a kick out of watching the others.

Bible Musical Chairs
Play the game like you normally would, except when the music stops, the person without the chair has to answer correctly a Bible question.  If he or she answers correctly then he or she gets to stay in the game.  Keep on going until there's only one person left.
[Ed.  Note: You should be sensitive to unchurched kids in your group to ensure they don't feel left out if they don't know their Bible.]
Black Ghost
Send one person out of the room.  Encourage the rest of the group to pick an object in the room or on somebody's person.  The object can be large like a piece of furniture, or small like a button on a shirt.  Once the object has been determined, the person comes in and the leader points to random items in the room while asking if it was the object picked.  Here's the trick, before you point to the object the class picked, point to an object that's black.  When you point to the object the class picked, the person sent outside should guess the object correctly.  (It's good to have the person sent out to know the game in order for it to work.) After you play a few times, invite to some of the group to try and guess an object to see if they've figured it out.  The group will go nuts trying to figure out how you know what object was picked when you were out of the room.
___________________________________________________________________________

Blindfolded Pictionary
This game is similar to Pictionary; however, the person drawing must be blindfolded.  Since this will make the task of drawing and guessing much harder, the words should be somewhat easy.  Words like "dog" "toilet" and "car" can be the starters.  You may wish to have more advanced words on hand such as "stethoscope" and "lawn mower".  This takes a classic game which students enjoy and adds a fun twist to it.

Caterpillar Race
Divide a large group into several teams.  Each team gets a bed sheet.  Have one half of each team go to the opposite side of the room for a relay race.  Hand a bed sheet to the first person in line on one side of the room.  At the word "GO", the first person must drop to the floor on the bed sheet, roll themselves up into a "caterpillar" and then "inchworm" crawl to their teammates across the room.  There they must unroll (the receiving team may assist!) then the next person in line rolls up and inches back to the other side.  Continue the relay until each person has crossed to the other side.  Great fun!

Chicken, Cowboy, Conqueror
Everyone finds a partner and they make 2 circles facing each other...one inner circle and one outer.  Then the outer circle and the inner circle start moving in opposite direction and the leader yells out one of the three commands and the 2 partners need to run and find each other and do the action.

Chicken - Jump on partners back and flap arms and makes chicken sounds
Cowboy- Partner gets on all 4's and other partner gets on his/her back and acts like a cowboy
Conqueror - One partner lays on ground while the other steps on his her her back doing a conqueror pose.
So much fun! Try doubling up commands, such as Chicken-cowboy...  where you have one partner riding the other partner and flapping and squawking!

Clumps
Clumps is a good game for a lot of people, and it could be used as an icebreaker.  This game needs a lot of people.  You can play this game indoors on carpet or even a hard surface or it can be played outside on grass (if you're not afraid of grass stains).  First tell everyone to take their shoes off.  Now, the idea of this game is to be the last two people standing.  To do this, you need to get in human clumps! The moderator (or someone who doesn't want to play) calls out different numbers.  Let's say he calls out 4.  Everyone would have to get in groups of four by hugging, grabbing, any way to get into a human clump.  People who are not in groups of four, or the "leftovers" are eliminated from the game.  Do this until there are two winners.
Decorate the Tree
Based on “Pin the Tail on the Donkey”, with a team twist.  Have paper ornaments available, and tape to double up on the back.  Divide young people into teams.  Have an empty “tree” drawn on paper for every team.  Each team separately is blindfolded (everyone on the team), spun around, then set out to tape their ornament on the tree.  After a minute, call time and take off the blindfolds.  Do the same for each team in turn.  Repeat the process, allowing only those who did not get any ornaments on the tree to try again.  First team to get all (or most, if the game is on a time limit) ornaments on the tree wins.
Do you Love your neighbor?
This game can be played with large or small groups.  Everyone forms a circle of chairs with one less chair than people.  A person is chosen to stand in the middle.  They point to anyone in the circle and say "Do you love your neighbor?" If they answer "yes" then the two people on either side must quickly exchange places before the person in the middle gets to one of the empty chairs.  If they say "no", then the person in the middle asks, "Who do you love?" The person will then say, "I love people who ..." They can choose things like "people who are wearing white t-shirts" or "sandals" or "people who have kissed a boy".  Anything they want.  When they say it, then anyone fitting that description must change places with someone else fitting the same description, all before the person in the middle grabs a chair.

Human Knot
Players form a close circle. Then everybody reaches out and holds two other people's hands. Now, they must try to untangle the "knot" without letting go. They may have to climb over arms or crawl under arms. It is a great team building activity.
Amoeba Tag
Two people are it. They hold hands and chase people; the person they catch joins the chain by linking hands. When another person is caught they can stay together or split 2 and 2 they must split even numbers and can link together at will. This game is played until nobody is left.
Kitty Corner
You pick someone to be it.  If you have a lot of people, then you pick more than one "it".  There could be 5 or 6.  Everyone that is "it" gets a ball (like a standard red kickball)  All the cats pick a corner to stand in.  You also need someone to be an umpire.  When everyone has a corner then the ump yells "cats get a corner".  Then everyone takes off running for the corner that is next. Everyone is supposed to run in the same direction so no one should run into each other.  While the cats are running the "its" try to hit them with the ball.  If you get hit you stand in the middle by the person who hit you.  The "it" at the end with the most cats is the winner.  Or the cat that never gets hit wins too.
Ankle Balloon Pop

Give everyone a balloon and a piece of string or yarn. Have them blow up the balloon and tie it to their ankle. Then announce that they are to try to stomp out other people's balloons while keeping their own safe. Last person with a blown up balloon wins. 
Blind Water Balloon Volleyball

Using a van or opaque shower curtain, lay down two bed sheets on each side of whatever his hanging in the center as the “net.” You should not be able to see through the “net.” Have each team sit on their bed sheets with their water balloons. Each team tries to throw over a water balloon so that it hits the sheet on the other side. Because the teams cannot see the other team, it is harder to be ready to catch the flying water balloons.
Octopus
One person stands in the middle of the boundary area, in our case it was the gym. The rest of the kids line up at an end of the bounds and when the tagger says go they all run to the other side of the bounds. Whoever the tagger tags then has to stay and help him, except that the additional people that are tagged have to sit down, and can only help "It" by using their arms.  This goes back and forth until you’re down to the last person who then starts the next round. This game is fun when played with a lot of kids.

Wall Ball
The basic activity of the game is throwing the ball up against the wall, letting it bounce on the ground if you want, then catching it. You can throw it against the wall and catch it yourself, or let another team member catch it, or whatever. 

 

The fun starts when one of two things happen: 1) if a person throws the ball and it touches the ground before hitting the wall or 2) a person fumbles or drops the ball in any way. This includes purposely throwing the ball at another player so that the ball hits them but they cannot catch it before the ball hits the ground. 

 

When either of these things happen, the fumbler/bad thrower must run to the wall. Meanwhile another player is trying to throw the ball so that it hits the wall before the fumbler can touch the wall. 

 

If the fumbler can make it to the wall first, game play continues. If the ball gets there first, the fumbler has one strike, then game play continues. Some kids played that when a player gets three strikes, he is simply out of the game. But among other groups, the person with three strikes must stand with their hands against the wall while his fellow game players pelt him in the butt with the ball. 

Mummy
Lots of kids spread out around a boundary area and not too far away apart from one another. One kid starts out with the ball and throws the ball to another kid. If the kid who threw the ball gives bad aim then that kid has to sit down. If the kid who was being thrown the ball gets a good pass and the kid drops or dodges the ball is out and sits down and gives the ball to someone else. When the game gets down to two kids then each one puts one hand behind their back and toss the ball back and forth until someone messes up.

Grapevine
This game is intended for a large group (15 or more).  The group sit in a large circle. The kids should be spaced about arms length apart.  The way we did it was to hold hands in a circle and gradually spread out until our arms were stretched.  Now everyone takes a seat.  The "originator", usually the one who organized the game, starts a message.  The originator whispers a short message into the ear of the person sitting to the right of them.  The message is whispered once. The new messenger then whispers the message into the ear to the one to their right, and so on and so on.  When the message reaches the person sitting to the left of the originator the message is announced out loud.  Seldom does the message arrive in its original form.  The person to the right gets to be the next originator.
Down, Down, Down

You start off with a tennis ball and throw the ball continuously back and forth until somebody drops the ball when someone drops the ball you say "Down on one knee" then say the same person drops it a second time then you say "Down on two knees" then if the same person drops the ball again you say "Down on one elbow” and again you say "down on two elbows" and then chin and then you're out but remember you have to stay in the position you're in to catch the ball and throw the ball.
Water Balloon Toss

Equipment: Blanket and water balloon.  All players should be standing around the blanket holding an edge.  The leader of the game will launch (by catapult or throwing) water balloons into the air.  The object of the game is to catch the water balloons in the blanket. 
Guess Who?
Equipment: pieces of paper with names on them, tape      Each player needs a name taped to their back.  The object of the game is to figure out who you are.  Everyone goes around and asks the other players questions.  The players can only answer yes or no.  This game is great when a theme is incorporated. (ex. cartoon characters, book characters ) 
Hot Box

The rules of the game are pretty simple. 
You'll need two bases, a softball and two softball gloves (if you don't have the gloves just use a ball that's not hard.  Set up the two bases about 20 feet apart.  Two kids would be selected to be "it", one at each base.  The other kids would divide and go to the bases. 
The game started by the two kids who were "it" tossing the ball to each other.   The object of the game was to time running from one base to the other without being tagged by the ball.   If you were tagged then you were "it" and the game continued, usually until all the kids were too tired to run anymore.   The fun of the game was getting the person who was "it" to throw a wide pitch or "steal" the base.

Spud

You get a group of kids, (minimum 3, no max)and a ball.  Determine who is "it" . "It" then counts to a predetermined number, usually 10. out loud. As he counts, the rest of the players scatter. When he reaches 10, they all freeze in their spot. Then "it" takes 4 giant steps towards the closest person (S-P-U-D) and throws the ball, trying to hit him or her. If "it" hits the person, the person gets a letter "S", if "it" misses, then "it" gets a letter. That person then becomes "it". The game continues until one person is SPUD (gets hit or misses 4 times). Eventually the game comes down to two people.
___________________________________________________________________________

Body Jump Relay
Each team will have the players lie down on the ground, face up, fanned out in a circle with their heads facing the middle of the circle. On go, the first person from each circle, gets up and runs around the circle jumping over the other team members. Once around he will lie back down and the #2 person will do the same. Then you keep playing until all the players have completed the task. The first team to complete the cycle is the winner. For added fun and excitement with youth groups, a blindfold can be passed to the player that is getting up. They can half walk and crawl around the circle with members instructing them where to go.
Killer Froggy
Everyone sits in a circle. One person is chosen to be the detective. He leaves the room or goes to a place where he cannot see or hear what is going on in the circle. Everyone in the circle closes their eyes. An adult or leader walks around the circle and taps someone’s shoulder who now becomes the Killer Frog. But no one knows who the frog is at first. The detective comes back in. The frog sticks its tongue out at random people around the circle, trying not to be noticed by the detective. If the frog sticks its tongue out at you, you just lay down. The detective gets three tries to guess the killer frogs identity. If he succeeds, someone else is chosen for the next round. If he doesn’t, then he is the detective again. It’s okay if other players know who the frog is.
Pirate
Choose one player to be the pirate. That player will be required to sit in the middle of the circle, blindfolded with his/her legs crossed. All the other players will circle the pirate while sitting with their legs crossed. Place several different rings of keys on the floor in front of the pirate. A player is nominated to slowly creep up, attempt to take a ring of keys and then return to their place without the pirate hearing them. The Pirate has three tries to point to where he thinks the thief is. If the thief succeeds, he/she becomes the new Pirate.
Twins
All players are paired off and form a large circle with partners joining hands. One set of players is chosen as “it” and are the runners. The runners go around the outside of the circle and tag a pair of joined hands. The runners quickly run one direction while the tagged team race the other direction.
The first pair back to the vacated spot gets to keep the spot, and the other pair becomes “it”. Caution set up rules for passing so that no one gets hurt.
Blanket Identification

You’ll need two people to hold up a blanket as if it were a curtain. Separate the group of players in half and place the groups on opposite sides of the blanket. Each group picks 1 person from their team (very quietly so the other team doesn’t hear) and that person goes and stands right behind the blanket (make sure that the players standing at the blanket cannot see each other). Choose one player from each team to get ready for the blanket to drop. The two people holding the blanket drop it and the two players shout out the other players name from the opposite team that was standing behind the blanket. The first person to yell the name correctly gets one point. First team with 10 points wins. Do not tell them the game or the rules they will be playing until the blanket is up and the teams are separated.

Sardines
This game is like Hide and Seek with a twist. You pick one person to hide and the rest of the players look for the hider. As the seekers find the hider, they are to squeeze into hiding place with hider. This is done until the last seeker finds the hiding place. The last person is the new hider.
Balloon Head Relay
Organize players so that they’re into pairs and each team receives a partially inflated balloon. When the game starts, teams must race to a finish line carrying a balloon between their heads, remember don’t use your hands. On hot days try it with water balloons or through a sprinkler. You can even try an obstacle course.
Blanket Carry
Play this game in an open grassy area. Divide the group into teams of 10 players. Each team will be given one blanket. Set out one cone per team at the end the playing field for players to go around. Each team will need four players to carry the blanket; one player on each corner and the corners will be numbered corner #1, #2, #3 and #4. They will also need one player to ride in the blanket. The players will rotate after each carry so that each player on the team has been at all of the corner positions and the carried player. On go, the teams will race down around the cones and back then rotate until all players have had a turn. If one team is short on players that team will have to repeat some players so that all teams take the equal amount of trips down and back. The first team to complete the rotation is the winner.
American Eagle 1-2-3 (maybe Ukrainian kielbasa 1-2-3?)


Line everyone up on one side of the room, and have about 2 or 3 kids and leaders in the middle of the room. The object is for everyone to run from one side of the room to the other without being caught by those in the middle.  The people in the middle have to lift whoever they can off the ground and say "American eagle 1-2-3!" before they SLOWLY LOWER them back to the ground. When the person is picked up they join the middle and it keeps going until there is 1 person left running. 

*Be careful as some kids can get hurt if you don't keep the middle under control (i.e. don't drop the kids on the ground). Also, make sure participants lift each other from the waist instead of underarms to avoid inappropriate contact.

Elbow Tag (aka Link Tag)

Everyone pairs up in a circle. Pick 2 people to start the game - one of them will be "it".  “It” chases the other person around the room. They can go inside or outside of the circle but it's a good idea to try to keep them close to the circle.  The person being chased tries to hook arms with one of the people who is paired up. If they hook arms before they’re tagged, then the person holding the opposite arm of the person who was being chased now becomes the one to be chased.  If the person who is it tags the person they are chasing, that person becomes it and tries to tag them back (think duck, duck goose).  This game has no winner but it's a blast and can be played on any time limit you want. Also, if you have someone who is having a hard time catching people, discreetly have a leader get tagged on purpose.
Trash ball

Divide into two teams.  This game is basically basketball, with your own player as the basket holder (assists at getting the ball in).

Use a trashcan about the same size as your ball. Have each team choose a trash can holder (rotate regularly, its a fun place to be). Have each one stand up on a chair (they can't move from the chair or grab a ball- just move the trash can). Make a boundry of about 10 feet around each holder with tape.  Anyone caught inside the tape must sit there indefinitely (at your discretion).

For large groups, add an extra ball or two.  Players can only take 3 steps when they have the ball, so more are involved. 

This is a fun game because, with the help of the can holder, almost anyone can make a full court shot, so we tell players the ball must touch a certain # of girls on their team before they can shoot.
Ultimate Frisbee (Frisbee Football)

Divide into two teams, each trying to get to the opposite end zone. One team kicks off  (throws actually) and the other team receives.  When a player catches the Frisbee they can take only 3 steps then they must throw it. Teams work their way down the field, passing to each other until a team scores. If the team hits the ground it's the other teams ball (Frisbee actually). If a defensive player knocks the Frisbee to the ground, possession switches as well. Defensive players must give any person already holding a Frisbee at least 3 feet clearance.
Elephant, Palm Tree, Monkey

Setup:
Players stand in a circle, close enough to touch the person next to them without straining.

Play:
Two or three "its" stand inside the circle. Each "it" points to a different player and calls out "elephant," "palm tree," or "monkey." For "elephant," the person pointed at crosses their arms out in front of them forming a trunk, while the players to each side cup their arms toward the center person, forming large ears. For "Palm Tree," the person pointed at raises their arms straight up, while the players to the side point move close to the center person, pointing their arms up and away. For "Monkey," the center person puts their hands over their eyes, the person to the right puts their hands over their ears, and the person to the left puts their hands over their mouth. This creates the classic "Hear no evil, see no evil, speak no evil" pose.

After calling out a position, "it" quickly counts to ten. If any or all of the players don't respond correctly or in time, they become "its" and trade places.
Musical Chairs (variation)
A friendly variation on an old favorite... instead of pulling chairs from the circle and making kids sit out when they "lose", have enough chairs for each child, but decorate one special chair and whoever sits in that chair receives a special treat. If you don't have chairs, just make paper "spots" on the floor and make a special spot. Another variation is musical balloons where children throw balloons into the air until the music stops.

Note: This game list was compiled by Little Lambs Ministry staff for use in their summer camp ministry.  These games can also be used in any children’s or youth ministry setting.
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