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Introduc tion 
 
Welc ome to a new Handbook of the Eurotransit Network!  
 

 
 
 
 
 
 
 
 
 
Sinc e we organized  severa l interna tiona l summer c amps and  p rojec ts we fac ed  lots of issues 
and  p rob lems tha t had  to be solved  in order to ma ke them suc c essful. With our ha ndbooks we 
would  like to share our experienc e with you. 
 
 It is not just the p eop le who orga nize suc h kind  of events tha t should  ha ve the experienc e and 
tha t should  p la y a n ac tive role in those events. It is the partic ipants tha t ma ke every event 
uniq ue. It is the p a rtic ipant’ s openness, c reativity and  their very persona l op inions tha t ma ke 
every interna tiona l event so interesting .  
 
But a lso the p repa ra tion of a ll pa rtic ipants p lays a n important role. Ma ny p rob lems c an be 
avoided  by p rop er p repara tion. For Eurotransit events, it was a lways very importa nt to b e well-
p repared  a nd  the organisers ha d  a  spec ia l interest in tha t. With the ha nd books we a re 
c ollec ting  our id eas and  experienc es in a  c onc entra ted  form. We p rovide you with the 
handbooks so tha t you c an p repare well and  take c a re of a ll issues tha t you should  think of. 
Espec ia lly for p eop le who a re going  interna tiona l for the first time, or who a re p artic ipa ting  as 
a  guest or host for the first time, this is extremely imp orta nt.  
 
This handbook is the third  one c rea ted  by Eurotransit and  dea ls with a  very imp ortant pa rt of 
interna tiona l meetings and  p rojec ts: The Getting -To-Know eac h other. You ha ve to know the 
pa rtic ip ants; you have to know their names, interests, hobb ies and  so on. The easiest way to 
get to know eac h other is b y p laying. As soon a s you get to know eac h other by p laying 
together, you easily make friends, a nd  the ic e b etween you and  the others is b reaking – the 
perfec t sta rt for a  suc c essful p rojec t! 
 
In this handbook we c ollec ted  games tha t help  you to b reak the ic e. The ha ndb ook c an not 
only be used  in p rojec ts w ith c hild ren – a lso a dults need  to know eac h other well. And  some 
c razy ac tivities in the b eginning of a  meeting  or eac h morning open up  the minds and  
p repare everyb ody for a  nic e a nd  suc c essful day. Even on Eurotransit Network Meetings – a  
meeting  for interna tiona l Sc out LEADERS – this is suc cessfully prac tic ed  sinc e years. 
So, if you a re to p repare an interna tiona l meeting, if you a re responsib le for b ring ing together 
the pa rtic ipa nts, then this is the right handbook for you.  
 
The Eurotra nsit Network wishes you a ll the best for your p rojec t and  a  suc c essful b reaking of the 
ice! 
 
Christia n Sc hlueter 
(Eurotransit Pub lic  Rela tions Tea m) 
 
PS: The intention of the handbook is to be open. So you do not have a finished version in your 
hand right now. We want this collec tion to grow and expand. For this, we also need YOUR 
c reativity, ideas and experienc es. Please share your games with us and send us your favorite 
games! Just imagine… Soon they will be p layed a ll ac ross Europe… 

 Eurotransit is a Network of volunteers from European Scout & Guide organisations which builds 
European contac ts through ac tive projec ts, exc hanges and partnerships.  
Our ac tivities are designed to compliment existing national and internationa l struc tures, by 
offering d irec t access for a ll groups to internationa l ac tivities 
Through previous projec ts, the Network has a spec ia lisation in east-west exchanges, has 
extensive contac ts for summer c amps, partnerships and sharing of inter-c ultura l learning 
experiences. 
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How to use the c ontents 
 
How the games are desc ribed 
 
All games d esc ribed  in this ha nd book have the same struc ture. This helps you to keep  the 
overview as well a s it p rovides the p ossib ility to easily identify games tha t ma tc h the 
environment of your projec t.  
 
There are four sec tions of games.  
 

·  The first one c onta ins games whic h help  the pa rtic ipants to get to know eac h other, 
inc lud ing  names, hob b ies etc . This is important a t the b eg inning of every interna tiona l 
p rojec t.  

·  The follow ing two sec tions c onta in games for groups tha t know each other a lrea dy a  b it 
better. These games ca n be used  to strengthen the feeling  of b eing a  team, of being 
friends and  to ha ve some more ac tive pa rts together – if the p rojec t itself is not 
c onnec ted  with ac tivities and  moving a lrea dy. Tha t is why there a re two sec tions. One 
w ith games tha t c an be done b y stand ing  or sitting  together and  one whic h c onta ins 
games with lots of movements, suc h a s running, da nc ing etc .  

·  The last sec tion c onta ins ga mes tha t c an be p layed  in the end  of a  p rojec t. It g ives the 
c hanc e to say good bye to everybody and  to save the sp irit of the p rojec t so tha t it w ill 
stay in everybody’s mind …  

 
All games are desc ribed using the following struc ture:  
 
 

•  Name of the game 
 
 
 
•  Required materia ls /  environment 
 
 
 
•  Number of Partic ipants 
 
 
 
•  Dura tion of game 
 
 
 
•  Idea and  manua l of the game 
 
 
 
•  Varia tions 
 
 
 
•  (Image /  Add itiona l elements for exp lana tion) 
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Preparing the games 
 
 
If you a re preparing the games for an interna tiona l p ro jec t, you have to think a bout it quite a 
lot. Just remember tha t those ga mes p lay a  very important role as everybody expec ts to g et to 
know eac h other and  to have fun. A c a reful p rep ara tion ma kes this a  suc c essful pa rt of the 
meeting .  
 
Think about the following points: 
 

•  Before you selec t the games, ma ke sure you know everything about the partic ipants: 
How ma ny p eop le will pa rtic ipa te? How old  a re they? Do you have d iffic ulties c aused  
by language p rob lems (then you have to selec t easy games with only few rules)?  

 
•  Before you selec t the games, make sure you know everything  about the environment: 

How muc h spac e is ava ilab le? Are you p laying inside (ha rd  g round) or outside (sub jec t 
to wea ther c ond itions?) Are there spec ia l rules to follow (eg., the g roup  has to b e q uiet, 
running is not a llowed , games with the risk of injures have to be avoided , …) Whic h 
ma teria ls are a va ilab le and  whic h materia ls do you have to b ring?  

 
•  Before you selec t the games, ma ke sure you know everything about the projec t: When 

is the timeslot for the games (eg . In the morning or when there is darkness outside). What 
is done before the games? If there were exhausting  ac tivities, peop le might p refer some 
more quiet games. And : How muc h time is expec ted  to be filled  with the games? How 
often do you have to p repare a  games session? This helps you to find  the amount of 
games you should  p rep are. 

 
•  Now tha t you know a ll the fac tors, you c an sta rt selec ting  the games. Make a  list of 

games for eac h session. Make a  list of the materia ls tha t a re required . If you a re 
p reparing the games for another loc a tion and  you have to travel there, try to find  
games whic h require the sa me materia ls in order to reuse them. Avoid  p laying  games 
twice or even more often. 

 
•  Always p repare more games for eac h session as you think you need . Ma teria ls may not 

be ava ilab le. Games may take less time than you think. The timeslot for the games may 
bec ome b igger a s program is c hanged , or there will even b e an add itiona l games 
session. Ma ybe peop le will not understand  a  game. The environment might c hange 
(less sp ac e ava ilab le, … ). Be p repared  so tha t there will not b e a  time when nob ody 
knows wha t to do. 

 
•  Ma ke sure everything is prepared when the game session sta rts. Peop le get bored  if 

they have to wa it until a ll ma teria l is ava ilab le or if you have to look for game 
desc rip tions. Ma ybe you have to leave the offic ia l p rogram earlier to p repare the 
games. Do not only think about the first game then, maybe the sec ond  or third  needs 
some time-intensive prepara tion. Prepa ring a  game while another one is p la yed  should 
be avoided  a nd  done only in emergenc y a s you a re needed  a s c oord ina tor or c onta c t 
person for q uestions during the (c urrent) game. 
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Leading the games 
 
 
As you a re the leader of the games, you a re responsib le for their suc c ess. You selec ted the 
games in order to ac hieve some goa ls, and  now you have to ta ke ca re tha t you a c hieve 
these goa ls with the games.  
From time to time it might make sense to tell the peop le why you a re doing something, but it is 
a lso imp ortant tha t the p a rtic ipants c an d o tha t experienc e on their own. If they d evelop  the 
feeling  of being  a  team b y themselves, it is stronger and  shows even better tha t you a re 
suc c essful.  
 
As the lead er of the games, there a re spec ia l aspec ts tha t you should  ta ke c are of to ac hieve 
this goa l: 
 

•  Ensure that you know the rules of each game! 
 
•  Ensure that every partic ipant knows and understands the rules before the game starts! In 

an international group, you might have to p lan some time for translating  the rules. 
 
•  Ensure that everybody stic ks to the rules during the game! At the same time, do not be 

the policeman who is too serious and destroys the fun and good mood. 
 
•  Stop the game and /  or set additional rules if peop le start arguing bec ause of unc lear or 

missing rules. 
 
•  Stop the game when it starts to bec ome a chaos. 
 
•  Ideas and hints from the partic ipants are welc ome! Take them into ac count and make 

use of them, maybe in a sec ond level of the game… 
 

 
   

��  
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Divide b ig groups 
 
 
For some games it is useful or even req uired  to sp lit up  the g roup . There a re some tec hniques 
tha t a llow the mixed  d ivision of the group . The advantage is tha t not only friends, p eop le tha t 
a lready know eac h other, peop le from the same c ountry (etc …) a re in the same group . This is 
often the c ase if you leave it to the p artic ipants to find  a  group .  
Here a re some ideas about how you c ould  sp lit up  the group . 
 
 

•  Just let them c ount up  to the number of groups. All the ‘ones’ , a ll the ’ twos’  etc . form a 
group . 

 
•  Pa ss a round  sma ll papers with numbers and  build  the group s by having a  lottery. 
 
•  Let them line up  ordered  by age, size, last name (a lphabetica lly), … 
 
•  Eac h partic ipa nt takes of one shoe. They a re put together to one b ig  c rowd and  then 

put together a rb itra rily to form the groups. Eac h partic ipant has to find  his shoe a nd  thus 
his g roup . 

 
•  Let them just d raw something  and  c ollec t the p apers. Make the group s with the papers. 
 
•  Prepare p apers with na mes of a nimals; each a nimal as often as peop le have to be in 

one group . Then open up  the zoo: The peop le ha ve to find  together by imita ting  the 
animals. 

 
•  Use the Human Knot game: Stand ing in a  c irc le, g roup  members reac h ac ross and 

shake ha nds - use ha nd  c onnec ting  to a  d ifferent person. The g roup  then tries to unravel 
the "huma n knot" b y unthread ing their bod ies without letting  go of eac h other peop le©s 
ha nd s. From the new order, you c an c rea te groups. 
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Getting to know each other  
 
 
We are not just somebody; everybod y has its very own history and  identity. One pa rt of the 
identity is the na me – and  everyb ody enjoys it to be c a lled  by his or her name. It is better for 
you to ta lk w ith somebod y and  to use the name of your c onversa tion pa rtner as it c rea tes a  
more persona l a tmosphere.  
 
Of c ourse, you c an lea rn names b y having name stic kers or simply asking  “ What is your name? 
Where d o you c ome from? Aha .”  But you c an a lso use the following ga mes as introduc tion 
games. Peop le c an lea rn their names by p laying  with eac h other – whic h is a  lot more fun! 
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Harm Haschisch 
 
 
 

 
Required materia ls /  environment 
 

 

 
None 
 
 
Number of Partic ipants 
 

 

 
Minimum 10 p layers 
 
 
Dura tion of game 
 

 

 
  Depends on numb er of pa rtic ipa nts 

 
 
Idea and manual of the game 
 

 

 
The g roup  is sitting  in a  c irc le. One person sta rts to tell his name and  something  he /  she 
likes. But this ha s to sta rt w ith the sa me letter as the name, eg . “ I am Isabel and  I like Ic e 
c ream” . The following person has to repeat the names (a nd  likes) of the p revious 
p eop le a nd  then ad d  his /  her own: “ Tha t is Isabel, she likes ic e c ream, and  I am Holger, 
I like hamburger” .  

 
 
Variations 
 

 

 
�  Instead  of likes, ad jec tives c an be used : Funny Fritz, Laughing Lena  
�  The sentenc es c an b e extend ed  with movements, so everybody has to jump 

when he ta lks a bout Jump ing Jona s. 
 
 
Additional Information 
 

 

 
None 
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Square Filler /  Bingo 
 
 

 
Required materia ls /  environment 
 

 

 
One paper and  pen per person 
 
 
Number of Partic ipants 
 

 

 
Minimum 10 p layers 
 
 
Dura tion of game 
 

 

 
  Flexib le 

 
 
Idea and manual of the game 
 

 

 
Every person fo ld s a  p iec e of paper into a  c erta in number of squares. They must then 
go get signa tures from eac h other, who must introduc e themselves as well. Eac h 
signa ture should  be c lea rly written in order to c ount. The first one to fill his sheet is the 
w inner. Advic e the p layers tha t it is not a llowed  to refuse to g ive a  signa ture. 

 
 
Variations 
 

 

 
�  Introduc e c onstra ints for the c ollec ted  signa tures, eg., signa tures from a t least 3 

c ountries, or a  signa ture from a ll tens of ages tha t a re ava ilab le, … 
�  Add  some physic a l ac tivities, eg., a fter the paper is filled , the person has to run 

a round  the field  few times in order to win. 
�  To make it not just a  running ga me without rea l introduc tions, advice the winner to 

p resent the peop le tha t signed his p aper. 
�  Bingo: Eac h row on the paper has a  meaning. Eg ., Eac h p erson in row 2 ha s to have 

a  b rother. The peop le now have to move a round  and  fill the rows. The person who 
ha s filled  a ll squares first shouts “ Bingo!”  and  wins. 

 
 
Additional Information 
 

 

 
Possib le Ca tegories for the Bingo rows: The person has a  b rother/ sister, the person is 
older than X, the person has visited  the c ountry before, the person speaks more than 2 
languages, the person is sing le, the p erson likes fish, the person ha s b lue eyes, … More 
funny c a tegories ca n b e something like: The person told  me a  rhyme, The p erson 
jumped  with me hand  in ha nd , … In an ad vanc ed  ed ition, you c an a lso a dd  “ single 
fields” : The youngest person etc . This means tha t a ll peop le have to be interviewed  and 
remembered , or the group  has to work together for this. 
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Music  Hopper 
 
 
 

 
Required materia ls /  environment 
 

 

 
�  Music  
�  Something to mark a reas on the ground , suc h as rope 
 
 
Number of Partic ipants 
 

 

 
Minimum 10 p layers 
 
 
Dura tion of game 
 

 

 
  Flexib le 

 
 
Idea and manual of the game 
 

 

 
Crea te b ig  fields on the ground , so tha t severa l p eop le c an stand  in eac h of them. Play 
the music  and  let the pa rtic ipants hop  like c razy rabb its through a ll the fields. When the 
music  stops, peop le who w ind  up  in the same square introduc e themselves 
 

 
Variations 
 

 

 
�  Instea d  of wa lking while the music  p la ys, p erhaps the peop le c ould  hop , jump , skip , 

danc e, etc . 
�  In eac h round , remove one square a nd  let the p eop le in tha t square introd uc e 

themselves to the entire group . Peop le from tha t sq ua re a re forming a  c irc le a round  
the rest of the ac tive p layers a fter they introduc ed  themselves. 

 
 
Additional Information 
 

 

 
None 
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Group Sc reamer  
 
 
 

 
Required materia ls /  environment 
 

 

 
A ba ll or something to p ass a round  
 
 
Number of Partic ipants 
 

 

 
Minimum 10 p layers 
 
 
Dura tion of game 
 

 

 
  Flexib le 

 
 
Idea and manual of the game 
 

 

 
In the beginning , p ass a round  the ob jec t onc e to everyb ody so tha t eac h p layer c an 
say his or her na me to the group  c lea rly. Then let the group  d ec id e how a  ob jec t w ill be 
p assed ...rolled , bounc ed , tossed , rolled  a round  bac k and  then tossed , etc . When the 
ob jec t is p assed  to someone of the group , the rest of the group  has to sc ream the 
p la yer’ s name.  

 
 
Variations 
 

 

 
�  Big  groups c a n be sp lit up  in order to have more ac tivity for eac h ind ividua l. 
�  When the na mes a re lea rned , a dd  more deta ils a bout the person, eg., c ountry, 

favorite hob by, … 
 
 
Additional Information 
 

 

 
None 
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Lost on a Deserted  Island  
 
 
 

 
Required materia ls /  environment 
 

 

 
 One sheet of paper per p erson 

 
 
Number of Partic ipants 
 

 

 
Minimum 10 p layers 
 
 
Dura tion of game 
 

 

 
  10 – 15 minutes 

 
 
Idea and manual of the game 
 

 

 
The situa tion is d ire — fo llowing a  shipwrec k, everyone ha s b een stranded  on a  
d eserted island !  Eac h person is a llowed  to b ring  one ob jec t to the island  — id ea lly 
something tha t rep resents them or something tha t they enjoy.  The first pa rt of this 
ic ebreaker is simple: eac h person is asked  to desc ribe wha t ob jec t they would  bring 
a nd  why.  This need  not b e rea listic ; if someone loves music , he or she might c hoose to 
b ring  a  guita r, or a n anima l lover might c hoose to b ring  a  dog , a  food  lover might 
c hoose to b ring  sirloin steaks, a nd  so on.  Enc oura ge p eop le to be c rea tive and  write 
the ob jec ts on a  sheet of pa per. 
After everyone ha s introduc ed  their ob jec t and  why they have c hosen tha t ob jec t, the 
teambuild ing  portion follows.  Divide into sma ller g roups a nd  ask everyone to work 
together to improve their c hanc es of surviva l b y c omb ining the va rious ob jec ts tha t 
they introd uc ed .  If nec essary, you c an ad d  more ob jec ts, b ut be sure to use a ll the 
ob jec ts tha t everyone mentioned .  If you wish, you c an reward  the most c rea tive group 
w ith a  p rize. 
Lost on a  Deserted  Island  is an approac hab le way to get peop le to open up  and  share 
a  little b it about themselves and  wha t they enjoy or va lue. 

 
 
Variations 
 

 

 
None 
 
 
Additional Information 
 

 

 
None 
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Two Truths and a Lie 
 
 
 

 
Required materia ls /  environment 
 

 

 
 None 
 
 
Number of Partic ipants 
 

 

 
  Flexib le, g roups of 5 to 10 peop le. 

 
 
Dura tion of game 
 

 

 
  10 – 15 minutes 

 
 
Idea and manual of the game 
 

 

 
Ask a ll p layers to a rrange themselves in a  c irc le. Instruc t eac h p layer to think of three 
sta tements a bout themselves. Two must be true sta tements, a nd  one must be fa lse. For 
eac h person, he or she shares the three sta tements (in any order) to the group . The 
goa l of the ic ebreaker game is to determine whic h sta tement is fa lse. The g roup  votes 
on whic h one they feel is a  lie , a nd  a t the end  of eac h round , the p erson revea ls whic h 
one was the lie. 
 
 
Variations 
 

 

 
“ Two Truths a nd  a  Dream Wish.”  - An interesting  va ria tion of Two Truths a nd  a  Lie is “ Two 
Truths a nd  a  Dream Wish.”  Instead  of telling  a  lie, a  p erson says a  wish. Tha t is, 
something tha t is not true — yet something tha t the p erson w ishes to b e true. For 
example, someone tha t has never been to Europe might say: “ I often travel to Europe 
for vaca tion.”  This interesting  sp in on the ic ebreaker c an often lead  to unexpec ted , 
fasc ina ting  results, as peop le often share touching  w ishes about themselves. 
 
 
Additional Information 
 

 

 
None 
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Never have I ever 
 
 
 

 
Required materia ls /  environment 
 

 

 
 None 
 
 
Number of Partic ipants 
 

 

 
Flexib le, g roup s of 10 to 15 peop le. 
 
 
Dura tion of game 
 

 

 
  10 – 15 minutes 

 
 
Idea and manual of the game 
 

 

 
Instruc t everyone to sit in a  c irc le.  If you have an extremely la rge group , tell peop le to 
form smaller c irc les of about ten to fifteen p eop le.  To sta rt eac h round , eac h p layer 
holds out a ll ten fingers a nd  p lac es them on the floor.  Go a round  the c irc le a nd  one a t 
a  time, eac h person announc es something tha t they ha ve never done, beg inning the 
sentenc e with the phrase “ Never have I ever…”   For example, a  person c ould  sa y, 
“ Never have I ever been to Europe.”   For eac h sta tement tha t is sa id , a ll the other 
p la yers d rop  a  finger if they have d one tha t sta tement.  So, if three other peop le have 
b een to Europe before, those three p eop le must put down a  finger, leaving them with 
nine fingers.  The goa l is to stay in the game the longest (to be the last person with 
fingers remaining ).  To w in, it’ s a  good  stra tegy to say sta tements tha t most peop le 
have done, but you ha ven’ t.  
Playing this game, a long  with the benefit of getting  to know eac h others’  experienc es 
b etter, c an be very humorous (e.g . sa ying  silly sta tements suc h a s, “ Never have I ever 
skip ped  a  c lass in sc hool”  or “ Never have I ever soiled  my pa nts.” ). 

 
 
Variations 
 

 

 
None 
 
 
Additional Information 
 

 

 
None 
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Invisib le Objec ts 
 
 
 

 
Required materia ls /  environment 
 

 

 
 None 
 
 
Number of Partic ipants 
 

 

 
Minimum of 10 peop le. 
 
 
Dura tion of game 
 

 

 
  15 minutes 

 
 
Idea and manual of the game 
 

 

 
Everyone sta nd s in a  c irc le fac ing  the midd le. The leader sta rts by walking ac ross the 
c irc le to a  sp ec ific  person and  says the p erson’ s name s/ he is now fa c ing followed  by 
“ Here is the RED BALL” . The person says “ Tha nk you for the RED BALL”  a nd  then s/ he 
walks to someone new, as the leader ta kes his/ her p lac e in the c irc le, a nd  says his/ her 
name and  sa ys the sa me thing and  so on. There is no red ba ll.  You a re a ll just using your 
imagina tion and  should  ac t as if you are c a rrying  a  red  ba ll. 
If tha t was it, this would  b e a  p retty boring  ac tivity.  After the red  ba ll has moved  on, the 
leader now wa lks to someone else and  says tha t person’ s name s/ he is fa c ing followed 
b y “ Here is the Blue Bag of Cement.”   Tha t person sa ys ‘Tha nk you for the Blue Bag  of 
Cement and  then off s/ he goes.  The leader should  ha ve set the tone as s/ he walked 
a c ross the c irc le having  d iffic ulty c a rrying this b ig  ba g of c ement. And  so on.  The 
leader keep s introd uc ing  a  new ob jec t, c razier tha n the last every 30 sec onds or so  until 
you have as many peop le as p ossib le wa lking bac k and  forth ac ross the c irc le and 
rac ing to try a nd  get to those few peop le not going a nywhere yet.  Ob jec ts c ould 
inc lude stinky soc ks, c razed ca t by the ta il, unc onsc ious person and  so on. 

 
 
Variations 
 

 

 
None 
 
 
Additional Information 
 

 

 
None 
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Peop le Map  
 
 
 

 
Required materia ls /  environment 
 

 

 
 None 
 
 
Number of Partic ipants 
 

 

 
Flexib le, more important to have many na tiona lities 
 
 
Dura tion of game 
 

 

 
  10 minutes 

 
 
Idea and manual of the game 
 

 

 
Crea te a  human map to show where peop le c onsider their home.  Ind ic a te North, East, 
South & West, then a llow partic ipants to p osition themselves to c rea te a  map . An 
interesting  wa y for peop le to get to know one another is to lea rn ab out the 
geographic a l d istrib ution of where peop le c ome from. Ask p a rtic ip ants to c rea te a  
huma n map , b y stand ing  to ind ic a te where they c onsid er home.  Ind ic a te North, East, 
South & West, then a llow partic ipants to position themselves to c rea te a  map . Then ask 
the person who is the furthest wha t their name is and  where they c ome from.  Proc eed 
to ask eac h ma jor c luster where they c ome from.  In this process, p a rtic ipants may 
refine or improve their map . 

 
 
Variations 
 

 

 
None 
 
 
Additional Information 
 

 

 
None 
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Zipp  Zapp  
 
 
 

 
Required materia ls /  environment 
 

 

 
 Cha irs 
 
 
Number of Partic ipants 
 

 

 
Minimum 10 p layers 
 
 
Dura tion of game 
 

 

 
  flexib le 

 
 
Idea and manual of the game 
 

 

 
All p layers a re sitting  on the c ha irs a nd  make up  a  c irc le. One p layer stands in the 
midd le. This p layer ha s to point a t someone and  say either Zip p or Zapp . The p layer he /  
she points a t then ha s to sa y the name of his /  her left (Zipp ) or right (Zapp) neighb or. If 
the p layer c an not sa y the name w ithin one or two sec onds, he has to exc ha nge the 
p lace a nd  c ontinue in the midd le. A third  word  the p la yer c an say is Zippzapp , whic h 
means tha t a ll p layers have to get up  and  look for a  new p lac e. The p layer who is left 
then stays in the midd le and  c ontinues the game. 

 
 
Variations 
 

 

 
None 
 
 
Additional Information 
 

 

 
None 
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Candy Introduc tions 
 
 

 
Required materia ls /  environment 
 

 

 
Different types of c andy (c olor, name, …). Enough so tha t eac h p layer c a n c hoose 2-3 
p ieces of c andy. 
 
Number of Partic ipants 
 

 

 
Minimum 5 p layers, maximum 20 p layers 
 
 
Dura tion of game 
 

 

 
  Quic k 

 
 
Idea and manual of the game 
 

 

 
Purc hase severa l va riety p ac ks of c andy, enough for eac h person to b e ab le to have a t 
least five p ieces.  They c an be any c andy type, b ut not too many c hoic es (lim it it to a round  
five or six d ifferent va rieties).  Alterna tively, you c a n buy gummy bears, life  savers, gum 
d rops, skittles, M&Ms, or a ny other c andy tha t a lready has a  va riety of c olors. 
Pass a round  the c a ndy and  tell eac h p artic ipant to c hoose anywhere from 1 to 5 p ieces of 
a nything tha t they want.  Instruc t them not to ea t it yet, though.  After they have c hosen 
their c andy, you will tell them wha t each c andy type/ c olor rep resents. If there is a  
whiteboa rd or c ha lkb oard p resent, write on the b oard  the following: 
•  Red  - Favorite hobb ies 
•  Green - Favorite p lac e on earth 
•  Blue - Favorite memory 
•  Yellow -Dream job  
•  Orange - Wildc ard  (te ll us anything  ab out yourself!) 
If you don’ t have the above c olors, c hange the a bove to matc h the c a nd y types tha t you 
have.  Eac h person ta kes turns introd uc ing himself or herself, b eg inning with their name 
(a nd  c ountry) and  then saying one fac t for eac h candy type tha t they have. 

 
 
Variations 
 

 

 
None 
 
 
Additional Information 
 

 

 
None 
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Random Interview  
 
 
 

 
Required materia ls /  environment 
 

 

 
 None 
 
 
Number of Partic ipants 
 

 

 
Minimum 10 p layers 
 
 
Dura tion of game 
 

 

 
Depends on number of questions 
 
 
Idea and manual of the game 
 

 

 
Let the peop le walk a round . On a  g iven c ommando, everybody has to  find  a  p a rtner. 
Ea c h time, you p rovide the teams with a  question tha t both have to answer. Give them 
little time to ta lk about tha t and  thus b reak the ice between them. 

 
 
Variations 
 

 

 
None 
 
 
Additional Information 
 

 

 
Possib le questions to ta lk a bout a re: If you c ould  have an end less supp ly of any food , what 
would  you get? If you were an animal, wha t would  you be and why? What is one goa l 
you’d  like to acc omplish d uring your lifetime? When you were little, who was your favorite 
super hero and  why? Who is your hero? (a  p a rent, a  c elebrity, …)What’ s your fa vorite thing 
to do in the summer? If they mad e a  movie of your life, wha t would  it be about and  whic h 
a c tor would  you want to p lay you? If you were an ic e c ream flavor, whic h one would  you 
b e and  why? Wha t’ s your favorite ca rtoon charac ter, and  why? If you c ould  visit any p lace 
in the world , where would  you c hoose to go and  why? What’ s the idea l d ream job  for you? 
Are you a  morning or night person? What a re your favorite hobb ies? Wha t a re your pet 
p eeves or interesting  things ab out you tha t you d islike? What’ s the weird est thing you’ve 
ever ea ten? Name one of your favorite things ab out someone in your fa mily. Tell us a bout a  
uniq ue or quirky hab it of yours. If you had  to d esc ribe yourself using three words, it would  
b e? If someone made a  movie of your life would  it be a  drama, a  c omedy, a  romantic -
c omed y, ac tion film, or sc ienc e fic tion? If I c ould  be a nyb ody besides myself, I would  be… 
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Passive Ac tivities  
 
 
Onc e you got to know eac h other, the ac tivities’  foc us should  c hange. You c an have games 
tha t improve the feeling  of being a  team, games tha t show tha t you c an rely on eac h other, 
trust-build ing games. Games c a n be very ac tive and  inc lude running and  a  lot of movements. 
Or games c an be more pa ssive and  be relaxing and  just an a c tivity to have a  nic e end ing of 
some spec ia l pa rt of your meeting. These passive games a re desc ribed in this sec tion. 
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Hug a Tree  
 
 
 
 

 
Required materia ls /  environment 
 

 

 
 Something to b lind -fold  eac h p layer 
 
 
Number of Partic ipants 
 

 

 
Minimum 10 p layers, no minimum age 
 
 
Duration of game 
 

 

 
  15 minutes 
 
 
Idea and manual of the game 
 

 

 
Sta rt on a  trac k in a  p lea sant forested a rea . This ac tivity works well a s a  b reak during  a 
hike. The purpose is to get peop le engaged  in non-visua l, intima te enc ounter with trees, 
a s well as the terra in. The ac tivity a lso works well as a  trust-b uild ing ac tivity. The g roups 
need  reasona ble maturity, suc h tha t the b lind folded  p eop le a re ca red  for (golden rule: 
a  b lind folded  person must a lwa ys be hold ing someone else©s ha nd  - or a  tree) - wa tc h 
out for c a reless guid ing espec ia lly from mac ho males. For ma ture group s, a  b riefing 
may be enough; for less mature groups, do a  demonstra tion. In pa irs, one is b lind folded . 
The b lind folded person is to b e the tree-hugger. The tree-hugger is lead  through the 
trees and  then p lac ed next to a  spec ia l tree. The tree-hugger touc hes the tree and  tries 
to memorize its size, sha pe, loc a tion, texture, etc . The tree-hugger person is lea d ba c k 
to the sta rting  point, takes his/ her b lind fold  off and  tries to loc a te his/ her tree. Swap .  
Usua lly pa rtic ipants like to have a  c oup le of turns a t being  b lind folded  and  trying to find  
a  tree. 
 
 
Variations 
 

 

 
None 
 
 
Additional Information 
 

 

 
None 
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Ac tive Ac tivities 
 
 
These games a re p erfec t for the morning : Get the sleepy partic ipants awake and  make them 
bec ome ac tive and  read y for the da y. Also, these games c an b e used  to ba la nc e a  session of 
ac tivities with a  lot of sitting , suc h as d isc ussions and  c onferenc es. 
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Working Horse  
 
 
 
 

 
Required materia ls /  environment 
 

 

 
 None 
 
 
Number of Partic ipants 
 

 

 
Minimum 10 p layers, 
 
 
Dura tion of game 
 

 

 
  15 minutes 
 
 
Idea and manual of the game 
 

 

 
Get a ll four teams side by side a t one end  of the gym. The goa l is to get a ll o f your 
teammates to the other side of the gym. To c ross the open a rea  a  person must be 
c a rried .  The c a rrier must return and  be c a rried  him/ herself.  The only person a llowed  to 
wa lk ac ross the open a rea  is the last p erson.  If the c a rried  person touc hes the ground  
while being transported , both members must return to the sta rt.  The numb er of peop le 
b eing c arried  a nd  c a rrying c an vary with the strength a nd / or imagina tion of the group .  
In other words, one to one is not the only way. 
 
 
Variations 
 

 

 
None 
 
 
Additional Information 
 

 

 
None 
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The Clock  
 
 
 
 

 
Required materia ls /  environment 
 

 

 
 None 
 
 
Number of Partic ipants 
 

 

 
Minimum 10 p layers, 
 
 
Dura tion of game 
 

 

 
  15 minutes 
 
 
Idea and manual of the game 
 

 

 
One team a t a  time c ompetes to try and  set the fastest time. Everyone in the group 
forms a  la rge c irc le with everyone hold ing  hands. Ha ve the c irc led  group  rota te 
c loc kwise 360 degrees in one d irec tion and  then return 360 degrees ba c k to the sta rt.  
The goa l is to see how quic kly the group  c a n c omplete the doub le rota tion. The 
a ttempt is timed  and  bec omes inva lid  if anyone b reaks his/ her g rip  with a  p a rtner. 
Keep  trying to b ea t tha t time.  After they do it a  c oup le of times, set a  sp ec ific  time tha t 
they ha ve to try a nd  bea t and  away they go. If they get good  a t this, have them sta rt 
a nd  finish sea ted  on the ground . A good  time would  be a bout 1 sec ond  p er person in 
the group  minus 1 second  per ten peop le.   
 
 
Variations 
 

 

 
If the group  is rea lly la rge or you want them to exp erienc e a  b iza rre effec t.  Plac e one 
c irc le of p eop le insid e another group  and  have eac h c irc le go in a  d ifferent d irec tion 
to sta rt. 
 
 
Additional Information 
 

 

 
None 
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Blind Retriever 
 
 

 
Required materia ls /  environment 
 

 

 
 Blind folds 
 
 
Number of Partic ipants 
 

 

 
 2 - 30 p la yers, 
 
 
Dura tion of game 
 

 

 
 20 minutes 
 
 
Idea and manual of the game 
 

 

 
To guide the b lind folded  person to retrieve the ob jec t before the other groups d o. 
Everyone should  be in g roups of 5 to 6 persons. One p erson in ea c h g roup  is the retriever 
who is b lind folded  and  sta nd s on the sta rting  line. One person in eac h g roup  is the Speaker 
a nd  stand s with his/ her b ac k to the b lind folded  retriever and  fac ing away from the p la ying  
field .  The Speaker is not a llowed  to look a t the p laying field  a t a ny time. The other p layers 
in the group  a re c a lled  the Direc tors and  stand  in front of the Spea ker and  fac e the p la ying 
field .  The Direc tors are not a llowed  to ta lk or make any noise a t any time.  They a re 
a llowed  to look a t the p la ying field  and  must sta nd  where the Speaker can see them 
w ithout looking a t the p laying field .  They a re a llowed  to use ha nd  and  body gestures. 
Onc e everyone is in p lac e, the fac ilita tor p lac es the ob jec t for eac h team an eq ua l 
d ista nc e from eac h team’s Retriever. On “ GO” , the Direc tors g ive visua l d irec tions to the 
Speaker who verba lizes those d irec tions to the b lind folded  Retriever who walks out a nd  
gets the ob jec t.  The group  is suc c essful when they d irec t the Retriever bac k to the sta rt 
a nd  ha ve him/ her p lac e the ob jec t in the Speaker’ s hands. After ea c h group  has returned  
their ob jec t bac k to the Spea ker, ha ve everyone sw itc h roles and  go aga in. 
 
 
Variations 
 

 

 
To make things more d iffic ult, put the ob jec ts fa rther and  fa rther away a fter eac h round  
a nd / or set the ob jec ts up  in suc h a  way tha t the Retrievers have to c ross eac h other’ s 
p a th to get to their ob jec t a nd  bac k. 
 
Additional Information 
 

 

 
None 
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Sherpa Walk  
 
 

 
Required materia ls /  environment 
 

 

 
 Blind folds 
 
 
Number of Partic ipants 
 

 

 
 10 - 30 p layers, 
 
 
Dura tion of game 
 

 

 
 20 minutes 
 
 
Idea and manual of the game 
 

 

 
While flying  over this remote pa rt of the world  your p lane suddenly lost power and  
c ame sp ira ling  down to ea rth.  Mirac ulously none of you were killed  in the c rash but as 
you c rawled  away from the wrec kage you a ll looked  bac k a t the p lane just as it 
exp loded  in a  b lind ing flash of light.  Everyone was b linded .  Everyone is b lind  but you 
must reac h help .  As you were flying  over you sp otted  a  small mission in the a rea  ... if 
only you c an reac h it you©ll be okay.  Now as luc k would  have it two loca l 
representa tives of the Nabu-nob u tribe saw your p lane c rash and  have rushed  to the 
site to help  you.  The only prob lem is tha t this trib e doesn©t speak any known language, 
instea d  they use a  series of c luc ks, whistles, c hirps, c laps, etc ., to c ommunic a te.  
Bec ause you a re a ll experts in anthrop ology you a lso know tha t no one outside of the 
tribe may touc h a  tribes person, upon threa t of d ea th. To get the b lind folded  group 
from the sta rting  p oint to the end  point sa fely. 
Selec t an a rea  for the Sherp a  Wa lk tha t is rela tively smooth and  free from obstac les.  
The edges of c liffs a re definitely not rec ommended .  Be sure tha t there a re no stumps, 
b roken b ranc hes, etc ., tha t c ould  ca use injury.  The length of the  Sherpa  Wa lk should  
b e about 50 to 100 metres or longer.  Onc e you reac h the site where you have p lanned  
the Sherpa  Wa lk, p resent the group  with the sc enario. Everyone must be wearing  a  
b lind fold . Selec t one or two peop le to be the Na bu--nobu tribes peop le and  have them 
ta ke off their b lind fold s. Pic k peop le who a re likely to p la y the role well and  sa fely. Have 
the rest of the group  sit down for a  moment while you lead  the tribes peop le aside to 
show them the route a nd  d isc uss sa fety. You c an have a  few rope barrica des for the 
b lind  partic ipa nts to pass under, logs to step  over, trees to go around , etc . Show the 
selec ted  tribes p eop le a ll this quic kly as the rest of me group  is wa iting  for you. Your 
Nab u-nobu guides a re now rea dy to guide the b lind  c ra sh vic tims to the mission.  There 
is no p hysic a l c ontac t a llowed  between the tribes p eop le and  the b lind folded 
p artic ip ants. There is no c onversa tion between the tribes peop le and  the b lind folded 
p artic ip ants.  The tribes peop le can only make their sounds in order to try and  guide 
 
Variations None 
Additional Information None 
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Slice ‘n Dice  
 
 
 
 

 
Required materia ls /  environment 
 

 

 
 None 
 
 
Number of Partic ipants 
 

 

 
Minimum 20 p layers, 
 
 
Dura tion of game 
 

 

 
  15 minutes 
 
 
Idea and manual of the game 
 

 

 
A d ramatic  fina le type trust a c tivity for a  la rge group . Seems c razy or impossib le, but it 
works. La rge group  (>30) forms two lines, fac ing one a nother, c rea ting  a  c orridor or 
gauntlet. Partic ipa nts put out their a rms stra ight in front.  Arms should  intersec t, 
overlapp ing by about a  hand  w ith a rms of peop le opposite.   The first person p eels off 
a nd  wa lks d own the c orridor.  In order to let the person p ass, peop le ra ise and  then 
lower their a rms, c rea ting  a  Mexic a n wave effec t - a  ripp le through whic h a  person is 
wa lking.  The person then joins in aga in a t the end  of the line. Next person, peels off,  
wa lks, d own, a nd  so on. As the g roup  gets more c onfident, invite p eop le to wa lk fa st, 
run, and  then sp rint down the gauntlet (peop le genera lly take grea t ca re to ra ise their 
a rms in time).  At some point, or for the fina le, ha ve peop le c hop  their a rms up  and  
d own, only p ausing to a llow the gauntlet-runner through.  It works!  
 
 
Variations 
 

 

 
None 
 
 
Additional Information 
 

 

 
None 
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Up Chuck  
 
 
 
 

 
Required materia ls /  environment 
 

 

 
 One ba ll per person 
 
 
Number of Partic ipants 
 

 

 
Maximum 30 p layers, 
 
 
Dura tion of game 
 

 

 
15 minutes 
 
 
Idea and manual of the game 
 

 

 
The ob jec tive is for everyone to throw their ba ll up  in the a ir and  c a tc h a  d ifferent ba ll 
w ithout a  sing le one touc hing the ground . Every p erson in the g roup  has a  b a ll.  
Stand ing  in a  c irc le or c luster or however the group  wa nts to a rrange themselves, they 
must toss their ba ll up  to a  height of a t lea st 10 feet and  then a ttempt to c a tc h a  ba ll 
tha t they d id  not throw. The number of ba lls tha t hit the g round  is tha t group ’s nega tive 
sc ore.  The goa l is to get tha t sc ore to zero.  Allow the group  to work together to ma ke 
this work.  It w ill be pretty d iffic ult and  the group  might need  lots of time or multip le 
sessions to acc omplish it.   
 
 
Variations 
 

 

 
None 
 
 
Additional Information 
 

 

 
None 
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Cyc lops 
 
 
 
 

 
Required materia ls /  environment 
 

 

 
 Blind folds 
 
 
Number of Partic ipants 
 

 

 
Minimum 10 p layers, 
 
 
Dura tion of game 
 

 

 
15 minutes 
 
 
Idea and manual of the game 
 

 

 
The Argonauts have to  esc ape with as many of them a live as possib le. Divide the g roup 
into ha lf. One ha lf of the group  is the Argonauts and  the other ha lf of the group  are the 
Cyc lops. All of the Cyc lops must wear b lind fold s a t a ll times. All of the Argonauts w ill 
sta rt a t one end  of the gym. The Argona uts goa l is to make it sa fely out through the exit 
of the c ave w ithout being touc hed  by a  b lind ed  Cyc lops. The exit to the c ave should  
b e marked  using p ylons or c ha irs and  the tota l w id th of the exit should  b e a  wider tha n 
a ll of the b linded  Cyc lops sta nd ing side by side with a rms outstretc hed . All of the 
Cyc lops will start by the exit of the c ave. The Cyc lops will go around  touc hing  anyone 
tha t they c an and  if they make c ontac t with eac h other, they should  inform eac h other 
tha t they a re fellow Cyc lops. If a  Cyc lops touc hes an Argonaut with his/ her ha nd s, the 
Argonaut is dead  and  will let out a  b lood  c urd ling  sc ream. Onc e a ll of the Argona uts 
have mad e it through the exit or have d ied , switc h roles a nd  try it aga in. Team 
memb ers on b oth sides may c ommunic a te with eac h other a t any time and  in any 
fashion.   
 
 
Variations 
 

 

 
None 
 
 
Additional Information 
 

 

 
None 
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Bridge Catcher 
 
 
 
 

 
Required materia ls /  environment 
 

 

 
 None 
 
 
Number of Partic ipants 
 

 

 
Minimum 10 p layers, 
 
 
Dura tion of game 
 

 

 
flexib le 
 
 
Idea and manual of the game 
 

 

 
One or two p layers a re nomina ted  a s c a tc her. The other pa rtic ip ants have to esc ape. If 
a  p la yer is c aught, he ha s to sit down on his legs and  a rms. By d oing  this, he builds a 
b ridge. If a  – still “ free”  – p layer c rawls through under the b ridge, the p layer c a n 
c ontinue esc ap ing. As long as a  p layer is c rawling  to free a nother p layer, he is immune 
a nd  c a nnot be c aught. The game ends when a ll p layers a re turned  to b rid ges 
(c a tc hers w in) or when the leader stops the game a fter some time (p layers win). 
 
 
Variations 
 

 

 
It bec omes more da ngerous for p layers to free the b ridges when they a re not immune 
while c rawling. 
 
 
Additional Information 
 

 

 
None 
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Mine Field  
 
 
 

 
Required materia ls /  environment 
 

 

 
Ob jec ts as mines  -  Something to b lind -fold  eac h p layer 
 
 
Number of Partic ipants 
 

 

 
2 – 30 p layers, 
 
 
Dura tion of game 
 

 

 
20 minutes 
 
 
Idea and manual of the game 
 

 

 
Distrib ute "mines" e.g ., ba lls or other ob jec ts suc h as bowling p ins, c ones, foam nood les, etc . 
Esta b lish a  c onc entra ting  and  c a ring  tone for this a c tivity.  Trust exerc ises req uire a  serious 
a tmosphere to help  develop  a  genuine sense of trust and  sa fety. Partic ip ants opera te in 
p a irs.  Consider how the pa irs a re formed  - it©s a  c ha nc e to work on rela tionships.  One 
p erson is b lind -folded  (or keep s eyes c losed) a nd  c annot ta lk (op tiona l).  The other person 
c an see and  ta lk, but c annot enter the field  or touc h the person. The c ha llenge is for eac h 
b lind -folded  person to wa lk from one side of the field  to the other, a void ing the "mines", b y 
listening to the verba l instruc tions of their pa rtners. Allow partic ipants a  short period  (e .g ., 3 
minutes) of p lanning time to dec ide on their c ommunic a tion c ommands, then b eg in the 
a c tivity. Be wary of b lind folded  peop le b ump ing into ea c h other.  The instruc tor(s) c a n floa t 
a round  the p laying a rea  to help  p revent c ollisions.  Dec ide on the pena lty for hitting  a  
"mine".  It c ould  be a  resta rt (serious c onsequenc e) or time pena lty or simply a  c ount of hits, 
b ut without pena lty. It c an help  pa rtic ipa nts if you suggest tha t they eac h d evelop  a  unique 
c ommunic a tion system.  When partic ipants swap  roles, g ive p artic ipants some review a nd  
p la nning time to refine their c ommunic a tion method . Allow partic ipa nts to swap  over and  
even have severa l a ttempts, until a  rea l, sa tisfied  sense of skill and  c ompetenc e in being 
a b le to guide a  pa rtner through the "minefield " develop s. 
 
 
Variations 
 

 

 
Minefield  in a  Circ le: Blind fold ed  peop le sta rt on the outside of a  la rge rope c irc le, go into 
midd le, get an item ("treasure", e.g ., a  small ba ll or bean bag), then return to the outsid e; 
c ontinue to see who c an get the most ob jec ts within a  time period .�  
 
Additional Information 
 

 

None 
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The Magic ian and the good Fairy  
 
 
 
 

 
Required materia ls /  environment 
 

 

 
 None 
 
 
Number of Partic ipants 
 

 

 
Minimum 15 p layers, 
 
 
Dura tion of game 
 

 

 
Flexib le, a round  5 minutes per turn 
 
 
Idea and manual of the game 
 

 

 
One to three p la yers are nomina ted  as magic ia ns a nd  one p layer as the good  fa iry. It is 
important tha t the magic ians do not know who the fa iry is. When the ga me sta rts, the 
mag ic ians ha ve to c a tc h the other p layers. If a  p layer is c aught, he is turned  to stone, 
has to sta nd  where he is a nd  take the ha nds on his head . He now ca n shout a nd  a sk for 
the fa iry, “ Fa iry, c ome and  resc ue me!”  When the fa iry touc hes the p layer, the p layer is 
freed . The game is over when the ma gic ians d isc overed  and  caught the fa iry. 
 
 
Variations 
 

 

 
None 
 
 
Additional Information 
 

 

 
None 
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The Lions get c racking  
 
 
 
 

 
Required materia ls /  environment 
 

 

 
 None 
 
 
Number of Partic ipants 
 

 

 
Minimum 15 p layers, 
 
 
Dura tion of game 
 

 

 
Flexib le, a round  5 minutes per turn 
 
 
Idea and manual of the game 
 

 

 
One or two lions a re nomina ted , the other p la yers a re tourists. The game takes p lac e in 
Africa . The lions sit (on knees and  ha nds) on the one side of the field . The tourists c ome 
to see them. They c ome c lose to touc h them, to ta ke photos etc . When the game 
leader shouts “ The lions get c rac king ” , the lions go wild , c an stand  up  and  c a tc h the 
tourists. The tourists ha ve to run awa y to the other side of the field  where they a re sa fe. 
Tourists tha t a re c aught a re turned  into lions in the next round . The game ends when 
there are three or less tourists left. 
 
 
Variations 
 

 

 
None 
 
 
Additional Information 
 

 

 
None 
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Rabbits in the Cabbage  
 
 
 
 

 
Required materia ls /  environment 
 

 

 
 None 
 
 
Number of Partic ipants 
 

 

 
Minimum 10 p layers, 
 
 
Dura tion of game 
 

 

 
Flexib le 
 
 
Idea and manual of the game 
 

 

 
One p layer in the group  is nomina ted as hunter a nd  one as rabb it. The rest of the group 
finds a  p lace to sit in the field , they a re the c abbage. Now, the hunter ha s to c a tc h the 
rabb it. The ra bb it has to esc ape, and  is save when it sits d own next to c abbage. When 
the rab b it does so, the  roles c hange: The rabb it turns to c abb age, the c ab bage to the 
hunter a nd  the hunter to the ra bb it. In case the rabb it is c aught by the hunter, the roles 
c ha nge. 
 
 
Variations 
 

 

 
None 
 
 
Additional Information 
 

 

 
None 
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Chain Catcher 
 
 
 
 

 
Required materia ls /  environment 
 

 

 
 None 
 
 
Number of Partic ipants 
 

 

 
Minimum 10 p layers, 
 
 
Dura tion of game 
 

 

 
Flexib le 
 
 
Idea and manual of the game 
 

 

 
Two or four p layers a re selec ted . They build  a  c ha in of two peop le by hold ing eac h 
other’ s ha nd . The a im is to c a tc h other p la yers who a re trying to esc ape. If a  p la yer is 
c aught, he bec omes a  member of the c ha in. When the c ha in c onsists of 4 p eop le, they 
sp lit up  a nd  build  two new c ha ins of 2 persons ea c h. The winners a re the 3 last p layers 
tha t a re not c a ught. 
 
 
Variations 
 

 

 
�  The c ha ins c an bec ome b igger before they sp lit up , eg ., a  c ha in of 6 peop le sp lits 

up  to two c ha ins of 3 persons. 
�  The c ha in is not sp lit up  a t a ll. The result is a  long  c ha in with a ll p layers. 

 
 
Additional Information 
 

 

 
None 
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Field and Running Team  
 
 
 
 

 
Required materia ls /  environment 
 

 

 
�  One ba ll /  4 field  markers (c ha irs, …) 
 
 
Number of Partic ipants 
 

 

 
Minimum 10 p layers, 
 
 
Dura tion of game 
 

 

 
Flexib le 
 
 
Idea and manual of the game 
 

 

 
The group  is d ivided  into 2 g roups, a  field  team and  a  running  team. The field  team 
b uilds a  c irc le in the field , the running team q ueues a t one c orner a nd  ha s the b a ll. The 
b a ll is thrown into the field . One p layer of the field  team has to go and  get the b a ll and 
p ass it to the next p layer in the c irc le. Now the b a ll is pa ssed  once a round  the c irc le 
a nd  the last p layer throws the b a ll b ac k to the running team. While the ba ll is p assed 
a round , the running  tea m p layer has to run a round  the field . If the ba ll is thrown bac k to 
his team, he has to stop . The next p layer of the running tea m throws the ba ll to the field , 
b ut only when the p revious p layer finished  his round  and  is bac k in the q ueue, he c a n 
sta rt for his own round . After the whole team ran a round  the field , the roles a re 
c ha nged . The team tha t needed  less throws to make the round  wins. 
 
 
Variations 
 

 

 
None 
 
 
Additional Information 
 

 

 
None 
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What am I? 
 
 
 

 
Required materia ls /  environment 
 

 

 
Stic ky paper or papers and  something  to fix it on c lothes 
Idea lly the expressions a re a lread y written on the papers 
 
 
Number of Partic ipants 
 

 

 
Minimum 5 p layers, 
 
 
Dura tion of game 
 

 

 
5 – 10 minutes per turn 
 
 
Idea and manual of the game 
 

 

 
The ga me lead er fixes a  paper on the bac k of eac h p artic ipant. On this pap er a  word  /  
a n exp ression d esc ribes wha t the pa rtic ipa nt is in this game. Bec ause he /  she c an not see 
the paper, he ha s to  move a round  a  spec ified  a rea  and  ask the o ther p a rtic ipants about 
wha t he /  she is. The only a llowed  a nswers a re “ Yes”  a nd  “ No” .  After some time, the game 
leader b rings a ll p layers together a nd  everybody ha s to guess wha t he /  she is. 
 
 
Variations 
 

 

 
In the fina l round , the pa rtic ip ants a re not a llowed  to say wha t they think they a re but 
they have to show it using spec ia l sound s, movements, … 
If the words a re not c hosen in ad vanc e, the p layers c a n invent them. The game leader 
c ollec ts the papers and  fixes them in a  random order on a ll pa rtic ipants. 
 
 
Additional Information 
 

 

 
Here are some expressions you might use: Snowman, toothb rush, map  of sta rs, app le tree, 
sung lasses, stamp on a  letter, ea r of elep hant, ba ttery of c loc k, p ic ture frame, 3D movie, 
rad io advertisement, soap , sandwic h toa ster, tra ffic  lights, kiss w ith tongue, wa ter b omb, 
Sc ooby Doo, d iamond  ring , morning fog, tab le tennis ba ll, p ic nic  b la nket, famous rad io 
song , wheelc ha ir, shower gel, bottle of wa ter, g reen butterfly, eMa il add ress, sp ider net, b ig  
ic e c ream, wa terfa ll, b rea d  w ith ham and  c heese, internet website, b ridge over a  river, 
temple in China , c a lendar on the wall, timeta b le a t a  bus stop , washing ma c hine, p illow on 
the sofa , sc reensaver on a  c omp uter, Bounty/ Snic kers, c oc kta il shaker, sa nd  on a  beach, 
w ing  of an a irp lane, small finger on the left hand , pa ge 27 of the Bib le, hea d  full of ideas 
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Time to say Goodbye – Games 
 
 
In this sec tion, some games for the end  of your meeting a re presented . They p rovide the 
pa rtic ip ants w ith the possib ility of saying  good  bye to everyone in a  nic e way, a nd  some of 
them an be used  to g ive feedbac k or persona l messages for everybod y to take home. 
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The last page 
 
 
This handbook was made b y the Eurotransit Network, a  Network of volunteers from Europea n 
Sc out & Guide organisa tions whic h builds European c onta c ts through ac tive projec ts, 
exc hanges and  partnership s. Our a c tivities a re designed  to c omp liment existing  na tiona l and 
interna tiona l struc tures, by offering  d irec t acc ess for a ll g roups to interna tiona l ac tivities 
Through p revious p rojec ts, the Network has a  spec ia lisa tion in east-west exc hanges, ha s 
extensive c onta c ts for summer camp s, pa rtnership s and  sharing  of inter-c ultura l learning  
experienc es. 
 
Feel free to use it for your p rojec ts and  give it to your friends, your friend ’s friends, ... 
 
The website of the Eurotransit Network can be found  under www.eurotransit.org .  
Here you will find  News and  interesting  information about the interna tiona l sc outing ac tivities of 
the Network. 
 
Also on the website, you will find  a  form to send  us your favorite games. This b ook is a nd  w ill 
stay a  non-fina l version as everyb ody c a n partic ipa te and  provide it w ith his or her favorite 
games. Please send  us your id eas so tha t the book w ill g row and  grow a nd  get a n interna tiona l 
touc h – this spec ia l touc h tha t we a ll a re enjoying with our interna tiona l sc outing ac tivities! 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Researc h & Development :  Christian Sc hlueter - DE 
Lay Out    :  Philippe Janssens - BE 
First Ed ition   :  2009 
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