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Co-operative Games
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Amoeba Tag

Age Level:

5+

Group Size:

10 - 50

Location:

Outside

Supplies:

None

Set-Up:


None

Description:
The game begins with one Tagger.  When the Tagger tags a player, they join hands and continue to run after and tag other players.  Play continues until the “amoeba” grows to four players.  The players then break into two pairs.  Each pair continues tagging until it becomes four players, and then they split into two pairs again, and so on until there is only one player left to tag.  That player starts the game again, becoming the first part of the amoeba.

Variation:
The amoeba can get bigger and bigger and never split into smaller units.  Before you try this variation, commonly called “Blob Tag” make sure that the group is ready for a high level of co-operation and is watching out for each other.

Note:
This game requires a fairly high degree of co-operation and taking care with one another, especially when two or three players are joined as a taging amoeba.  What is the priority for the group?  Do they try to tag another player regardless of what their partner(s) are capable of?

Tub Tag

Age Level:

10+

Group Size:

10-20

Location:

Outside

Supplies:
Bicycle tire tubes (valve removed); half as many as the size of the group.  One tagger object for every six players or for every three pairs.

Set-Up:
The group forms into pairs.  Each pair is given a tube.  After explaining the game, give the pairs time to practice with each other.

Description:
Pairs get inside the tire tubes.  Pairs form a circle, with the Tagger pairs in the centre to start.  The game begins when a Tagger pair tries to tag another pair.  When tagged, the tagged pair becomes the new Tagger pair.  The new pair holds up a tagging object and declares; “We’ve been tagged!” (Three times) to allow the other pair to get away.

Note:
This is a walking tag game.  Monitor closely.  A high degree of co-operation is necessary.  Remind the group not to run but to power walk (fast, powerful walking strides).  Let participants talk about what they learned about teamwork or their partners.

Team Tag

Age Level:

14+

Group Size:

15 - 21

Location:

Outside

Supplies:

None

Set Up:
Divide the group into groups of three players; these are teams.  If the group isn’t divisible by three, then have one team of two players that are physically strong or adept.  (It is the Game Leader’s responsibility to create or rearrange teams so that they are relatively equal in ability.)  After explaining the game, give the teams two to three minutes to strategize and come up with ideas for teamwork.  After each round, give them time to re-strategize.

Description:
In this tag game, everyone is a Tagger, Players can tag anyone except those on their team.  When a player is tagged, that player must go “Down” on one knee in the place they were tagged, “Frozen.” The only way they can become unfrozen is to receive a High-Ten from one of their team members.  In the case of simultaneous tags, if there is a dispute as to who tagged whom, then both players go “Down.”  A player may not fake being tagged and “Frozen”.  When all three members of a team are tagged and “Down” they are “Out” for that round.  The round continues until only one team remains.  When the field is reduced to two or three teams, have the rest other group create a smaller tagging area by encircling the other teams.

Note:
This game can be highly competitive, although, as with team sports, there is also a high degree of co-operation possible within any given team.  Best for mature groups that can handle the competition aspect well.  “Team Tag” can stimulate valuable discussion about sides, equality, competition, war, and peace.

Hoochie – Coochie

Age Level:

8

Group Size:

7- 12

Location:

Inside or Outside

Supplies:
Objects to sit on.  Some examples are carpet squares, wooden disks, or pillows.  Chairs work, too.

Set Up:


Players sit in a circle
Description:

Each seat in the circle has a motion and a sound associated with it.  Before the game starts, the person occupying each seat establishes the motion and sound that will belong to that space throughout the game, except for the person in the Hoochie-Coochie seat.  That seat has the following pre-set motion and sound associated with it: a tickling motion made with the index and middle fingers under the chin of the person to the left of the seat, along with the phrase, “Hoochie-Coochie”.  Starting to the right of the “Hoochie-Coochie Master” (HCM) each person invents a sound / motion combination until the circle is complete.

The facilitator acts as the HCM to begin the game.  The HCM performs the Hoochie-Coochie motion and sound, and then performs the motion and sound associated with any other place in the circle.  The person sitting in the space associated with the HCM’s second motion and sound repeats the action associated with their seat (in a reasonably short amount of time, usually less than five seconds)and then performs the motion / sound for any other seat in the circle (including the Hoochie-Coochie seat).  Play proceeds until someone messes up.

If someone performs his or her own or another’s motion / sound incorrectly, play stops, and that person moves to the seat just to the right of the HCM.  The people between the empty seat and the HCM must move one seat to the right.  The HCM is the judge of when another player messes up.  If a player makes a mistake and the HCM doesn’t notice, then other players must keep quiet.  It the HCM messes up and others notice, then anyone can stop play and unseat the HCM.  In that case, the person in the HCM seat (and everyone else) moves one seat to the right, thus giving the game a new HCM.  Play can continue indefinitely.

Note:   Extra players can be rotated into the seat to the right of the HCM: If someone in the circle messes up, then they go “Out” and the first person waiting in the queue moves into the game.  The player who is “Out” then moves to the end of the queue to await another chance.

Silent Name Game

Age Level:

12

Group Size:

8+

Location:

Inside or outside

Supplies:

None

Set Up:
Players pair up, preferably with someone they don’t know well.  Allow adequate space between pairs so that they do not disturb other pairs.

Description:
Every player gets five minutes to learn as much as they can about their partner, while maintaining complete silence.  Gestures and pantomime, writing in the dirt, and other creative forms of communication are allowed but no talking and no vocal sounds.  When time is up, the group forms a circle.  Partners introduce each other to the rest of the group and briefly relate some of what they have learned.  Partners then have the chance to approve or correct the information given.

Note:
“Silent Name Game” is valuable for allowing the group to interact without the inhibitions that talking together can bring.  This is a good activity to start with and for building relationship.

Favourite F.I.V.E.S.

Age Level:

6+

Group Size:

10-12

Location:

Inside or outside

Supplies:

None

Set Up:
Players pair up and sit together, preferably with someone they don’t know well.  Allow a little space between pairs.

Description:
“Favourite F.I.V.E.S.” is an acronym: “F” stands for film, “F” stands for film, “I” for interest, “V” for vocation. “E” for eats, and “S” for sport or song.  One partner of each pair begins by asking the other what his or her “Favourite F.I.V.E.S.” are: Favourite film, interests, vocation (what they world like to do for a living), eats (favourite food), and sport or song.  Then they switch.  Give pairs about six to eight minutes together.  When everyone is done, re-group and form a circle.  One by one, players introduce each other to the group, saying their partner’s name, and their “Favourite F.I.V.E.S.”  The Game Leader gives each player the chance to correct any incorrect information.

Variation:
instead of relating their partners “Favourite F.I.V.E.S.” directly, ask players to tell the group what they have most in common and least in common with their partners.  Or adapt one or more of the categories to better fit the group.  For example, change “vocation” to “vacation” (What was your favourite family vacation?

Character Cards

Age Level:

6+

Group Size:

8-12

Location:

Inside or outside

Supplies:
A packet of picture cards with a variety of different characters on them (cartoon characters, Star Wars, Disney, Super-heroes, etc.)  You will need approximately 30 cards for a ten-person group, more if your group is larger.

Set Up:
Players sit in a circle.  The Game Leader spreads the cards out, face up in the centre of the circle, while explaining the game.

Description:
Each player chooses one to three cards.  The Game Leader tells players to choose characters that represent a part of themselves – their personality of character.  When everyone has their card(s). Players introduce themselves in turn to the rest of the group.  They say their real name first, show the cards they have chosen, and explaining how they are like the characters on the cards.

Note:
The Game Leader begins in order to set the tone. Establish safety, model risk, and encourage meaningful explanations.  “Character Cards” allows players to reveal their self perceptions and identities; insecurities or labels are often stated through the character.  If players are willing to risk the game can deepen their understanding of one another.  This game can be adapted for most ages.

Signatures

Age Level:

11+

Group Size:

25-60

Location:

Inside or outside

Supplies:
A list of approximately 25 tasks, with a space opposite each task for a signature; one list and a pencil for each player.

Set Up:
Give each player a list and a pencil.

Description:
The object is for players to get as many different signatures as possible (no duplicates) by completing tasks on the list.  For example, one task might be to give someone in the group a High-Five.  Once the task is complete, the player gets the signature of the player he High-Fived.  Other examples of tasks: Get the signature of someone whose parents have the same marital status as yours: someone whose hair you wished you had: someone who travelled more that 100 miles (160 kilometres) to get here; someone who listens to the same music that you do; someone who speaks a foreign language. etc.

Note:
Create a list that is appropriate to the group.  Make it as specific as you can.  Include getting-to-know-you questions, as well as simple tasks such as: “Sit in someone’s lap for ten seconds”. “Ask someone to sing the first line of “Yellow Submarine” or “Get someone to give you a quarter.”  “Signatures” allows for instant interaction and familiarity – how many people have you sung to within minutes of meeting them?

Mask making

Age Level:

6+

Group Size:

2 - 20

Location:

Inside or outside

Supplies:
Plaster cast material (available from craft stores of medical supply stores) cut into 2 to 3 inch (5 to 8 centimetres) strips; small pieces of varying shapes and sizes; Vaseline; vessels to hold water and cast material; plaster, paint, fake fur, feathers, glitter, etc.

Set Up:
Have all supplies assembled and ready for use.  The group gets into pairs.  You will need a space where half the group can lie down comfortable.

Description:
the basic form of a mask is made on each player’s face.  Partners assist each other in getting the basic form made.  The first partner lies down after tying back any long hair and applying a thin layer of Vaseline to his or her face.  After dipping strips of plaster cast material in water to soften them, the second partner applies them to his or her partner’s face.  Eyes can remain closed (mask will be “blind” or open (carefully mould material around the eyes to leave openings in the mask).  Weak areas should be reinforced with plaster paste or more cast material while the mask is still damp.  After masks are thoroughly dry and hard, they can be decorated with paint, feathers, leather, fur, glitter, etc.

Note:
Take great care when working with plaster.  Flush eyes immediately with cool water if plaster gets into them.  Encourage mask makers to be as creative as they want.  Masks often tell quite a lot about their creators, so the sharing of masks can be very meaningful.  A play or dramatic presentation can be part of the project.  Mask making is suitable for some younger children if there is supervision and guidance.

Machine

Age Level:

5+

Group Size:

15-40

Location:

Inside or outside

Supplies:
Cards with the names of several different machines on them; one machine per card.  Examples of machines: pinball machine, bowling pin reset machine, washing machine, or food processor.

Set Up:
Divide the main group into smaller subgroups of 4 to 6 players each.

Description:
Give each subgroup a card with the name of a machine on it.  Using all of its members as parts of the machine, the group must act out the machine.  When ready, smaller groups perform in front of the rest of the group; other players try to guess what machine is being performed.

Note:
each group will need space away from the others in which to create and work together.  Allow ample time for group members to act out their machine before you ask for guesses “machine” allow players to have input, give ideas and create together – an excellent bonding activity.

Would You Buy This?

Age Level:

11+

Group Size:

10-80

Location:

Inside or outside

Supplies:
A wide variety of unusual packaged products, such as food products, personal items, cosmetic type products, etc.  Many such items can be found in a regular grocery store; just look around for unusual packaging or items, and think creatively!  Examples: a jar of pickled pig’s feet, cat hairball remover, salmon eggs (fishing), imitation fishing bait, etc.  you will need one item for every four to eight players.

Set Up:
Divide the group into subgroups of four to eight participants.  Allow ample space of subgroups to create and practice.

Description:
each subgroup must come up with a commercial to sell its product.  However, products should be presented, as having uses other than those would have in real life.  (Imitation fishing bait, for instance, could be marketed as high fashion jewellery.)  Remind participants that they must try to convince others of the value of their product.  Anything foes here – creativity is key.  Give the group ample time to brainstorm, decide on an idea, practice, perfect it.  When everyone is ready, each subgroup performs its commercial in front of the rest of the group

Note:
Encourage creativity and group participation.  If there are shy, non-acting players, then help the group to find a role that will allow those players to participate.  “Would You Buy This?” naturally brings forth humour and a sense of playfulness.  Like “Machine,” it allows players to have input, give ideas, and create together; it is an excellent bounding activity.

That’s Exactly What It Is

Age Level:

11+

Group Size:

6-12

Location:

Inside or outside

Supplies:
One strange-looking, preferably unidentifiable object.  Examples: a small, shrivelled, dried-up apple: a piece of odd plumbing or mechanical part: gel-like fish bait.

Set Up:
The group sits comfortably in a circle; around a campfire is nice.

Description:
this game encourages creativity, imagination, and storytelling.  The Game Leader starts the game by holding up the object and telling a one to two minute story about what the object is.  The story should be as interesting, humorous, and outrages as imagination ad good taste allow.  The story ends with, “And that’s what this is.” Where upon the rest of the group echoes in unison.  “That’s exactly what it is!”  The object is passed around the circle until all players have a chance to tell their story.

Note:
Often the storyteller lies dormant in us or is shy.  This simple game allows individuals to express themselves to the group in a safe creative way.

AUTOGRAPH

Age level:                     14+

Group Size:                   8-15

Location:                       Inside and outside

Supplies:                     3 x 5 inch index cards, pens/pencils. One card and a pen/pencil for each player.

Set up:                        Give each player a card and a pen/pencil. Ask players to write a question on the card that they would like to ask the members of the group.

Description:                   When everyone is ready, players circulate amongst themselves and ask one another,’Can I get your autograph?’. Players sign their names and answer the question on each other’s cards. Answers can be given verbally or written on the card. Players attempt to get as many autographs and answers as possible.

                                       Allow the game to continue until everyone has got autographs from at least half the group. Ask the group to form a circle. The Game Leader begins with the first person on his or her left. ‘I’d like to introduce Peter’. The game leader then reads his or her own question aloud to the group and reads or relates Peter’s answer. For example, ‘My question was ’What is your favourite place on Earth?’ Peter’s favourite place on earth is his garden.

                                       The Game leader then asks how many players have Peter’s autograph and chooses three or four people to read aloud or relate Peter’s answers to their respective questions.

                                       Play continues around the circle until everyone has been introduced.

INNER CIRCLE/OUTER CIRCLE

Age level:                      13 +

Group Size:                   16 – 60

Location:                       Inside/Outside

Supplies:                       A list of questions formulated ahead of time by the game leader.

Set up:                           Divide the group into two circles an inner circle and an outer circle so that players are facing each other in pairs.

Description:                  The object of the game is to stimulate discussion and allow players to interact with each other, especially with those that they wouldn’t normally share important dialogue with. The game leader reads aloud a question. The players in the inner circle answer the question to their partners in the outer circle. The game leader allows a set amount of time for the answers. At time the leader shouts ‘switch’. The other partners then answer the same question. At time the leader announces ‘Rotate’. The inner circle rotates one player clockwise. Now each player has a new partner.

                                       The game leader begins by asking a second question. This time the players in the outer circle answer first. Continue the game,rotating the inner circle at every new question and alternating between inner and outer circles for who answers first.

BLIND SQUARE

Age level:                     14 +

Group Size:                  5 – 20

Location:                      Inside or Outside

Supplies:                      One or more lengths of ¼ inch rope, generally at least 18 /20 feet long.

                                      Blindfolds, one for every player.

Set up:                          Blindfold all players, then hand them the rope and explain the initiative.

Description:                 The objective of this initiative is to make the rope into a perfect square while being unable to see. When players all agree that they have made a square, they lay the rope down on the floor and tell the leader that they are done. The leader then tells the players to take off their blindfolds and observe their work.

Variation:                       First ask players to make a circle; allowing them to see but not talk.

                                        Ask players to make a triangle again allowing them to see but not talk. Finally ask them to make a square allowing them to talk but not to see.

*     Communication is the key – listening to others and working as part of a team.

.

Mind Trap

Age Level:

12+

Group Size:

2-12

Location:

Outside

Supplies:
Numerous objects such as toys and balls; old house hold objects such as telephones, telephone books, empty food containers, raw eggs, magazines, beer cans, soda cans, catalogues, etc.  A boundary rope long enough to mark an area 15 feet (4.5 meters) long and 10 feet (3meters) wide.  Blindfolds; enough for every player.

Set Up:
Use the rope to set up the boundary area, and randomly place the objects within in.  the area should be difficult but not impossible to walk through without stepping on or touching any of the objects; this area is the “Mind Trap”.

Description:
The group forms into pairs.  One partner is the guide; the other is blindfolded.  The objective of the initiative is to get the blindfolded players safely through the Mind Trap without stepping on or touching any of the objects.  If a player touches an object, her or she must begin again.  When one partner is successfully through the Mind Trap, partners switch roles and begin again.  Several pairs can go through the mind Trap at once.

Variation:
“Mind Trap” can be used as a whole-group initiative with a slightly different set-up.  Make the boundary area a large circle.  Make a smaller circle within the larger one.  (Rope or PVC pipe can be used for the boundary markers.)  Start the group inside the smaller circle.  The task is to get every group member out of the danger zone of the Mind Trap and to safety.  Every member must be blindfolded as they go through the danger \one.  Allow participants to strategize how they can complete this task.

