Sherlock Holmes 

Choose one student to be Sherlock Holmes and send him/her out of the room. Then, select one student to be the exercise leader. This person must silently lead the class in exercises. Sherlock Holmes enters the room and watches to see who the leader is. Students should try to confuse the detective by not looking directly at the leader and changing exercises when the detective is not looking.

Name By Name 
Good for the first day of school!
Class stands in a circle and each person loudly and clearly says their first name. If someone cannot hear the name they can say “Repeat!” Then challenge the class to arrange themselves alphabetically without talking and without gesturing. Once they are in circle formation that ends round one. Take a test by listening again to all the names. Round two, those who are out of place move, same rules apply. How many rounds did it take to get the entire class into alphabetical order?
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Four Corners (active)
One person is "it" and closes their eyes. The rest of the

class goes to one of the 4 corners (or 4 designated spots) of the room. "It" calls a number and children in that corner sit down. If they don't sit down, they are 'out'. Continue until there are 6 or 8 left, then you tell them there must be only 2 in each corner or when 4 left - one in each corner. The last person left - gets to be "it".

Human Knot (cooperative)
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 helps to be limber. 

OR

Form the same circle, with one player standing outside the circle, facing away.  While holding hands the circle people turned and twisted and went under and over other players' hands. 

Then the group chanted, "Doctor, Doctor, we need help." 

The "doctor" had to untangle the circle without causing 
anyone to break hands. 

Barnyard (cooperative/active) 

     
Each child is given the name of an animal with three children having the same name.  No one is allowed to tell another which animal he is.  At the signal each child makes the noise of the animal that he has been given.  The first group of three animals to find each other and sit down are the winners.

Beat the Bunny (circle/passive) 

Equipment:  Two balls of different size. 

The bunny (small ball) is started first and is passed from child to child around the circle.  When the bunny is about half way around, the farmer (large ball) is started in the same direction.  Note:  The farmer can change directions to try and catch the bunny, but the bunny can only go one way.

Birds Have Feathers (moderate) 

     
One player is leader.  He and all the others flap their arms like birds.  He calls out names of something with feathers.  If a player flaps his wings on a calling that doesn't have feathers he's out.  The leader flaps his wings on almost all things to confuse the group and calls as rapidly as possible.  "Birds have feathers, bats have feathers, babies have feathers, etc." 

Elephant, Giraffe, Palm Tree (active/circle) 

     
Form a circle with one person in the middle.  The middle person will point to an individual and the person pointed to along with the persons on each side will have to form what was called out. ELEPHANT- Middle person (one pointed to) will form an elephant trunk by putting arms straight in front of you crossed at the wrists.  Persons on each side will form the ears of the elephant by bending toward middle person, cupping around the mouth with hands as if whispering to the middle person. GIRAFFE- Person pointed to raise arms above head, arms extended fingers closed.  Side people will grab middle ones waist bending over. PALM TREE- Middle person raise arms above head in "Y" formation, fingers open.  Side people do the same but lean toward outside, away from the middle person. The object of the game is to try to keep changing all the time.  The game has to be played quickly.  As soon as an object is formed, the person in the middle of the circle has to point to someone else.
Fool Your Family (active/icebreaker) 

Equipment:  One slip of paper for every player.  Papers should be in groups of five, and each group represents a family, for example, the Smiths.  So the first Smith paper would be Mr. Smith, the second Mrs. Smith, the third Brother Smith and so on.  Each family should have a different last name but the same characters (ie) one mom and one dad. Each player is given one slip of paper and they must walk around trading papers with everyone else in the room.  They should try to make as many exchanges as possible, and they should not be looking at which papers they are receiving.  The leader then calls out "Find your family".  The players must find the other members in their family.  When they have found them, they must sit in order from dad to baby in a line on the floor.  The last family to sit down may be eliminated if you choose to do so.  The leader may also give out specific instructions, for example "Find your family without talking".
Machines (cooperative/drama) 

     
Groups of 6-10 must create a moving machine by miming it all together, (each person is a part of the machine).  Others must try to guess what the machine is.  No talking or noises are allowed.

 
Match my Feet (circle/moderate) 

     
Form a circle of players. You stand in the middle. Start the group off with a slow clapping rhythm, such as 2 slow claps followed by 3 quick claps. Repeat this over and over. Walk around the inside of the circle to the clapping rhythm and stop in front of someone. Do a simple step with your feet in time to the beat. The person you're standing in front of must try to repeat your step. If he doesn't, move around the circle and stop in front of someone else. If he does, you take his place in the circle, and he becomes the leader. He may change the rhythm and try to "outstep" another player.
Order out of Chaos (cooperative) 

Equipment: Blindfolds

The group is blindfolded.  Each member is assigned a number.  Once the members are distributed in a defined area, the members must line up in a proper numerical order without verbal communication.  Another task would be to assign each member the name of an animal.  Nonverbally, the members arrange themselves in order of size, form largest to smallest.

People to People (moderate) 

     
This is a good way to divide students into groups in an interesting way. The students should mingle while snapping and saying, "people to people".  The leader will call out commands like, "back to back" or "knee to knee".  The leader can also throw in group commands like, "a group that uses the same toothpaste" or "same color eyes".  Be creative!

Pompadour (cooperative/icebreaker) 

Equipment: Name tags      
Players must find another player with at least four letters in their name that are the same.  Join hands.  Idea is for the entire group to be joined at the end of the game.

Rainmakers (circle/passive/cooperative) 

All of the participants need to sit in a circle.  This activity will create a rain storm at your camp without actual rain.  Each action that is to be done will start with the leader.  As the action comes to each player, they will join in.  You can not start the action until it is your turn.  The action sequence is; - Rubbing hands together - Snapping - Clapping - Slap thighs - Stomp feet. Then, reverse the whole process.  This will sound like a rain storm starting and then slowing down again.

Add on Activities
Probably best in small groups.

Each student says, “I went to the gym today and I…”
They fill in the blank with an exercise or activity. Then the next person says the same thing and adds on. Each person must perform the exercises then add their own.

Example: I went to the gym today and I did 5 jumping jacks.

…played basketball. (pretend to shoot)

…did 4 push-ups.

…did one crazy eight.

Evens/Odds/Multiples 
(Great for waiting in line)

Whole class or small groups. Students stand in a line or circle. The first person in lines says the number one, second person says two… The student must perform the exercise if the number is even (odd or a multiple of __ ). The exercise could be 3 jumping jacks if you are playing by multiples of three. Choose any exercise.

OR

Start with a large number and each student must subtract and decide if the answer fits the rules of the game. 

Example: Start with 99 – 5 exercise on the even numbers

99, 94, 89, 84, 79, 74…

Rock/Paper/Scissors
Rock: Curl up in a ball

Paper: Standing arms & legs extended in a big X flat like paper

Scissors: One arm up in front of you the other down behind you, legs spread one forward one back.

Find a partner, jump three times and land in rock, paper, or scissors. The winner moves to one side of the room to play another winner, loser stays and challenges another loser. Players continue challenging each other to see how long they can stay on the winning side. 

OR

Elimination style: After three losses student sits down. Continue playing until you have a class champion.

Memory Game Warm-Up
Start the music and students walk around the room. When the music stops, they find a person to high-five while saying their name. They have to remember that person as their high-five buddy. When the music starts again, they should move in a different way, as instructed by the teacher. When the music stops, they need to find a handshake buddy, shake hands and say their name. Then they have to find their high-five buddy as well and give them another high-five. Each time the music stops, the students have to find a new buddy, do what the teacher instructs, then find all prior buddies in the correct order and perform the action they originally did together. Possible buddies could be elbow, hip, pinkie, and so on. 
*Later you can instruct students to partner up with their handshake buddy for the next class activity.

Locomotor Parade
Students work together in small teams and line up single file. When the music starts, have the first student in line lead the team anywhere in the room, doing a locomotor movement or action of choice. The rest of the team follows, copying the locomotor movement. When the teacher yells “Switch!” the student leading the line jogs to the back. The new leader of the line can now choose a new locomotor skill or continue with the old one. Continue this process until everyone has had a chance to lead them.

Traffic Jam
In partners, the front person closes eyes and the other puts their hands on the shoulders and guides them around the room. One couple is “IT.” The “IT” couple holds a ball (or some kind of object) in front of them and tries to bump into other teams. The couple that was tagged becomes “IT.”  

I Love My Neighbor Who…
The class sits in a circle. One person says, “I love my neighbor who…(has blue eyes).” Everyone with blue eyes switches places. First one sitting begins the game again.

The Name Game
In a circle the first person says their name and makes up a movement. The next person says the first person’s name and movement then adds their own. 

Create a Dance
Small groups or individuals make up simple movements. Movements can be repeated for an eight count or whatever is appropriate to fit the music. Combine the group movements to create a class dance. 

Dances can include a variety of dance, sport, or exercise movements. 

Example:  Basketball – dribble, dribble, shoot

Hockey – slide right, slide left, score the goal

Commonalities 
Rules:

1. Each person gets the object only once when setting the sequence

2. State the persons name before throwing the object

3. Success is defined as zero drops for each team-mate

4. After each sequence the team will express what worked

5. Do not throw to the person next to you

6. The throwing order stays the same with each sequence.

Description:  The group forms a standing circle facing eachother with enough throwing space between them. One person in the group keeps the throwables. That person lobs the object to a person opposite from him/her. This continues until a person-to-person sequence is set. Once the sequence has been established, the starter starts the ball again. After each successful sequence is completed another throwable is included into the sequence. All throwables should be aloft simultaneously. Continue to add thowables and discuss successful group behaviors. 

Variations: Use small stuffed animals for throwables. Try changing the direction of the sequence, backwards. Try timing the sequence and set goals as a team (warp speed). 
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Zip-Zap
Class stands in a large circle, one student is in the middle. The student in the middle points to a student on the circle and says “Zip.” That student must say “Zap” and squat down with hand on knees. The students to his immediate right and left turn toward each other to jump up in the air and give a high five. Whoever is the slowest to perform the task becomes the new person in the middle. If everyone reacts quickly the middle person remains the same and points to someone else.

Birthday Shuffle 
Students must get themselves in order by birth date without talking.

Options: Circle Formation or Straight Line

Birth Date, Alphabetical 
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Group Juggle 
This can be done in small groups or with the whole class to learn names or just have fun. Students form a circle. Start the game by tossing a ball across the circle from one person to another. Do not toss to any right next to you. It is best to toss across the circle. Everyone should catch and toss the ball one time with the last person tossing it back to the first person. The same order must be used throughout the game. 

*  Have the students set a goal – no drops, 5 drops or less

*  Discuss strategies for success – say their name before you throw 

*  Add multiple balls or other objects – foam ball, beanbag, stuffed animal, rubber chicken…
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Categories
This activity helps split large groups into smaller groups. They are divided according to how they respond to the question or task you ask them to perform.

Clasp hands. Is right or left thumb on top?

Clap once and freeze with hands together. Right/left on top?

Fold arms. Right/left on top?

Pretend to jump over a ditch. Which leg did you jump off?

Sit down on the ground. Which hand touches the ground first?

When getting dressed, which leg do you put in your pants first?

Quicksilver, 1995
Beach Ball Bingo 
Split the class into two teams and have them number off. Place six 20” beach balls in the front of the room. Call out two numbers (that would be four people, two from each team). The two teammate hustle to the front of the room and attempt to hold three of the beach balls simultaneously off the ground for five seconds. If a group drops the ball the other groups wins and gains a point. This is a rapid-fire game, so call out another set of numbers quickly.

* You could make three or four teams to increase participation, but you will need more beach balls.
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Commons 
Split the class into three groups and have them stand in a triangle (equilateral or isosceles it doesn’t really matter). Ask each group to create a sound and a motion that they think will make the other two teams laugh. The sound/motion should not last more than two to three seconds. Call the teams back to the triangle and have each team demonstrate what they came up with. Here’s the challenge: The three teams must meet separately and try to determine what they feel the other two teams will do. The goal is for all three teams to stand in the triangle and on the count of three have all the teams do the same sound and motion together. They can only select from the three sound/motions demonstrated. Play three or four rounds of the game.
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