Ha Ha 

	Players: Small to large groups
	

	
Teams competing lay down side by side on floor or ground. The first person lays back of hand on next persons stomach and that person lays back of hand on the stomach of the next to him and so on. The first person in line is to laugh one HA. The next person in line is to laugh HA HA (two times). The third person is HA HA HA. And so on. Any person that breaks out into a giggle is out of the game and must get up and the hole is filled in. The last one to giggle, wins.


Elves, Wizards, Giants 

Another team version of the old game of `Scissors-Paper-Stone’, but has funnier actions and noises which each team has to act out. Each character (Elf, Wizard, Giant) has a specific action or noise. 

	Elf
	Squatting down and imitate pointed ears by holding two fingers up by your ears (similar to making bunny ears). Make "Eeeking" noises while doing this.

	Giant
	Standing on tip toe, arms raised in frightening posture making growling / roaring sounds

	Wizard
	Standing normally but with arms outstretched as if casting a spell. Make appropriate spell casting noises.


As with Scissors-Paper-Stone each character/icon can win against one character or loose against the other. In this case if wanted teams can make the appropriate actions for winning or loosing. 

 

	Winning team:
	Action/s:

	Elves shoot Wizards: Elves win
	Elves pretend to shoot an arrow, Wizards make dramatic gestures as though struck in the heart.

	Wizards frazzle Giants: Wizards win
	Giants pretend to shrink.

	Giants squash Elves: Giants win
	Giants pretend they are squishing something small.


Each team finds a quiet corner and decides on a character to be as a team, after choosing their character each  team stands facing each other with hands behind their backs. On a given signal (e.g. the count of three) the whole team acts out their character with the points going to the team that chooses the winning character. If both teams pick the same character there is a draw. 

String Toss Game
Posted on the Christian Youthworkers egroup
Get a spool of string or yarn. Have each person answer a question of some sort when they have the string in their possession. They then hold on to string and throw the ball/spool to another so they can answer the question. You eventually create a web of some sort. In the end, describe how the web analogous to the group in that we all play a part in creating the web, and that if one person was gone it would look different. Likewise, it is important that we all take part to make the group what it is, unique and special. 

M&M Game
Posted on the Christian Youthworkers egroup
Pass around a bag of M&M's and have each person take as many as they want. For each colour of the M&M's have a question that they have to answer. For instance, red can be, "Describe your first crush." 
You can play this with Skittles or other coloured candies. 

Silly Scrumple
Sent in by Nicole O. 

One person is selected as the leader (who remains out of the game) all players then get into a circle and each gets given a piece of paper to write a silly thing to do on with out letting others see what they have written (e.g. Bark like a dog or sing a song). Each player then crumples their paper up so that the contents cannot be seen. On the leaders command players then start to pass the pieces of paper around the circle waiting for the command to stop. When this happens two people are chosen to carry out the instructions on the pieces of paper they have, without laughing. Those who laugh are out. Repeat until only two people left. 

[Editor: This could be used as an ice breaker if group is allowed to mix and have to swap with each person they meet. Leader periodically then calls on two people to carry out the actions described on the pieces of paper.]

Name Mix-Up 

Sit in a circle on chairs or with definite spots to sit. Put the name of the person on each chair where it cannot be seen. The name on the chair determines the "name" of the person sitting in the chair. Decide where the "beginning" of the circle is. The person at the "beginning" of the circle starts by saying their name (or rather, the name on their chair, which originally is their own name), followed by the name of someone in the room. The person they called says their name and calls someone else's name. That person then says their name and calls on someone else. 

If a person makes a mistake, by forgetting to say their name or someone else's, by not responding in time, by responding when their chair's name was not called, or by calling a name of someone who is not there, then they leave their spot and sit to the right of the "beginning" of the circle. The people scoot one seat to the right to accommodate the person who made the mistake. If the person at the beginning makes a mistake, everyone scoots one chair to the right. The person at the beginning position then starts again. However, since the name on the chair is the "name" of the person sitting in the chair, now the person who's real name is Jenny but sitting in the chair labeled Michelle, must respond when someone calls Michelle and not respond when someone calls Jenny. Continue playing the game until everyone is utterly confused.

Who am I? 

Everyone writes down one fact about themselves that nobody else would 
know. (Don't include names.)  All facts are put in a hat.  One person reads the facts one at a time.  Everyone tries to guess who it is.  For example, the facts could be something like: "I was born in my parents car." or "I was adopted."  It is a fun way to get to know each other. 

HOP-DOP 

All the players (any number of them) are divided into 2 teams and then sit at the table facing each other. One group is given a little coin. The leader of this team must give the coin to one of his partners. He must do it imperceptibly. At the command "Hop" of the opposite team the coin must be shown over the table. At the command "Dop" - it is again hidden under the table, where the players continue to pass it from hand to hand. At the command "Hands on the table!" the players put their hands on the table with the palms down. The leader of the opposite team must guess who has the coin under his/her hand. If he/she guesses, the coin is passed to the opposite team and the game begins anew. 

LET’S INTRODUCE OURSELVES 

All the guests (many of them) get into 2 circles: the ladies are in the inner one, the gentlemen are in the outer one. The ladies and gentlemen are facing each other. The number of ladies is equal to the number of gentlemen. As the music plays both of the circles are moving in the opposite directions (the inner circle is moving clockwise, the outer one is moving counter-clockwise). In 20-25 seconds the music stops. The circles stop moving. There form the pairs. The ladies and the gentlemen introduce themselves to each other. The ladies introduce themselves the first. Then they let the gentlemen know of their 2 hobbies and of 2 things they don't like. Then the music plays again. The round dance moves to the next pause etc. 

CHOOSE A PAIR 

The instructor holds a bundle of many-colored ribbons by its middle. The ladies come to one end of the bundle, the gentlemen to the other. Each of them takes an end of the ribbon. The instructor lets the bundle go. All the partners are now connected by the ribbons. There are the pairs for a dance. 

Musical Hand Shake

Have the kids begin by going around and shaking other children’s hands while the music is playing. Have an adult leader stop the music. When the music stops all the children should be paired up.  The adult will shout out a question and each pair of children will introduce themselves to each other and answer the question. “Hello my name is _________ and my favorite__________ is _________.” The question could be: What is your favorite color?  What is your favorite subject in school? What is your favorite TV show? Food? etc. Ask a different question each time the music stops. Encourage the children to find someone new each time the music stops.  At the end of the game ask what they found out about each other; who did they have the same answer as, etc.
Name "TAG" That Person
Here is a great get acquainted game kids AND adults alike enjoy. Participants make their own name tag according to the theme for your lesson.  Then everyone needs to choose a name that goes along with the theme and that starts with the first letter of their name.

Examples:                                         Characteristic theme:
Undersea theme:                                 Joyful Jane
Electric Eel Ellen                                 Lovable Lori
Magnificent Mug-fish Mel                   Marvelous Mitch

After everyone has chosen a name, have them make their name tag with the name on it and decorate it, so the name is readable. Have everyone sit in a circle on the floor or in chairs and play a modified version of Hot Potato. Instead of a potato, use an inflatable fish or bug or ball. When you throw it to someone, YOU MUST SAY THEIR NAME and then throw it to someone else, saying their name and so on. Go slow at first and then go faster as you go along.

If you have a lot of people, break them up into groups of 8 to 10. Too many people and names to remember is not fun. Enjoy and everyone learns to know everyone's name and SO WILL YOU!

On A Roll 

Pass around a roll of toilet paper with this instruction:  "Each person should take as much as he/she thinks he/she needs."  Do not give any more direction than that.  After every person has taken whatever amount of toilet paper they think they might need, the game goes on...for every sheet of toilet paper, the person must relate one fact about them (i.e. I have a sister named Sue).  It is really funny when someone takes a lot of toilet paper.  

