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Part 1: Introduction

About this booklet

Welcome! This booklet is being shared around the world to support young people who want to
teach kids in their community how to live together in peace. It was written by the Play for
Peace Community for the Play for Peace Community as well as for anyone else who wants to
create a more peaceful world. Some activities are well-known, others were written down for
the first time here after being created by youth and adult Play for Peace leaders, but all are
cooperative games to be used primarily with kids from 6 - 14 years old. This booklet is
intended for youth who have received training from our Play for Peace Certified Trainers and
are about to start leading their Practice Peace Sessions, but if you are now just now learning
about Play for Peace, read on and check out our website to find where you can find Play for
Peace in your area. We also have a video database available to the Play for Peace
Community of these activities act as a visual aid to learning new activities.

How we began

It began with a dream. Two successful corporate team-builders, Michael and Craig, went
through life-changing experiences and decided they wanted to use their skills to save lives. It
was a dream of a red ball bouncing around the world bringing peace through play to areas of
the world stricken by violence. The ball “started bouncing” in Chicago, Bosnia, and the Middle
East in 1996 and by 2014 Play for Peace reached over 1 million children in over 20 countries,
bringing together children, youth and organizations from communities in conflict through
cooperative play to create laughter, compassion and peace.

What we do

We all long for a more peaceful world. We wish that our little brothers, sisters, cousins and
other children we’ve never even met, will grow up safe in an area where they can play and
learn. We wish that wars and the violence on the streets and in our schools would stop. At
Play for Peace we become the change we want to see in the world, striving to be leaders of
peace by teaching cooperation, inclusion, caring and life skills to kids, youth and adults. Our
diversity is our strength and conflicts we experience can become opportunities for growth and
learning. All of what we learn, all of what we teach is through cooperative play. Our model is
simple; by playing together, we laugh together and through that laughter we learn compassion
for one another. Once we feel that connection we promote peace within ourselves and with
others.

LAUGHTER = COMPASSION = PEACE

Who we are

We are a nonprofit organization based in lllinois but we are also, first and foremost, a global
learning community. We believe that peace is possible, that it starts with ourselves, and that
play is one of the most powerful catalyst for change in the world today. We have different
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roles in our global community but everyone plays an equal and important part.

Play for Peace Certified Trainers

We have a skilled team around the globe who teach Play for Peace to others. The Play for
Peace Certified Trainer Community includes members who are diverse in nationality, gender,
race, abilities, religion, age and collectively speak over a dozen languages. They are social
entrepreneurs and volunteers dedicated to promoting peace, social justice and youth
leadership. Our trainers excel at teaching youth and adults to become leaders of peace in
their community by leading Practice Peace Sessions and forming Play for Peace Clubs.

Play for Peace Mentors

Mentors support Play for Peace programming in their community. Mentors include; teachers,
social workers, school psychologist, community leaders, anyone passionate about working
with children, supporting youth leadership, promoting learning through cooperation, inclusion,
caring and fun. A mentor is 21 years old or more can lead a group of youth facilitators to
create a Play for Peace Club, more than one Play for Peace Club or lead Play for Peace
activities themselves.

Play for Peace Youth Facilitators

Around the world, youth are becoming agents of change and ambassadors for peace forming
Play for Peace Clubs in schools, organizations, neighborhoods and communities with the
support of their Play for Peace Mentor. They lead at least four cooperative play Practice
Peace Sessions annually with younger children and other youth, teaching and role-modeling
trust, communication, respect and cooperation, along with many other life skills. Youth and
their mentor often meet weekly to learn new cooperative activities, practice facilitating and
planning their Play for Peace Activities.

Partners for Peace

People of all ages contribute to the success of the Play for Peace vision and mission by
donating needed resources, time, expertise and funds through our Partners for Peace
program. Play for Peace not only touches the lives of participants but all who join the Play for
Peace Community.

What is a Practice Peace Session?

Everyone is invited and everybody wins! This is the motto that guides our work. A Play for
Peace Session is any activity facilitated by a Play for Peace Member that teaches our four
core values; cooperation, caring, inclusion, and fun. Practice Peace Sessions create a safe
environment for people (especially kids and youth) to connect, learn and grow as a
community.

Play for Peace Sessions can take many forms but generally use cooperative play and are at
least 20 minutes to half a day long. Ideally, a series of Practice Peace Sessions are led with
the same group over time in order to build new skills and deepen caring relationships within
the group over time. Community service is also a valuable part of Play for Peace and these

© Play for Peace 2014. All Rights Reserved. 4



activities are used to start community volunteer events as well. In this booklet you’ll find many
activities, but know that they are just a starting point - let your training, imagination and local
needs lead your Practice Peace Session!

The Experiential Learning Model

EXPERIENCE - Participants take part in an initiative, activity, or experience which has
specific goals and outcomes working towards individual or group improvement.

REFLECTION - Participants reflect on the experience through talking or engaging in new
activities. They look at the impact that they had, what was successful, and what can be
improved on in the future. Reflection provides the foundation on which participants apply
lessons learned in a Play for Peace club to everyday life.

APPLICATION - Skills learned through the experience, practicing, and reflection are utilized in
new experiences, showing improvement through the process.

Part 2: Facilitator Tools

Facilitating your Session

Facilitators play a primary role in the successful outcome of Play for Peace play sessions. The
facilitators function is to create a safe and supportive environment that encourages
exploration, learning, risk taking and personal growth. Please bring the following
characteristics with you to the play session; good listener, open minded, focused, organized,
patient, observant, fun, genuine, enthusiastic, confident, willing to learn, sense of humor, team
player, articulate, professional, open, friendly, flexible, energetic, positive, caring.

Essential Elements of your Practice Peace Session

CHALLENGE FOR COMPASSION - Play for Peace utilizes the idea challenge by
compassion. This empowers participants to assess their level of comfort within the activities.
Participants choose the level of participation that they feel comfortable with so no one should
be forced or pressured into participating in ways they don’t feel comfortable. Challenge by
compassion allows Play for Peace facilitators to value the strengths that each participant
brings and to show respect for their ability to make decisions.

COMMUNITY CONTRACT - A Community Contract is made at the beginning of each Practice
Peace session to create a more effective group where each member can feel comfortable and
safe. This can include an agreement to participate fully, to show respect for yourself and
others, and to use positive language. Depending on the goals and needs of the group,
community contracts can be created as an activity itself or presented at the beginning. It is
important to make sure that each participant understands what the expectations are before
beginning a session.

PLAY FOR PEACE RITUAL - All Practice Peace Sessions should open and close with this
ritual to remind us that we are part of a global community and to respect the ‘safe space’ that
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is being created. The ritual consists of everyone in a group together; 2 knee slaps, 2 claps, 2
fingers snaps, point your fingers in the air and say “Play for Peace”. Repeat 3 times, starting
off quietly and ending as loud as possible with a jump in the air.

A Simple Guide to Presenting Activities

Facilitating cooperative games for the first time can be nerve-wracking! Practice leading the
games with other youth on a weekly basis. Use this quick guide of how to present a game or
activity. Remember DADA (describe, ask questions, do, adapt)!

DESCRIBE - Say the name of the activity. Present the rules of the activity, making them as
simple as possible. Speak clearly, so that everyone can hear you. Be creative in your
presentation but do not confuse people with too many details at first. Use stories and humor
where appropriate. Remember- one picture is worth a thousand words. A brief demonstration
will help clarify rules.

ASK QUESTIONS - Before starting the game, checks to see if any of the participants need a
clarification. If you do not ask them, they might not ask you.

DO - Play the game! Even if people are uncertain they will probably learn quickly once when
the action starts. If you still notice confused looks and little or no activity, stop and explain or
demonstrate again. Do a “test run” if the game is complicated.

ADAPT - Check to see if people are having fun. If so, let the game unfold and continue to
observe. If you suspect that energy or enthusiasm is flagging, either change the rules or
change to a different game.

Facilitation Tips and Suggestions
Authentic Leadership Style

1. Find your unique style in creating a relaxed, fun environment for your group.

2. No matter how good the activity is, your leadership can always make it better.
Activities are interchangeabile; it is how you facilitate the activity that is important. A
good leader can make a difficult game work.

3. Make sure you role-model the behaviors, attitudes and values you are teaching.
Actions speak louder than words!

Use Support

4. Have Play for Peace mission and core values on the wall or visible during all Play for
Peace Sessions when possible.

5. Bring your Play for Peace Activities Booklet with you to the Practice Peace sessions
so you can reference games.

6. Ask your mentor for feedback and observations on your facilitation style and group
dynamics. Remember that everyone has areas to grow in and improve.

Safety First
7. Be aware of any physical safety concerns in the play area and bring them to the
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attention of the group. Have a first aid kit or emergency plan in place.

8. Emotional safety is just as important, this experience should be a positive one for all

participants.
Have Fun

9. Remember that the point is to have fun! It is easy to get caught up in rules, equipment,
debriefing issues and questions, rainy day plans, attitude problems, etc., but so long
as people are having fun, they will be interested and open to the learning available to
them. If people are having fun, there are more learning opportunities.

10. Celebrate the successes. Remember to do the Play for Peace Ritual every play
session before and after play.

11. Have an engaging activity to invite children to play as soon as they arrive.

Plan Ahead

12. Plan to practice together for at least 30 mins before Practice Peace Session and a
post debrief for 15 minutes afterwards.

13. The first few minutes can have large impact on the remainder of the event, in fact, the
first 15 to 30 minutes will set the tone for the experience. Use your best activities and
attitude to set the tone for the event. The shorter the program, the more important the
entry period, so in general, start every event with a bang!

14. Don’t be afraid to repeat activities, reviewing activities from previous workshops can
be fun and a good learning experience.

15. Plan more activities than you need, especially when you are new facilitator, and
always be ready to change your plan! Having more ideas that you could ever use may
make you more secure and confident, but you need to remember that you cannot
always predict how groups and individuals will react to cooperative activities. Be
prepared to be surprised.

16. Create activities that children can take home and share with their family.

Debrief

17. You can help children develop compassion by listening to their needs. Take time to let
participants ask questions, receive answers and share feedback.

18. Practice the leading from behind, an excellent Youth Facilitator asks questions in the
reflection stage and rarely gives answers. Your role is often one of an observer to the
process as learning unfolds while watching for physical and emotional safety of the
children.

19. Good debriefing can transform disappointing experience into powerful and valuable

learning opportunities. Fun for the sake of fun is OK; just remember that in Play for
Peace, fun is a tool to access learning opportunities.

Practice Peace Session Curriculum
Many Play for Peace Clubs are focused on creating change in their community such as

diminishing school violence, intercultural or racial divides or increasing child rights and gender

equality. Therefore many Practice Peace Sessions may be focused on those specific issues,
however, we have created a general, globally relevant framework to you reach your Play for

Peace goals. Below is a sequence of monthly themes to orient your work intended to begin in
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January and last the full year. You'll see it closely follows our model of laughter, compassion
and peace. The full curriculum guide with suggested activities, facilitation and debriefing tips

for each theme can be found in your Play for Peace Club Welcome Packet.

Live Laughter

1. Joy of Play
2. Connections, Cooperation & Collaboration
3. Inclusion
4. Caring
Choose Compassion
5. Respect
6. Communication
7. Empathy
8. Participation & Civic Engagement

Practice Peace

9.

Understanding Peace

10. Social Justice, Equality & Dignity
11. Grit & Perseverance
12. Celebrating Community

Your Pre-Practice Checklist

v
v
v

v
v

Do you know who will be coming to the Practice Peace Session? Their needs or

special needs? Languages? Ages?

Have you visited the site where the Practice Peace Session will be held? Do you have

all the permission you need to work there?

Do you understand the goal of the Practice Peace Session?

Is there an agenda of activities?

Do you have all the props you need to lead activities?

Review of your skills
Rate yourself on the following skills by circling the word that best describes your facilitation

skills: GOAL= an area you would like to work on and need support with, OK = an area you are
doing so-so in, GOOD = an area you feel comfortable with, GREAT = an area you feel a level
of excellence.

Source: Heart of Los Angeles Youth Leaders and Loren Rubin

1 Able to plan & organize OK GOOD | GREAT | GOAL
2 Supportive/Cooperative OK GOOD | GREAT | GOAL
3 Proactive, flexible, adaptable OK GOOD | GREAT | GOAL
4 Attentive OK GOOD | GREAT | GOAL
5 Engages the group/able to hold their attention OK GOOD | GREAT | GOAL
© Play for Peace 2014. All Rights Reserved. 8




6 Energetic/Enthusiastic OK GOOD | GREAT | GOAL
7 Fun & caring OK GOOD | GREAT | GOAL
8 Faces & accepts challenges OK GOOD | GREAT | GOAL
9 Can debrief/lead discussions OK GOOD | GREAT | GOAL
9A Questions for reflection OK GOOD | GREAT | GOAL
9B Makes connections to life OK GOOD | GREAT | GOAL
10 Able to present in front of a group OK GOOD | GREAT | GOAL
10 A | Confident OK GOOD | GREAT | GOAL
10 B | Relaxed OK GOOD | GREAT | GOAL
10 C | Friendly OK GOOD | GREAT | GOAL
10 D | Eye Contact OK GOOD | GREAT | GOAL
10 E | Body Language OK GOOD | GREAT | GOAL
10 F | Articulation OK GOOD | GREAT | GOAL
11 Responsible for others’ safety OK GOOD | GREAT | GOAL
12 Knowing, using core values OK GOOD | GREAT | GOAL
13 Open Minded OK GOOD | GREAT | GOAL
14 Creative OK GOOD | GREAT | GOAL

Part 3: Activities List

Openers & Energizers

1.

Play for Peace Ritual
Materials: None

Play for Peace Tip: This activity gets the group in sync and develops a sense of
community quickly. It is important to open and close all Practice Peace Sessions with

this.
Instructions:
1. Get the group into a circle.

2. Demonstrate the Play for Peace Ritual sequence and have the group mirror the

actions:
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a. Clap thighs twice, then clap hands twice, then snap fingers from left

hand, then from right hand, then with index fingers pointing upward, say
'Play for Peace' together.

3. Vary degree of loudness, softness, repeating several times.

2. Getting Group Attention
Materials: None
Play for Peace Tip: When a group is laughing and playing together, it can get loud.
These activities are an easy, fun way to bring the attention back to the facilitator so
instructions can be heard.
Instructions & Variations:
1. Itis good to start the session sharing the method you will use bring the
attention of the group back to the facilitators throughout the session.
2. Invite the group to “see how fast we can quiet down so we can move on to the
next activity." Here are a few quick activities you can introduce:
a. Ask the group to raise their hand and stop talking as soon as they see a

b.

hand raised.

Bring a kazoo, train whistle or a funny noise-maker (regular whistles are
seen as a bit too "discipline" oriented, so we discourage their use).
Say, "If you can hear me, clap once” (let the group clap once), “If you
can hear me, clap twice” (let the group clap twice).... You can also call
out different actions such as “raise three fingers”, “stomp your foot”,
“jump up and down," etc.

"Bumpity-bump-bump" "Bump-bump" (Group does last two as you
signal to them as an orchestra director would). Repeat this until the
whole group is saying "bump-bump."

Tell the group: “When | say OK, you say alright ...OK, OK, OK. (group
follows with Alright, Alright, Alright.) “When | say alright, you say OK,
alright...alright...alright” (group follows with OK, OK, OK.)

3. Moomba (Australia)
Source: Playful Activities for Powerful Presentations

Materials: None
Play for Peace Tip: This is a good initial icebreaker and stretching exercise.

Instructions:

1. Tell everyone "We will be stretching and yelling “Moomba” five times, each time
getting louder and louder.
2. Here is the stretching sequence:

a.
b.

Q

Start by reaching our toes (whisper "Moomba").

Stretch our arms in front reaching forward around or below the waist
level (say “Moomba” a little louder).

Place hands at chest level (say “Moomba” louder).

Hands at the shoulders (say “Moomba” even louder).

Finally reaching up high on tip-toes (everyone is yell "MOOMBA!").
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Go through the sequence at least twice to make sure everyone is able to get it.
Ask: "What do you think “Moomba” means?" Let them guess.

Tell them that it is a word in an Australian Aboriginal language.

Go around and let them take a few more guesses (repeat the guesses if in a
large group, so that everyone hears and to encourage others to share).

Finally tell them that “Moomba” means, “Let’s get together and have some fun.”
As a group shout it together one more time now that they know what it means.

4. Alive Awake Alert Enthusiastic (South Africa)
Materials: None
Play for Peace Tip: If you notice the energy of the group is low, this is a great
energizer!
Instructions:

1.

2.

Tell the group that “this is a song that is sung slowly at first, then faster and
faster until you reach supersonic speed! Motions go with each word.”
Demonstrate the sequence and words slowly and have the group mirror your
actions:
Here is the sequence:

a. Alive: hands on toes

b. Awake: hands on knees

c. Alert: hands on hips

d. Enthusiastic: follows these syllables

-"enthus" hands on shoulders

-"i" hands up high in the air

-"astic" hands back on shoulders
So the song sounds like this: "I'm alive, awake, alert, enthusiastic, I'm alive,
awake, alert, enthusiastic. I'm alive, awake, alert. I'm alert, awake, alive. I'm
alive, awake, alert, enthusiastic!”
Notice that the third time the phrase is said it is different from the rest, thus the
motions must change accordingly.

5. 2-4-8 Shake
Materials: None
Play for Peace Tip: This is also a quick energizer and can be helpful if the children
don’t speak English, or the same language that you do.
Instructions:

1.

2.
3.

Tell the group you will be going through a sequence of actions that will increase
with speed.
Demonstrate the actions and have the group copy your movements.
Here is the sequence:
a. Shake your left arm 8 times.
Shake your right arm 8 times.
Shake your left foot 8 times.
Shake your right foot 8 times.
Shake your bottom 8 times.

©cooo
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4. Now, tell the group, "We will start with a set of 8 and go through the whole
routine and then cut it in half to 4 “shakes”...then to 2 and finally to 1."
5. The sequence keeps gaining speed until we get to the end.

6. "My Bonnie Lies Over the Ocean” Sit/Stand (Oceania)
Materials: None
Play for Peace Tip: A great sing-a-long activity that gets the group moving and
laughing. This works well in a classroom setting where there are chairs and not a lot of
room to move around.

Instructions:

1. Teach the song and tell the group to join in. Then the whole group will sing it
together.
2. Hereis the song:

My Bonnie lies over the ocean

My Bonnie lies over the sea

My Bonnie lies over the ocean

Oh bring back my Bonnie to me.

Bring back, bring back

Oh bring back my Bonnie to me, to me
Bring back, bring back

Oh bring back my Bonnie to me.

3. However, when they sing the song the next round, they stand up and sit down
(or crouch if there are no chairs) every time they hear a word that begins with

“B_”

4. Holding hands in the circle increases the fun.

7. All Bananas Unite (South Africa)
Materials: None
Play for Peace Tip: This activity gets the group to participate and be a bit silly

together.

Instructions:

1. You will be teaching a song with motions to the group. This song uses call and
response with the facilitator leading and the participants repeating what the
leader says.

2. Here is the song and sequence:

a.

All bananas unite! (repeat) Niiice, Niiice, Nice, Nice, Banana (repeat) /
said niiice, niiice, nice, nice, banana, (repeat)

i.  Hands up in the air touching above head
Peeeeel, Peeeeel, Peel, Peel, Banana (repeat) | said peeeeel, peeeel,
peel, peel, Banana (repeat)

i.  Move one arm down and then the other to peel)
Sliiice, Sliice, Slice, Slice, Banana (repeat) I said sliiice, sliiice, slice,
slice, Banana (repeat)

i. Hands simulate horizontal slicing motion
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d. Mooooosh, Mooooosh, Moosh, Moosh, Banana, (repeat) | said,
mooosh. moooosh, moosh, moosh, Banana (repeat)
i.  Hands are in fists and push downward to simulate smoosh)
e. Eeeeat, Eeeat, Eat, Eat, Banana (repeat) | said, Eeeeat, Eeeeat, Eat,
Eat, Banana (repeat)
i Thumbs out moving towards mouth, pretend banana
f.  Gooo, Gooo, Go, Go, Banana (repeat) | said, Gooo, Gooo, Go, Go,
Bananasl!!! (repeat)
i. Shake body and have fun!)

Name Activities

8.

10.

Gimme Five
Materials: None
Play for Peace Tip: Quick name game that works best with groups of 12-15 people or
less. This activity helps participants remember others peoples’ names.
Instructions:
1. Startin a circle and go around the circle having everyone share their name.
2. Ask for a volunteer to be “it"(or you start), and have the person go in the middle
of circle and be the giver of “five.”
3. Everyone starts with one hand outstretched, palm up.
4. The facilitator calls out a person’s name in the circle; the middle person who is
“It” then tries to tag that person's hand. If anyone moves (tries to dodge) the
hand s/he becomes "It". The person named can only escape being “It” if they
can call out another person’s name in the circle before they are tagged.
5. The groups goal is to keep "It" in the middle as long as possible.
6. If "It" tags someone's hand before they say a new name, the two switch places.

Ball Toss Name Game

Materials: soft throwable balls and/or small stuffed animals

Play for Peace Tip: This activity helps participants hear the names of people in the
group multiple times and learn them without being intimidated by having to memorize
everyones name. This activity transitions nicely into Hustle Bustle.

Instructions:

1. Get the group into a circle and have everyone introduce themselves (first
names only).

2. One person will start and toss the ball to another. Each participation call out the
name of the person they are throwing the ball to. Ask participant say “Thank
you,(name of person)” to the person they received the ball from before passing
it to the next person.

3. Once names have been learned well, introduce more balls or animals to throw.

Bumpity Bump-Bump-Bump Rhythm Game

Materials: none

Play for Peace Tip: This activity gets participants practicing other people’s names
under a little pressure.
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Instructions:

1. Have the group stand in a circle. Ask them to learn the name of the person on
their right.

2. Demonstrate that there will be a person in the middle of the circle who gives
actions to the group to do, like: raise your right hand, lower your left hand, raise
your left hand.

3. Ask each participant to tell the person on their left side, "Good job".

4. Now the person in the middle points to one person in circle and starts to say,
“Bumpity bump bump,” and the person to the left of the person being pointed to
must say that person's name before the person in the middle says the last
‘bump” or else the person saying the name goes to the middle.

5. Itis more fun if the people in the center point to people randomly.

11. Virginia’s Reel 7

Materials: none
Play for Peace Tip: This activity gives participants the opportunity to get to know
interesting information about other people in the group. Make sure the topics are
relevant to the kids you are working with.
Instructions:

1. Have everyone partner up and have partners face each-other in two lines.

2. Ask the group to shake hands and with their partner and share one thing about

themselves or answer a particular question.
3.  Suggested topics or questions to answer:
a. Something unusual about your family or friends...

What you plan to do when you ...

What your favorite animal/food/vacation place/color/movie/book/ is?

Who you would bite if you were a mosquito?

What you would sell if you were a vending machine?

f.  Where you would be if you were in your favorite place?

4.  After they share responses, then have all participants move one person to the
left and introduce themselves to the new partner. Give them another topic for
sharing (or you can keep the same sharing topic).

5. The two people at the ends move to the other line and now face the opposite
direction.

6. Keep asking the group to move as they continue to rotate around the circle.
Keep this moving quickly.

®cooo

12. High Five
Materials: none
Play for Peace Tip: This is a quick activity that gets the group moving quickly and
practicing names of the group.
Instructions:
1. Have group stand in a circle.
2. One person starts by calling another’'s name. They meet in the middle and high
five.
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3.  Thefirst person takes the 2nd person’s spot in the circle, and the 2nd person
calls another person’s name and starts the process over again.

13. Hustle Bustle

Materials: soft throwable balls and/or stuffed animals

Play for Peace Tip: Great name game and also helps the group start working towards

a common goal.

Instructions:

1. This is a timed activity where everyone says their name, in a pre-determined

order, as fast as they can. The order can be created by standing in a circle and
passing a soft ball or stuffed animal around (it's best for it to be thrown to a
person in front of them).

2. Whoever has the ball says his/her name and passes it to someone else.
3.  Each person should only say their own name once.
4.  After the pattern is practiced the first round is timed, then the group attempts to

get their best time.
5. Variation: Pass a the ball backwards with each person saying his/her name
backwards. Now try the two balls at the same time, one going in each direction.

14. Meeting Eyes (Look Up, Look Down)
Materials: none
Play for Peace Tip: This activity can be played quickly and gets people making eye
contact with others.
Instructions:
1.  Get the group into a circle.
2. When you say “Look Up,” tell everyone to look up to the ceiling.
3.  When you say “Look Down”, everyone will focus their eyes on just one person
in the group.

4.  If two people are staring at each other, they must yell out loud.
5. Do afew rounds of “Look Up, Look Down.”
6. Try having people change places with the person who they meet eyes with, or

giving each other a high five or a handshake on the way.

15. Memory Circle (Animal Memory Circle)
Materials: none
Play for Peace Tip: A name game that challenges the group’s ability to remember
names.
Instructions:
1.  Get the group into a circle.
2. Ask for a volunteer to go first. Have the first person say his/her name.
3. Then, have the second person (on the right of the 1st person) repeat the first
person’s name and add his/her name.
4. Next, the third person says the first one’s name, the second one’s name and
adds theirs, and so on.
5. The last person has a long way to go. They will repeat everyone’s name in the
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6.

7.

group. They can ask for help if they need it.

In younger groups you may want to do it in unison, with the whole group saying
the names prior to each person saying his/hers.

Variations

a. Animal Variation (younger group): Use animals as opposed, or in
addition, to names (they can even make the sound of the animal). Go
around and have everyone name an animal. If you do memory circle:
the first person says an animal and the second repeats that person’s
animal and adds a second animal and the third says the first one’s, the
second one’s, and adds theirs and so on. . .

b. Adjective Variation (older groups): When going around have everyone
add an adjective in front of their name that starts with the same letter as
their name (group can help each other if a person cannot think of one).
It is also fun to do gestures in front of the name, this must be G-rated of
course.

16. Name by Name
Materials: none
Play for Peace Tip: A name game that challenges the group’s ability to remember
names.
Instructions:

1.
2.

B

Have the participants stand in a circle and go around saying their names once.
Make sure everyone’s name has been heard or ask the person to say their
name louder.

After each person has said his/her name, announce the challenge: everyone
must now rearrange themselves so that the circle is in alphabetical order by
first name.

Announce the Rules: no talking, or hand gestures; only helpful pointing.
Repeat names again to see how close everyone is to their correct alphabetical
order.

That is the end of Round One. Have the group announce their last names and
rearrange their places according to last names. Play again with same rules and
test again.

Continue Rounds until everyone is in the correct order.

17. Tarp Name Game
Materials: a tarp or parachute to use as a screen, two chairs or crates to sit on
Play for Peace Tip: This game requires that participants already know each other’s
name (you may want to play another name game first if not).
Instructions:

1.
2.

3.

Split the group in half, and have them face each other.

Hold the tarp with your other facilitator in between the two groups so that they
cannot see each other.

If you have chairs, place one chair facing each of the groups on either side of
the tarp. So, now each chair is facing one group and has its back to the tarp.
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4.  Quietly, have each group place a volunteer on the chair facing their own group.
Once ready, pull down the tarp and have the group try to explain who is sitting
on the other chair (maybe describing how they are dressed or something about
them).

5.  The people sitting down in the chairs must guess who the person being
described is.

6. The person who guesses correctly first brings his/her opponent to his/her team.

7. Variation: The two people sit on either side of the tarp facing each other, and
must say the name of the person first (as fast as possible with no description
prompts).

Pairing and Grouping Techniques

If you want participants to mix with people they do not know, make sure that nobody feels left
out, or create a feeling of fun while getting the group organized into the next activity, then it is
best to give some specific instructions for dividing.

18. Pairing Options
Materials: none
Play for Peace Tip: Participants are more likely to partner with people they do not
know if they have a task to focus on while they form groups.
Instructions:
1. Here are some tasks you can give to the group:

a. Have everyone find someone who has the same foot size (Solemates).

b. Have everyone find someone who has the same thumb size OR
someone who has a completely different thumb size.

c. Have everyone find someone who has a birthday during the same
month as theirs (and who they do not know).

d. Have everyone find someone who is about the same height (whose
name starts with the same letter, who has the same number of brothers
and sisters, who likes the same sport, wearing the same color clothes,
who likes the same food, etc.

2.  What other ideas can you come up with to get people paired up with someone
new?

19. Dividing into Two or More Groups
Materials: none
Play for Peace Tip: Dividing participants into groups can be its own game, have fun
with it!
Instructions:
1. Here are some tasks you can give to the group:
a. Have everyone whose birthday is January to June go on one side of
room and July to December on the other (balance them if not even).
b. Have everyone put their hand behind their back and at the count of
three show one or two fingers (or face their palm up or down, or point
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right or left). For 3 groups have them use three fingers. (Do it quickly so
there is no time for friends to conspire.)

c. Have everyone pretend their finger is a pencil and stretch out their hand
in front of their face and draw a circle (or the face of a dog). If they are
turning clockwise or counter-clockwise have them go to one side or the
other (if the dogs face is facing to the right or the left).

d. Have everyone hop on one foot. If they are hoping on the left have them
hop to one side and if on the right have them go to the other.

e. Have everyone that has an older sister go to one side and an older
brother to the other and everyone who has both or neither goes in the
middle. Balance out the groups from those in the middle.

f. Have everyone close their eyes and decide if they are a horse, a cow,
or a dog. Have them make the noise of that animal and form a group
consisting only of one animal. They can do this with their eyes open or
closed, but they cannot switch groups.

g. Have the group decide on simple tunes (the same number as groups
you are seeking), either popular ones or ones like row-row-row your
boat, Mary had a Little Lamb and 3 Blind Mice. When you say go you
want them to all start singing. Have them go to different sides based on
the song they are singing.

20. Fun Divisions
Materials: none
Play for Peace Tip: Here is an activity to be played as a game or to divide into smaller
groups. Karl Rohnke, one of the founders of Project Adventure suggests doing 10-12
grouping activities and to keep the groups moving if playing as a game.
Instructions:
1. Here are some samples of ways to divide the group or just have fun:
a. Clasp your hands and fold your thumbs. Is your right or left thumb on
top?
b. Fold your arms. Is your right or left arm on top?
Can you roll your tongue or turn your tongue upside
Using your index finger as a pencil, draw a circle in the air. Does your
finger travel clockwise or counter-clockwise?
How many siblings are there in your family counting yourself?
In what month were you born?
Are you wearing jewelry? Wristwatches do not count.
When you clap, is your right or left hand on top? Parallel hands?
If someone asks you to turn around, which way do you turn?
When you sit on the ground, which hand touches the ground?

oo
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21. Smith Circles
Materials: none
Play for Peace Tip: Here is an activity from Tom Smith to be played as a game or to
divide into smaller groups.

© Play for Peace 2014. All Rights Reserved. 18



Instructions:

1.

2.

Call out the size of groups and have participants get in those sizes groups (may
want to be flexible so nobody gets left out).
At each meeting point have them introduce themselves and share something
about themselves or respond to a question, like:

a. favorite place to be?
favorite food?
history of your name?
something unusual about your family?
if you were a vending machine, what would you sell?
if you were an animal (other than homosapiens) what would you be?
You may choose to have them get in completely different groups each time or
begin merging groups. For this, decide how many groups you want and how
many people you want in each group.

~0 Qo0 o

22. How Many Handshakes?
Materials: none
Play for Peace Tip: Here is an activity to be played as a game or in order to divide a
big group into smaller groups.
Instructions:

1.

2.

To get the group to split into 4 smaller groups, have the participants decide (in
their mind) what number they would like to be 1, 2, 3, or 4.

To discover which other people will be in your group, walk up to someone and
shake hands the number of times representing the 1-4 number that you picked.
If your number is 2, and someone tries to shake your hand 3 times, excuse
yourself politely and continue your search.

When you find a hand moving up and down exactly the same number of times
as yours, keep that person with you, and together try to find others to shake
your hand the same number of times. (If, at the end, you do not have equal
groups, ask a few participants who are willing to change groups to equal them
out).

Partner Activities
23. Face Off
Materials: none
Play for Peace Tip: Partner activity that has pairs trying to match expressions from
movies.
Instructions:

1.

2.
3.

There are three expressions to use during this activity. The group must
memorize these expressions before the start of this game.

Have each person pair up with someone they don't know.

The pair's objective is to try to get three matching expressions.

Partners stand back to back so they cannot see each other. One or both people
must count to three.
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On three, they spin to face each other and immediately do one of the three
expressions (below are examples only, use movies/stories that are relevant to
the children):

"Home Alone:"Palms on cheeks with a shocked expression and yell “Ahh.”
"Kung Fu:" Martial arts pose with hands out in front of you & "High Ya!"

"Curly of 3 Stooges:" Lips loose, palms smacking cheeks with baby noise.

24. Jump Start (Jumping back to back)
Materials: none
Play for Peace Tip: Make sure to announce safety concerns with this activity and ask
participants not to try to lift the other partner off the group when they lock arms. Do this
activity only with a group you have worked with over time so that you know they will
follow this rule.
Instructions:

1.
2.

o~

Start in a circle, players pick someone (next to them, or that they do not know).
Have them introduce themselves and stand back to back. Ask participants to
lock arms with partner, but to refrain from picking each-other up (important
safety concern).

Ask each person to think of a number. Have each partner share their number.
Now add up the 2 numbers to arrive at one number for each pair.

Jump up and down that number of times together with arms locked.

Variation: add to the activity by asking them to form groups of four, jump ten
times, and then groups of eight, jump 12 times together. Now form a group with
everyone facing outside and jump....

25. Two-four-eight Person Twirl (Twirling Leans)
Materials: none
Play for Peace Tip: Make sure to announce safety concerns with this activity and ask
participants not to let go once they are holding hands with others in the group.
Instructions:

1.
2.

3.

4.
5.

Participants get into groups of two's.

Have them put their feet close together and plant them into the floor, hold both
hands with their partner and lean in opposite directions remaining stiff.

Once they are leaning in opposite directions, have the pair twirl around in a
circle.

Now join with another pair and twirl in a group of four, now eight.

When done, go around to everyone they spun with and thank them.

26. Handshakes
Materials: none
Play for Peace Tip: Teach a few handshakes to the group and then let them get
creative creating their own unique handshakes that participants can teach the group.
Instructions:
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Everyone face partners. Shake hands, the old way, the soul way, the bent
fingers way and then finish with dove way—Ilock thumbs and wave all other
fingers, both people saying "Play for Peace."

Lumberjack Handshake

a. Partners face each other and place their right feet in front of them next
to each other's right foot.

b. One person sticks arm in front with fist and thumb up. Partner grabs
thumb with fist and puts his/her thumb up. First person grabs partner's
thumb with fist and puts thumb up; finally, partner grabs thumb so that
they have a tower made of fists and thumbs.

c. Now they move arms back and forth as if they were sawing.

Fisherman's Handshake

a. Face partner with right arm out.

b. Line up forearms so each person's fingertips are close to their partner's
elbow.

c. Gently clap their partner's forearm (making the sound of a flapping fish),
sliding down to clap their hand.

. Chicago Handshake

a. Face partner, holding a pretend cup of coffee in left hand.

b. Explain that "Since Chicagoans are so busy and it's so cold, they
sometimes say hello on the go.”

c. Walk toward your partner almost passing him/her before you notice
him/her.

d. Now stop, but since you're already past, the only thing you can shake is
their right ankle.

e. Both people lean slightly forward lifting right leg.

f. Grab your partner's right ankle and shake.

5. Create a Shake

a. In pairs, have players invent 3 of their own "High Fives" or handshakes.
b. Have them present their favorite one to the group.

27. Over Under the Bridge
Materials: none
Play for Peace Tip: A fun partner activity that gets the group moving and energized. It
is a good activity to reflect on competition and cooperative games because while
counting how many times it can feel competitive at first, but when you realize you can
only get points when others get also get points for going under or being the bridge,
kids realize it works better to cooperate and all high scores.
Instructions:

1.

2.

Players partner up and link up both hands together raised over heads (like
London Bridge).

Pairs walk around and go under another group or try to get the other pair to go
under them.

Do this randomly at first, then have all pairs count how many times they went
under and were “over.” They may line up to form a tube and one group starts to
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28.

29.

30.

go under followed by next group, then next, etc....

Mirrors

Materials: none

Play for Peace Tip: Let the group know that in pairs they will be sharing the roles of
“Actor” and “Mirror” and to pay close attention to the details so they can replicate the
movements as close as possible.

Instructions:

1. Have everyone pair up.

2.  Have pairs decide who will be the “Actor” and who will be the “Mirror” (if you
want you can suggest that the oldest or the tallest is the “Actor” and the other
will start as the “Mirror”). Say: “Don’t worry, you will reverse roles in a bit.”

3.  Ask “Actor” to pretend to act out roles in slow motion. Some scenes could be
“in class, eating at home, dancing, playing ball, etc.”

4.  The “Mirror” copies the movements of the “Actor.”

5. Once they have done a few scenes, reverse the roles.

Shadow Game
Materials: sunshine is needed!
Play for Peace Tip: This game will only work outside on a sunny day but will be one
the kids replicate at home or in recess because it becomes self-directed very quickly.
Instructions:

1. Ask participants to form pairs or groups of three or four.

2. Ask them to look at their shadows.

3.  Say the name of an object or animal (i.e. "elephant") and ask them to make

their shadows look like like the object or animal.
4.  Have participants share their techniques with the group.

People to People
Materials: none
Play for Peace Tip: Get the group to meet new people and experience close contact
with others. Introduce the idea of “extensions” so that participants can gauge their
comfort zone, this is especially important when including cultures where close contact
can be taboo.
Instructions:

1. Everyone starts in a circle with a partner.

2.  The "caller" does not have a partner.

3.  When the "caller" says, "People to People" everyone tries to find a different
partner. Ask partners to introduce themselves.
The person without a partner becomes the “caller.”
The “caller” will give the group commands, like "foot to elbow", for example,
and the pairs will respond by touching one of their feet to one of their elbows.
The “caller” continues to call out different body pairings.
6. Also, you can introduce “extensions” to be used if the call is too close, such as

“nose to nose.” For this example, participants can connect their thumb to their

o~

© Play for Peace 2014. All Rights Reserved. 22



nose and their pinky finger to their partner’s hand that is attached to their own
nose.

7.  After the “caller” has given a few commands, they yell “People to People,” and
everyone finds a new partner and the game continues.

31. Cooperative Finger Count
Materials: none
Play for Peace Tip: Have the group put on their math thinking cap, this is a fun
addition game. This is a good activity if activities have been very physical and you
want children with other talents to shine also.
Instructions:
1. Have everyone find a partner.
2.  Ask partners to face each other. Each person places one hand behind their
back and at the count of 3, see if both can pull out fingers that add to 7.
3. See how fast the pair can reach 7 again without repeating the same number
pairing.
4.  The first time they have done it call out "one," the second time "two," etc..
5.  Havethemtryit 5 or 10 times.
6.  Variation: Get into groups of 3 and add up to 13, see how fast they can do it.

32. Partners & Compound Words
Materials: none
Play for Peace Tip: This activity has the group moving around with eyes closed, so it
is important to introduce the idea of hands and arms up as “bumpers” to keep
everyone safe. It would also be an activity for a group that you have worked with
before or already knows each other well and has a high level of trust.
Instructions:
1. Instruct each player to find a partner and gallop.
Have them stop and find another partner.
This round have the pair run backwards.
Have them stop and find another partner.
This round have the pair move side to side, hop...
Now have the pairs find two words that go together (chocolate chips, apple
sauce, potato chips, etc.).
7.  Ask each partner to claim part of the words. For example, one partner would be
“chocolate,” the other would be “chips.”
8.  When they have their claimed words, pairs separate from each other saying
"Bye".
9. Partners then line up across from each other, close their eyes and stretch their
arms in front of themselves as bumpers.
10.  The only ways for partners to find each other with their eyes closed is for each
to say their word and listen for their partner’s response.

o0k wN

Circle Activities
33. Finger Catch
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34.

35.

36.

Materials: None

Play for Peace Tip: This is a great first activity when you are starting a session! It
works well as an icebreaker when people have never met before.

Instructions:

1.  Clear a space and have the group stand in a circle.

2.  Have everyone put their left palm up toward the sky.

3.  Next ask everyone to put their right index finger pointed down into the middle of
the palm of the person to their right.

4. Choose a magic word, like "PEACE," and tell the group that when the facilitator
says "PEACE" each person will try to catch their neighbor's finger in their palm,
while at the same time, pulling up their index finger so they do not get caught.

5. Tell a simple story that involves the magic word and let the group reset for a
few rounds. You can also ask the group to choose a magic word.

Circle Slap
Materials: None
Play for Peace Tip: This is a fun challenge for the group to have to pay close
attention to the sequence of movement in the circle.
Instructions:

1.  Get the group into a circle.

2.  Have everyone place their hands on the floor or table.

3.  Moving clockwise around the circle, everyone slaps his/her hands on the floor

or table in order.

4.  Then try crossing hands with the people next to you, so someone else’s hand is
in between each participants hands on the floor or table.
Try to go in the order of hands.
Also you can introduce that a double slap sends the impulse going in the
opposite direction.

2

King/Queen Frog
Materials: None
Play for Peace Tip: A tricky, but fun game that challenges the group to pay close
attention to the movements of other participants.
Instructions:
1. Have the group sit in a circle.
2.  Ask everyone to choose an animal and motion. Go around and have everyone
share their animal and motion.
3. The Queen frog starts by showing her motion, then someone else’s motion.
That person then does his/her motion and someone else’s and so on.
4. If someone misses or makes a mistake, they take the Queen frog spot.
5. People move down one spot until that place is filled.
6. What's tricky is that the motion stays in the spot, not with the person.

Circle-Within-A-Circle
Materials: Hoola hoop or rope/webbing circle tied in a circle.
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37.

38.

Play for Peace Tip: If you want to add challenge to this activity, time how long it takes
the group to make one full circle with the hoola hoop and have group try to beat their
time.
Instructions:
1. Begin with the whole team in a circle, holding hands.
2. Insert the hoola hoop into the circle and reconnect the hands through the
middle of the hoop.
3.  The group must pass the hoola hoop from one person to another without letting
go of hands.
4. Have the whole team pass through the hoola hoop, one individual at a time,
then try going through it 2 people at a time, then 3.

Play for Peace Dancing Fingers

Materials: none

Play for Peace Tip: Some people will get this with ease, and others will have a
difficult time, encourage the group to help others. This is a great activity where children
learn by teaching.

Instructions:

1. Talk about and demonstrate high-fives, high-tens, low-tens, high-ones, etc.

2. Introduces high fingers and then say, "See if you can do this: place your hands
and fingers together, then bend and lower the middle finger and twist around so
that your middle finger is waving hello.

Now have them try this with a partner.
4.  Then have the group try it in a circle with the people on either side of them.
Help each other. Wiggle your fingers.

w

Twizzle
Materials: none
Play for Peace Tip: Great way to get participants moving and listening to directions.
Instructions:
1. Form a large circle with everyone facing clockwise.
2.  Explain the terms used and actions that follow:
a. GO - Walk in the direction you are facing
b. STOP - Stop moving and freeze
c. JUMP - Jump forward
d. SPIN - Make a half turn (180%)
e. TWIZZLE - Make a full turn(360%)
3.  Facilitator will call out terms in various orders and participants follow with
action.
4.  You can also have the group start walking and respond to the calls as they are
given.

39. Zoomert Impulse

Materials: none

© Play for Peace 2014. All Rights Reserved. 25



Play for Peace Tip: This game can be played quickly to get the group familiar with
names or the group can play many rounds. See how fast they can pass the “zoom.”
Instructions:

1.
2.

Have group get into a circle.

Facilitator (in circle) tells person to their right, "I'm going to pass you a
movement and a sound. The word is "zoom" and the movement that goes with
“zoom” is done by clapping one hand past the other to shoot the sound on to
the person on the right.

Continue passing the "zoom" to the right until one person says "eert" (like a car
break). Then the "zoom" goes the opposite direction.

40. Whizz-Bang
Materials: none
Play for Peace Tip: This is a more complex variation of Zoomert Impulse. See if your
group can create new motions.
Instructions:

1.

o

Everyone stand in a circle. Facilitator (in circle) tells person to the right, "I'm
going to pass you a movement and a sound." Cup your hands as if you were
holding a ball of energy, and quickly toss it to the person on your right saying,
"WHIZZ!"

The person on the right "catches" it, and passes the motion and sound to the
right in the same way.

However, someone may catch it, raise their hands in the air and call, “BANG!"
and change direction, passing it back to the person on the left.

OR, someone may catch it, call, "VA-VOOOM!" and basketball-shoot it to a
person across the circle (after making eye contact) who makes their arms into a
basketball hoop, saying, "SWISH!" as the energy orb goes through the hoop.
The person who says “Swish” picks up the orb and begins whizzing it again.
Either the facilitator or the players can come up with other sounds and
movements to change up the game.

41. All My Friends
Materials: small mat: base dot, paper plate, carpet square, piece of masking tape,
chair, etc. for each participant
Play for Peace Tip: This game can be played for several rounds, letting many people
be on the middle place marker. The activity shows the group some of the things they
have in common.
Instructions:

1.

2.

Have group form a circle, and everyone has a place marker in the circle, plus
one place marker in the middle of the circle.

The facilitator starts on the place marker in the middle of the circle to begin the
game.

S/he says a statement that is true for them starting with “All my friends...” An
example could be, “All my friends... like to meet new people/ read books/
dance, etc.”
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42,

43.

44,

4. Those in the group who agree with the statement must move to another place
marker.

5.  The game continues with a new person on the place marker in the middle
making a “All of my friends” true statement.

Pobre Gatito--Poor Little Kitty Cat (Costa Rica)

(Adapted from “Técnicas Participativas de Educacion Popular”)

Materials: none

Play for Peace Tip: A quick and easy game that inspires silliness and contagious
laughter.

Instructions:

1.  Everyone stands in a circle.

2.  The object is to make someone laugh, by approaching him/her and saying,
"Pobre gatito" (with a silly voice, face, gestures, whatever) to try to make that
him/her laugh.

3.  When a person laughs, s/he enters in the middle - joining with the first person
to make others laugh, or switching places with the first person, if it is a small

group.

The Tail of a Monkey (Costa Rica)

(Adapted from “Técnicas Participativas de Educacion Popular”)

Materials: none

Play for Peace Tip: Another quick and easy game that inspires silliness and laughter.
These are great to do with a new group or between more “difficult” activities.
Instructions:

1. Similar to "Pobre Gatito" (try to make a person laugh), but when the person in
the middle goes up to another person, s/he asks a question and the answer is
always "tail of a monkey" (example: Person in middle asks, "What's your
favorite thing to eat?" and person on circle must answer, "The tail of a
monkey.").

2. If the person doesn't laugh, the person in the middle moves on to another
person and asks a question.

3.  When someone laughs, same as Pobre Gatito (they join or switch places).

Elephant-Cow-Giraffe or Speed Rabbit
Materials: none
Play for Peace Tip: This requires the group to pay attention and to work together to
create small group motions. They also can be creative and create their own motions
for the activity. Making the animals relevant to the children.
Instructions:
1.  Have group get into a circle.
2. Person in the middle randomly points to a person standing in the circle and
says the name of an animal.
3.  The person chosen and the people on either side must quickly make the
motions of that animal within 5 seconds from the time the person says the
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6.
7.

name of the animal.

If one of the three fails to react or reacts incorrectly s/he replaces the person in
the middle.

Examples of the animals and the motions are:

a. ELEPHANT - side people make big ears, middle person makes a trunk.

b. COW - person in middle puts hands together with thumbs down; people
on either side "milk" the thumbs of the person in the center.

c. GIRAFFE - person in middle goes on tip-toes; persons on either side.

d. RABBIT - person in the middle puts hands behind head to make high
ears; people on either side put their legs up and move legs quickly back
and forth.

e. JELLO - person in the middle wiggles in place while the people on either
side hold hands to form a "bow!" around the middle person.

f. MONKEY - no one can move.

Students can make up their own words and motions as a group for the activity.
Variation: have two people in the middle instead of just one.

45. | Recognize Your Animal (Spain)
Materials: one blindfold
Play for Peace Tip: If sitting on laps is not comfortable for the group, participants can
stand in front of the person when they are making the sound of the animal.
Instructions:

1.
2.

3.

The group sits in a circle on chairs.

One person is blindfolded in the middle and approaches a person and sits on
their lap. That person then makes the sound of an animal.

If the blindfolded person recognizes the animal, they trade places, if not the
person continues on by sitting on someone else’s lap.

46. Who's the Leader?
Materials: none
Play for Peace Tip: This game’s fun increases if you can play it with music. Please be
careful with this activity and make sure the person who leaves the group doesn’t feel
left out or that the group is against him/her. This could be used to reflect on inclusion.
Instructions:

1.
2.

3.

Ask for a volunteer in the group.

This person moves away from the group where s/he cannot see or hear what is
happening in the group.

While s/he is gone, a leader is selected or someone volunteers to be the
leader.

The leader begins a motion and quickly keeps changing movements while the
others follow the motion.

While the group is in motion, the volunteer who left the group comes back and
tries to guess who began the movement.

The leader should try to change the movement every 2-5 seconds so that it's
more difficult to discern who the leader is (and more fun).
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7.  The goal is to identify the leader with as few guesses as possible.

8.  Once identified, the leader leaves the room to return as the guesser and a new
leader is identified in the group.

9.  Variation: Play this with a beat, leader changes the rhythm.

Active & Running Activities
47. Ball In Hand (Burma)

48.

49,

Materials: One small ball or soft object.

Play for Peace Tip: The aim of this game is to try to exchange the object without
anyone noticing. This game can get competitive and fierce, facilitate for learning and
safe-guard emotional safety on this one.

Instructions:

1.  Select a volunteer.

2.  Have the rest of the group stand in a circle with their hands behind their backs
ready to accept the ball (the tighter the circle the easier it is to play).

3. Have the volunteer go around the circle with the ball and place the ball in
someone’s open palms.

4. If the ball is placed in a participant’s hand, they quietly try to step out of the
circle without anyone tagging them.

5.  Everyone must only look straight ahead and if in their fringe vision they see one
of the two people on either side of them trying to step/jump out of the circle they
must tag the shoulder of that person.

6. Iftagged, the person takes the place of the person on the outside of the circle
and the volunteer who was on the outside of the circle before, now fills in the
empty spot.

ValFour Corners (Fiji Island)
Materials: Four spot markers placed in a square formation (10-20 feet apart).
Play for Peace Tip: This activity is great if you notice the group has a lot of energy,
since they will be running around in this game. Make sure no one gets stuck in the
middle for too long.
Instructions:
1. Have participants get into groups of 5.
2. Ask four people to stand on a marker at each of the four corners.
3. The four individuals need to change places often and agree through eye
contact (or other sneaky means) to trade places with each other.
4.  The fifth person is in the middle and attempts to grab a corner from someone
when they are changing places.
5.  Make sure to switch the positions of the participants so that no one gets stuck
in the middle for too long.

Ships, Sharks and Switch

Materials: Hoola hoop, old bicycle inner-tubes or rope tied in a circle, one per group
Play for Peace Tip: This is a fast moving game that has participants listening to
directions and changing movements in rapid succession.
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Instructions:

1.  Have the group break into groups of 3 (preferably with people they do not
already know) and have the group gather around a hoola hoop (or loop you are
using)

2.  Explain that when you say "Ships" each team must get outside of circle, grab
the hoola hoop (or loop) and holding it with hands they must run to the other
end of the room (and back if small room).

When you say "Sharks" each team must quickly gets inside of circle.

Call "ships" and "sharks" a number of times to make sure they get it.

5.  Then explain that when you say, "Switch" the members of team disband and
quickly run to a new circle, forming a new team.

B w

50. Wink’em

51.

Materials: Chairs for half of the group participants
Play for Peace Tip: Introduce safety concerns for this activity to keep participants
aware of their bodies, other bodies and the chairs. Make a note that participants are
tagging gently, not slapping when they tag. This is good when you are working in a
classroom.
Instructions:
1. For this game make a circle with the chairs.
2 Divide the group in two (possibly by gender).
3. Seat one group in the chairs and add an extra chair that no one sits in.
4.  Ask the other group to stand behind the people who are sitting down.
5 The facilitator stands behind the empty chair and winks at someone who is
sitting down.
6. The object is for that person to get up and run to the empty seat before the
person behind him/her touches him/her.
7. Have the group rotate standing positions on the outside of the circle, and also
switch the outside-standing and inside-sitting positions.
8.  The person who ends up behind an empty chair becomes the "winker".

Bum Wave
Materials: Chairs for each person minus 1
Play for Peace Tip: Introduce safety concerns for this activity to keep participants
aware of their bodies, other bodies and the chairs. Make sure chairs are sturdy metal,
plastic chairs can bend, break and slide during this activity.
Instructions:
1. Form a circle with the chairs.
2 Have everyone to sit down and move the chairs as close together as possible.
3.  Ask for a volunteer to stand in the middle of the circle.
4.  The facilitator can begin by standing up and leaving one chair open.
5 The person in the middle must try to sit down in the empty chair while the group
shifts between the chairs.
6. The object is for the group to move swiftly and make it difficult for the person in
the middle to get the seat.
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7.  If the person in the middle gets into the open seat, the person who was meant
to sit down becomes the volunteer in the middle for the next round.

52. Two-Four-Eight Stand Up Challenge

53.

Materials: none
Play for Peace Tip: Introduce safety concerns for this activity to keep participants
aware of their bodies and other bodies. Ask if anyone in the group has injuries. If
someone has an injury that makes it difficult to participate, they can be a coach for the
groups.
Instructions:

1. Ask participants to find a partner who has a similar shoe size.

2. Challenge the partners to sit down face to face with knees bent and toes

touching while holding hands.

3.  Then ask partners to stand back up.

4. Next, challenge partners to make a group of four and try to stand up together.
Try in groups of eight.
If the group handles this easily try having them stand up backwards.
Partners sit back to back with butts on the ground.
7.  Now ask them to link elbows behind their backs and stand up on the count

three!

8.  Partners who finish early can coach others.

o o

Tuna Sandwich
(source: Karl Rohnke, Zip-Lines, Project Adventure)

Materials: Large pair of dice, 2 hot pot holder mittens or a pair of socks, and a
wrapped bag of candy or silly toy—with newspaper or pieces of newsprint wrapped
around it; shape it like a sub sandwich using masking tape at ends and seams. Wrap it
several times (5 or more). Write Tuna Sandwich and a price on it with a marker (like
$3.69). optional: an apron, a hat, or a clown nose.

Play for Peace Tip: Make sure that what is inside is simple so that the kids don’t get
distracted by the “gift.”

Instructions:

1. Have the group get into a circle.

2.  Tell the group that whoever is able to unwrap the package can keep or share
what they find inside.

3.  Start the game by having one person throw the dice, if the two numbers match
that person quickly goes to the middle and puts on the mittens (and any other
required costumes like the apron, hat or nose) and begins to try to unwrap the
package.

4.  Anyone in the middle cannot try to break open the package, but must unwrap it
(you probably want to tell them they cannot use their teeth).

5.  The group continues to pass the dice and each person throws both. If the two
dice match the person who throws the dice will replace the person in the
middle.

6. Game keeps going until someone unwraps the gift.
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54. Houses and Tenants (Israel)
Materials: none
Play for Peace Tip: If the number of people in groups is not perfect, that is okay, it
just motivates the group to move faster during the game!
Instructions:

1.
2.

w

o

Have people get into groups of three.

Two people form a bridge with their hands clasped overhead, that makes the
"house".

The third person is the "tenant," and s/he stands inside the house.

If "houses" is called, the tenants stay still and houses move to find a new
tenant.

If "tenants" is called, the houses stay still and the tenants move to a new home.
If "earthquake” is called then everyone splits up and finds a new group (houses
may become tenants and tenants may become houses!)

55. Captain's Coming
Materials: none
Play for Peace Tip: This game is more fun if people get theatrical by really getting into
the roles and motions called.
Instructions:

1.
2.

3.

Let the group know they are now on a large ship at sea.
There is one captain, who is old and cranky, and the rest of the participants are
crew.
If the captain says "Captain's Coming" everyone must salute the captain by
standing up straight with one arm at the side and one hand raised to forehead.
They cannot move, talk or smile. If they do, they get called out by the captain
and move to the sidelines to help the captain view the crew.
Players stay at attention, even if they hear another direction, until they hear "at
ease". If the captain says "at ease" everyone can move around normally until
they hear the captain make other commands like:

a. SWAB THE DECK - Sweep the floor in groups of 1

b. BALLROOM DANCING - Grab a partner and waltz

c. MAN OVERBOARD - Form a look-out in groups of 3

d. CROW'S NEST - Link arms back to back in groups of 3

e. LIFE BOAT - Sit on the ground & row in groups of 4

f. SHIP'S MESS - Pretend to eat in groups of 4

g. WALK THE PLANK - Line up in groups of 5
If a person or group does the wrong action or has the wrong number of people
observe until the next "At Ease". Then they can all join back in. This is just to
keep up the excitement level, don't be too harsh. Having fun is the main point.

56. Known and Unknown
Materials: none
Play for Peace Tip: This is a great activity to debrief. You can use some of the
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following questions. Why did | put your Known between you and your Unknown? Why
is there more learning from the Unknown? (How about if we made a metaphor and
called the Known and Unknown the "safety zone" and "taking a risk"? You want to
actually keep both perspectives in a line because both are needed in your life).
Instructions:

1.

2
3.
4.
5

11.

Have group stand in a circle.

Silently (in their mind) everyone is asked to pick a person to be your Known.
Don't tell anyone who you are choosing!

Now silently choose your Unknown. Don't tell anyone who you are choosing!
When the game begins, you want to find a position so that you keep the Known
person in front of you and your Unknown person behind your Known (try to
keep a straight line with all three of you).

This is mass chaos, with everyone having a set idea of what they need to do.
When you are done playing, have the group put one hand on the shoulder of
your Known.

Now put your other hand on your Unknown.

Notice how we are all connected.

Variation 1: Explain that you are about to make a cheese sandwich.

. You are a piece of bread and you need to pick one person (in your mind) to be

the piece of cheese.

Now pick another person (without letting them know) to be the other piece of
bread (no lettuce or mustard this time).

Variation 2: You are A, pick a B and a C and keep A-B-C in that order
wherever you walk.

57. Giants, Elves and Wizards
Materials: none
Play for Peace Tip: This game can be played where you want people to match each
other's movements or it can be played like rock, paper, scissors where different
movements “beat” others. You can play both ways, too.
Instructions:

1.

2.

B w

Gather the group and demonstrate what "Giants", “Wizards,” and "Elves" are
and have the group mimic your actions.
Here are the commands with actions:
a. GIANTS - Everyone stands on his/her tiptoes and growls loudly.
b. WIZARDS - Everyone puts one foot in front of the other and stretches
out their arms while waving their hands.
c. ELVES - Everyone bends their knees, with hands moving on
either sides of his/her ears.
Participants find partners and stand back to back.
The facilitator counts 1-2-3.
On the count of 3, each person chooses either Giants, Wizards or Elves and
does the action, turns around and sees if they matched their partner.
Now change partners and do it again. Try to match using telepathy (reading
your partner’s mind).
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10.

11.
12.

After that round, find a new partner and repeat.

Now have partners line up with the whole group in two lines facing each other.
Then have the groups turn away from each other and choose to be either
Giants, Wizards or Elves.

On the count of 3, both groups turn to face each other and show their
character.

See how many tries it takes for the two groups to match.

Variation: To play the game like rock, paper, scissors: The giants “beat” the
wizards, the wizards “beat” the elves and the elves “beat” the giants. Go back
to your team and conference together.

58. Wizards and Gelflings
Materials: magic ball/wand - whatever "magic" prop you want to use
Play for Peace Tip: This game builds on a story that you tell the group from the
beginning. It is more fun when people get into the story.
Instructions:

1.

2.
3.

o~

Gather the group and let them know that there are now two species in this
universe: Wizards and Gelflings.

Gelflings just like to have FUN! They sing and dance merrily about.

Wizards are serious about casting spells, and think only one thing about
Gelflings - to freeze them! (by throwing/tagging with a ‘soft” magic ball/wand).
Choose 2-3 Wizards for every 15-20 Gelflings.

Gelflings dance merrily about while Wizards chase them.

If a Gelfling is tagged by the magic ball, its feet are frozen and it must send the
Distress Call: "Help me, help me, help me...." in a high-pitched voice, and also
make the Distress Signal, a fist with thumb pointed up, raising and lowering it
into palm of other hand.

To unfreeze a frozen Gelfling, two unfrozen Gelflings must surround their
frozen partner, join hands and hug that person, calling out, "Go free, little
Gelfling, go free!" Frozen Gelfling may again frolic about.

SUGGESTION: Allow Wizards to change their identity by passing the magic
ball to a tagged Gelfling, transforming the Gelfling into a Wizard and the Wizard
into a Gelfling.

59. Sharks and Minnows
Materials: cones or webbing to create two boundaries
Play for Peace Tip: If the group has a lot of energy, this activity gets everyone
running around.
Instructions:

1.
2.

3.

First set up boundaries on both sides of your playing field.

Choose two people to be "sharks". The rest of the participants are the
"minnows."

Have all the minnows begin behind one boundary line.

The object is for them to run to the opposite boundary line, trying not to get
tagged by the sharks.

© Play for Peace 2014. All Rights Reserved. 34



Once a player is tagged, they become seaweed with feet glued to the floor and
arms waving around trying to tag other people.

Continue until everyone has become seaweed.

To modify the game, limit floor space, link the seaweed, and allow seaweed to
pivot on their feet. Allow seaweed to get freed two times before becoming a
permanent seaweed.

The object is to see how many times participants can go back and forth without
getting tagged or not tagged enough to become seaweed permanently!
Eventually everyone gets tagged and Round One is done. You can choose a
new shark and play again.

60. Coco (Pakistan)
Materials: One soft ball or object for “tagger” to use.
Play for Peace Tip: Always keep safety concerns first, reminding taggers and
runners to not run into each other (use bumpers/hands out). If there are more than 20
people, you may want to have two taggers and two runners (they can chase after
either person).
Instructions:

1.

2.
3.

o gk

10.

11.

Have the group get in one straight line with space for someone to run between
each person.

Choose two volunteers to step aside.

Have the rest of the group stand so that each participant alternate the direction
they are facing.

Have everyone place their hands behind their back ready to receive a ball.
Have a volunteer be the tagger and another the person being chased.

The person being chased can run between anyone, running through the line,
but the tagger can only run around the whole line or pass the ball to someone
who open hands are on the side of the tagger.

If a person receives the ball, they become the tagger and the tagger becomes
part of the line with their hands open behind their back.

The goal is for the group to help the tagger catch the person by being ready to
take the ball and become the new tagger.

Once tagged, the ball is dropped and that person picks it up and becomes the
new tagger.

If there are more than 20 people you may want to have two taggers and two
runners (they can chase after either person). Large groups can also divide into
smaller groups.

Always keep safety concerns first, reminding taggers and runners to not run
into each other (use bumpers/hands out).

61. Everyone's it Tag
Materials: none
Play for Peace Tip: Remind group about the proper way to tag; gently tag on the
outside of a person’s arms or legs.
Instructions:
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Establish boundaries if playing in a large area.

Tell the group that when you count to 3, everyone becomes it and tries to tag
as many people as they can, while not getting tagged themselves.

When someone is tagged, they must go down on their knees (or sit down), and
become frozen.

Play until everyone's gotten tagged (frozen)

If two people tag each other at the same time, or if there is an argument about
who tagged who first, both are frozen.

62. Partner Tag
(Source: CTV in Spanish)

Materials: none

Play for Peace Tip: Remind group about the proper way to tag; gently tag on the
outside of a person’s arms or legs. Also remember not to do too many tags in a row or
the kids will be too tired and safety may become even more of an issue.

Instructions:

63.

1. Instruct the group to find a partner and link arms with him/her. In this position
you are safe.

2.  Keep your unhooked arm on your waist, ready to get hooked by another
person.

3.  Ask for a pair to volunteer: One of them will be the tagger and the other is going
to be chased.

4.  On the count of 3, the tagger will spin around (do a 360 degree turn) and the
one being chased will run and hook onto a pair.

5.  As soon as a third person hooks one person's arm, the person on the far side
gets bumped off, becomes the one being chased and must run to find a new
pair before getting tagged.

6. The person that no longer has a partner must spin around before running
toward the loose person (which keeps changing as they join others and bump
people).

Name Tag

Materials: none

Play for Peace Tip: This game requires lots of space and a watchful eye for safety. If
people stand too close together, it makes the game a bit confusing.

Instructions:

1.

2.
3.
4

Ask for a volunteer to be “it.”

Have all participants spread out.

The person who is “it” calls out a name of who s/he intends to catch.

With this tag game there is a "pretend string" that goes between the person
who is "it" and the person who is being pursued.

However, any other player can run between the two, “cutting” the “string” and
the "string" now attaches to that person instead, and they become the person
being pursued.

When a person is tagged, then they become “it” and the game proceeds.
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64. Head and Heart Tag
Materials: none
Play for Peace Tip: Remind group about the proper way to tag; gently tag on the
outside of a person’s arms or legs.This is a nice activity to a debrief on while the kids
are catching their breath!
Instructions:

1.
2.

3.

Choose an activity to split the group in half.

Ask half the group to place their hands on their hearts, in this position they are
“‘Hearts.”

The other half will put their hands on their heads, in this position they are
“‘Heads”

The object of the game is for Hearts try to tag Heads and Heads try to tag
Hearts.

When people are tagged they must switch their hand into the position of the
other person, for example: from their head to their heart or vice versa.

Play until all people are Heads or Hearts, or until you are ready to switch
games.

65. Mosquito Tag
(Source: CTV in Spanish)
Materials: at least one foam sword (stinger)
Play for Peace Tip: Safety First: Make it clear that the person who is the mosquito
is gently stinging participants and not hitting them hard. There are no head shots
allowed.
Instructions:

1.

2.

5.

Ask for a volunteer to be the “mosquito.” Give that person a stinger (foam
sword).

The mosquito chases participants and “stings” people (no head shots) with the
stinger.

When a person is stung, they are frozen until 2 people can join their hands
around frozen player and shout “DEEP WOODS OFF!” before being stung
themselves.

If at least 8 players can form a circle and slap each others’ hands in a high five
before the mosquito can sting anyone in that group, that’s the end of the
mosquito.

Then a new mosquito is chosen and game begins again.

66. Triangle Tag
Materials: none
Play for Peace Tip: Remind group about the proper way to tag; gently tag on the
outside of a person’s arms or legs.
Instructions:

1.

2.

Divide participants into groups of 4.
Ask for one person in the group of 4 to volunteer to be in the middle.
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The other three participants link hands to form a triangle.

4.  The person in the middle is "it" first and must pick one of the 3 people in the
triangle to tag.

5.  When the facilitator yells "GO," "it" tries to tag the designated person, while the
other 2 people try to block/protect the person from getting tagged.

6. When "it" tags the person, the roles switch and a new person goes into the

middle and the game continues.

67. Catch One and Catch All Tag
Materials: none
Play for Peace Tip: Remind group about the proper way to tag; gently tag on the
outside of a person’s arms or legs. This can be a nice high energy closing activity as
the group ends up together.
Instructions:
1. Ask for one volunteer in the group.
2 That person begins as "it."
3 There job is to start tagging other people.
4.  When someone is tagged they become "it" too, and join in trying to tag others.
5 Keep chasing and adding new "its" until everyone is caught.

68. Toilet Tag
Materials: none
Play for Peace Tip: Remind group about the proper way to tag; gently tag on the
outside of a person’s arms or legs. Depending on the cultural background of the
children this could be embarrassing or hilariously funny, please be aware of both.
Instructions:
1. Ask for two volunteers.
2.  Those two people are "it."
3.  When one of them tags someone, the person who was tagged must drop to
one knee and hold their thumb up, becoming a toilet.
4.  When another player sits on the toilet's knee, pushes his/her thumb down and
makes a “flushing” noise, the toilet becomes a human and can run free again.
5. Toilets can only be flushed three times before becoming "it" permanently.

69. Train Tag
Materials: none
Play for Peace Tip: Remind group about the proper way to tag; gently tag on the
outside of a person’s arms or legs. Be aware of other’s bodies in this activity when
you are running in a line.
Instructions:
1. Ask for two volunteers.
2 Those two people are going to be it.
3. Have all the rest of the participants get into groups of four.
4 The groups then line up with everyone holding the shoulders of the person in
front of them, so they look like a train.
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70.

71.

72.

5. When one of the people who is "it" grabs the last person in a group's shoulders,
the person in the front of the train breaks off and is then "it."

Dead Ant Tag

Materials: 5-10 hoola hoops or webbing to create multiple bases

Play for Peace Tip: Safety First: Remind group about the proper way to tag; gently
tag on the outside of a person’s arms or legs. Be aware of other’s bodies in this activity
when people are moving one another.

Instructions:

1. Spread 5-10 hoola-hoops across the floor to make bases in the play area.

2.  Designate three people to be "it."

3. Let the group know that once they are tagged, they must lay on their back with
their arms and legs in the air, thus becoming a "dead ant". Give a
demonstration.

4.  Four people must pick up the "dead ant" by his/her arms and legs and carry
him/her to a base. Give a demonstration of how to do this safely.

5.  Players cannot be tagged while carrying a "dead ant".

6. If you want to speed up the game, introduce another “it.”

Blob Tag
Materials: none
Play for Peace Tip: Remind group about the proper way to tag; gently tag on the
outside of a person’s arms or legs. Be aware of other’s bodies in this activity when
people are running while connected.
Instructions:
1.  Designate two people to be "it".
2.  The two people who are it will hold hands and try to tag other participants.
3.  When they tag another person that person must join hands with the two "its,"
thus forming a blob.
4. When the blob has five members, it splits into two blobs, and this goes on until
everyone is tagged.

Car and Driver Tag
Materials: a soft, throwable ball, or fleece ball
Play for Peace Tip: Remind group about the proper way to tag; gently tag on the
outside of a person’s arms or legs. Be aware of other’s bodies in this activity when
people are running while connected. Also remind the group that they cannot throw the
balls above the neck (no head shots).
Instructions:
1.  Have the group pair up and ask partners to link hands (or you can have them
link elbows or hold a bandanna, etc..).
2. Inthe pair, have them choose who will be “car” and who will be the “driver.”
3.  Ask one pair to volunteer to be "it." Give each person in the “it pair” a soft ball.
4. Letthe group know that a "tag" is made if the “it pair” hits someone with one of
their balls.

© Play for Peace 2014. All Rights Reserved. 39



5. The "tagged" person and their partner become the new "it pair" and must
retrieve the balls (which are dropped if the first "it pair” still has one) and the
game continues.

6. For more silliness, have each pair choose a make and model of car to be, and
make the appropriate noises for their car as they are playing the game.

73. Walking Partner Tag
Materials: none
Play for Peace Tip: Remind group about the proper way to tag; gently tag on the
outside of a person’s arms or legs. In this game no one runs, only walking is allowed,
which means one foot must be on the ground at all times.
Instructions:

1. Divide the group into pairs.

2.  Each pair decides who is a “goose” and who is a “duck.”

3. The “goose” chases the “duck” to start with and once the “duck” is caught then
they must count to five (or spin around three times) while the “goose” gets
away.

Now the “duck” chases after the “goose” by walking as fast as they can.

5. Variation: Have pairs hold hands and choose another pair to play with. Have
them decide which pair will be the “geese” and which will be the “ducks.”

6. The pair of “geese” begin by counting to 5, to allow the “ducks” pair gets away.

The “geese” chase the “ducks” by walking briskly.

8.  After playing in pairs; then have the participants form groups of 6, still walking;

then groups of 8 . . .

B

N

Conversation Activities
74. Atoms and Molecules

Materials: none
Play for Peace Tip: This activity has the group start sharing information about
themselves. Before the game begins, remind group of how to demonstrate
good-listening skills with their bodies and hearts open so that people feel heard. Also
remember to have participants move around with bumpers up.
Instructions:

1. Explain to the participants that each person represents an atom. The atoms
bounce around the room (with bumpers up) until they form molecules. A
molecule is formed when multiple atoms join together.

2.  When the facilitator calls out a number, the atoms must form a molecule with
that many atoms.

3. The molecule then sits down and each person answers a question that the
facilitator asks. Questions might include:

a. What is your favorite breakfast?

b. What is one language you wish you knew and why?

c. If you were an animal, what animal would you be?

d. Or any others you can think of that would be appropriate for your group.

4.  When the facilitator says "Go," people get up and bounce around again (with
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bumpers up) until they hear the next number.

75. Touch Someone Who
Materials: none
Play for Peace Tip: For this game, appropriate touching would be touching
someone’s shoulders or outside of their arms or back.
Instructions:
1. The facilitator begins by making a statement like, "touch someone who is
wearing green."
2.  Everyone who is not wearing green must touch someone who is wearing green.
And this follows for whatever statement is shared.
3. Ifthe group is large, the facilitator may ask those who are wearing green to
raise their hands.
4. Toincrease the challenge new colors can be added for your “right hand, left
hand, right knee, left foot” etc. | will feel like the game “Twister.”

76. Night At the Improv
Materials: none
Play for Peace Tip: This is a fun game that has participants think on the fly and be
creative together.
Instructions:
1. Ask the participants to form pairs.
2.  Have each pair create a sentence by taking turns saying one word at a time.
3.  Next form a circle with the participants and have them tell a story by saying
only one word at a time moving around the circle.
4. Then have the group tell a story by having someone say the beginning of the
story.
S/he stands facing the rest of the group on his/her left.
6. Now have someone give the end of a story, and have him/her stand facing the
group on the right.
7.  Finally, have someone give the middle of a story, and have him/her stand
between the beginning and the end.
8.  Then have each person in the group join the story at a particular location and
share out loud their part of the story.
9.  Once everyone has shared, start with the beginning and share the entire story
from start to finish.

o

Parachute Activities
77. Up, Down, Colors Switch
Materials: parachute
Play for Peace Tip: Make sure participants know to put their bumpers up when they
are moving beneath the parachute and to keep their eyes open and aware of other
runners so there aren’t any collisions.
Instructions:
1.  Have everyone grabs onto the edge of the parachute. Move so each person is
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79.

80.

in front of only one color.

2. Then set a very slow rhythm of raising the parachute "UP" and lowering it
"DOWN."

3.  The facilitator will call a color out just after saying”UP”, and the people on that
color, put their bumpers up and run through the middle and find a spot on the
far side of the circle.

4. Those who move, try to get to the other side without touching the parachute on
it's way down.

5. Variation: Have participants lay down underneath the parachute for a few
seconds, then find a new spot in the circle.

Sharks and Lifeguards

Materials: parachute

Play for Peace Tip: This games is not a good choice for a rough group. Clearly
demonstrate how to “pull” participants safely, either by ankles or from under arms or
under shoulders.

Instructions:

1. Everyone starts holding the edge of the parachute. Have people sit down with
legs stretched straight out underneath.

2. One or two "sharks" go under the parachute and pull in others (safety note:
only by the ankles).

3.  One or two "lifeguards" patrol around outside the circle, saving anyone who
yells "Lifeguard, Lifeguard HELP!" (safety note: pull from arms or under
shoulders).

4. Game starts when everyone starts flapping the parachute quickly up and down
to make waves in order to hide where the shark is; game ends when so many
people are underneath that the parachute isn't flapping.

Cats and Mice
Materials: parachute
Play for Peace Tip: Remind group to be gentle with their tagging.
Instructions:
1. Everyone begins by sitting around the edge of the parachute.
2.  The facilitator chooses one or two "cats" and blindfolds them.
3.  Then facilitator chooses three or four “mice.”
4 The “mice” move around under the parachute and the "cats" prowl on top of the
parachute looking for the "mice".
5.  The participants sitting around the edge of the parachute must give the "cats"
directions so they can find the “mice.”

Parachute Waves
Materials: parachute and soft throwies
Play for Peace Tip: This is a fun game that makes some great chaos and laughter.
Instructions:
1. Everyone starts by standing in a circle and holding the parachute at waist
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4.

5.

height.

The facilitator appoints four to six people who will stand on the outside and
catch stray balls.

Then the facilitator tosses throwies (soft ones) onto the parachute with
instructions for the group either to try to keep the balls on the parachute or to
try to toss them off.

People who are the outside of the parachute are trying to catch the throwies
and put them back on the parachute as fast as they can.

Make sure to have people change positions often too.

Problem Solving Activities
81. Making a Perfect Square
Materials: none
Play for Peace Tip: See how quickly the group can form the different shapes
together.
Instructions:

82.

1.
2.

3.

4.

Have the group to hold hands in a circle.

Ask them to close their eyes and try to make a perfect square while holding
hands and not letting go.

When the group thinks it has formed a perfect square, everyone jumps up and
throws their in the air and says, "We've got a perfect square."

Now make a perfect triangle, rectangle, diamond, etc.

Quick Compass Line-Up

Materials: none

Play for Peace Tip: This is game has the group move and work together quickly to
keep their original shape and direction. Great to play after “perfect square” as it
already has the group in the correct shape.

Instructions:

1.

2.

w

No ok

Ask the group to form a perfect square (equal sides) with the facilitator in the
middle.

Ask if anyone knows which direction is north?

Each side represents a direction (north, south, east, west). Appoint each side a
direction in relation to actual compass directions.

Each direction must always situate itself on the same side of the facilitator.

The group can not move until the facilitator says, "Go".

The facilitator moves outside of the square and says, "Go".

The four directions must situate themselves so they are in the same position in
relation to the facilitator as they were originally.

Add some additional instructions once the group is in the right place:

"As a group, move holding left and right hands, or hop three times." Each group
has to maintain their original direction in relation to the facilitator.

Variation: To end the game, the group should form a circle and participants can
rub the shoulders of the participants in front of them.
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83. Birthday Circle

Materials: none
Play for Peace Tip: Remind the group that this activity is done without talking or
making noises.
Instructions:
1. Have the group line up by birthday-month in a circle without talking.
2. When they are all in a circle have people give a sign of how they are feeling:

a. Thumbs up - I'm sure I'm in the right place

b. Thumbs sideways - I'm not sure I'm in the right place

c. Thumbs down - I'm sure I'm in the wrong place
3.  Let the group know that if your neighbor does not have his/her thumbs up, go

over and help them. No one has finished until everyone has finished.

4.  When you are all done, go through and have everyone share their birthdays in
their order.
Do a group clap to celebrate.
Variation: This can be done in a line, with January at one end and December at
the other end.If it is close to someone's birthday you may choose to celebrate
by using a kazoo to play "Happy Birthday" or you can ask, "What are other
ways to celebrate?

o o

84. Pass the Can

85.

86.

Materials: a large can with water in it if outside or empty if in a gym
Play for Peace Tip: This activity allows the group to get creative with group problem
solving. Observe the different solutions the group tries and reflect what you see at the
end.
Instructions:

1. Have the group get into a circle.

2. Tell the group they must pass the can filled with water around the circle without

spilling any of the water.
3. The challenge is that they can only use their feet!

Tarp/Parachute Flip
Materials: one tarp or parachute
Play for Peace Tip: This activity allows the group to get creative with group problem
solving. Observe the different solutions the group attempts and reflect what you see at
the end.
Instructions:
1. Ask the participants to stand with both feet on the tarp.
2. Then tell them that they must flip the tarp over without stepping off the tarp.
3. Once they have accomplished the first task, you can fold the tarp over and
have the group stand on half of the tarp; then on just one quarter of the tarp
and try to flip it over together without stepping off.

Peace Pass/Channels
Materials: Each group needs channels (one per person) and a marble
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87.

88.

(channels can be 1/2" PVC pipe cut in half or cut pieces of curved window blinds or
empty toilet paper/paper towel rolls).
Play for Peace Tip: This activity allows the group to get creative with group problem
solving. Observe the different solutions the group attempts and reflect what you see at
the end.
Instructions:

1.  Give everyone a channel (see materials).

2.  The group must move a marble without touching it or walking when they have

it. In other words, they must pass it by using their channels.

3.  If the marble hits the ground, or touches someone, they must start over.
A nice sequence is to have people work in groups of three to practice, then
form a group of 10 or larger and pass it in a circle.
Finally, they must move the marble across the room as an entire group.
Variation: Have participants form groups of five.
Ask the groups to create a game with their team using the marble.
Then ask the groups to demonstrate the game they created to the rest of the

group.

s
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Stay on the Mats
Materials: one mat per person with large numbers on it (1 number per mat).
Play for Peace Tip: This activity allows the group to get creative with group problem
solving. Observe the different solutions the group attempts and reflect what you see at
the end.
Instructions:
1. Give everyone an individual mat shoulder width apart and have them stand on
it. Challenge the group to change places without stepping on the floor.
2. Now challenge the group to move to mats and arrange the group to they are
lined up according to their birth date without stepping on the floor.
3. Toincrease the challenge think of another numerical order and this time have
the group do the game while being timed and to beat their best time as a group.

Lava Crossing
Materials: one mat per person, webbing to create two boundaries
Play for Peace Tip: This activity allows the group to get creative with group problem
solving. Observe the different solutions the group attempts and reflect what you see at
the end.
Instructions:

1. Set up two boundaries on opposite sides of the play area.

2. If group is large, tell them to form two groups and hand out the mats.

3. Standing in a line, the entire team must walk to the other side (to finish line) by
stepping only on the mats provided, no sliding of mats.
Everyone must cross the finish line at exactly the same time.
On return trip, lava crossing begins.
6. Share the rules for lava crossing:

o Mats must have human contact at all times or mat is taken away.

o~
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90.

91.

a. Participants must get close to the finish line using mats and then cross
to the finishing line at exactly the same time.
b. Participants can win back lost mats by answering questions posed by
facilitator:
i.  Whatis one game you could teach kids?
ii.  Whatis one thing you learned about your neighbor?
iii.  What do you notice about the group?
7.  The group plans and works together to get from one side to the other. If they
lose all their mats, have the group return to the start and try again.
8. Toincrease the challenge, have the group return to the starting side.

Human Knot
Materials: none
Play for Peace Tip: This activity gets the group in very close proximity and allows the
group to get creative with group problem solving. Observe the different solutions the
group attempts and reflect what you see at the end.
Instructions:
1. Have participants get in a circle.
2. Ask them reach their hands across the circle and grab two different people's
hands.
3.  Once everyone is attached to 2 other people, the group works to untie itself
from the knot.

Group Synchronized Movement
Materials: none
Play for Peace Tip: This is a great way for small groups to bond and be creative
together.
Instructions:
1. Have the group divide in half or into three.
2.  Have the two or three groups face opposite directions so that they cannot look
at each other.
3.  Each group must come up with one movement that they will all do in unison.
4.  When each group is ready, count to three and have them do their movement at
the same time.
5.  Have them regroup to decide how to change their movement with the goal of
having all the groups make the same movement at once.
6. Once again, at the count of three have them do the movement.

Moonball
Materials: Beach balls work well for this activity, although balloons can be used and
allow for more success with the young groups.
Play for Peace Tip: This activity can also be used as an energizer, please note if the
group is too big use more than one ball or too many kids will be waiting for a turn.
Instructions:

1. Explain to the group that they need to keep the ball from hitting the ground
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while counting the number of hits (or facilitator can count).

Once the ball has hit the ground, start over and set a goal to surpass the last
number reached.

General rules for the game include:

a. Everyone must touch the Moon Ball at least once.

b. No one can touch it two times in a row.

c. The Moon Ball must not be caught, but must move constantly.
Variation: Setting a Moonballathon World Record: Gus Pausz, a middle school
teacher and adventure educator in Skokie, IL created the idea of a
“Moonballathon.” They got pledges to play Moon Ball and raised lots of green
stuff ($$$) for the cause (Play for Peace)!

92. BOOP (Balloon in Air Holding Hands)
Materials: Balloons or beach balls
Play for Peace Tip: A fun activity that gets the group working and laughing together.
Make sure the group holds hands during this activity to make sure that nobody tries to
head the ball at the same time as a foot tries to rescue it.
Instructions:

1.
2.

3.
4.

Divide participants into small groups.

Each group must keep the balloon off the ground (or with only one bounce
between hits, if using beach balls) while holding hands.

Count the number of hits and try to set a record.

Variations: The facilitator can call out BOOP commands while participants are
trying to keep balloons up, limiting the way the can hit it (examples: hands only,
heads only, sit down and toes only, on your backs and hands only, etc...)

93. The 5 Point Star
Materials: webbing laid on ground in a circle with ends tied together and blindfolds

Play for Peace Tip: Great activity for group communication and trust building.
Instructions:

1.

2.

The 5 Pointed Star begins with participants gathering around a rope on the
ground in the shape of a circle.

Participants are instructed to pick up the rope with both hands and then form
the rope into a five-pointed star, with all the overlaps and crisscrosses (just like
the kind you drew in elementary school).

The team must take 4 minutes to come up with a plan and while they are
talking they cannot start moving.

It sounds easy enough, but inevitably some eager person starts taking action
during planning time - that is when the penalties start flying: blindfolds, ankles
tied together, walk backwards everywhere you go, etc.

Then the team must implement their plan (move) without talking, and then plan
again, then move again.

Once they have moved through the four sequences and formed the best star
possible, they lay the rope on the ground and examine their handiwork.
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94. Dream Catcher
Materials: webbing or climbing rope (1 per group)
Play for Peace Tip: This activity gets the group planning and working together to
reach their dreams.
Instructions:

1.
2.

3.

10.
11.

Have participants get into groups of 5-8 people.

Lay one loop per group on the ground in the shape of a circle with the two ends
of the loop are tied together.

Ask participants to write down their biggest dream on a piece of paper and
gather around their loop.

The dream catcher begins with participants placing their dreams outside the
circle. The distance between the loop and the dream should be at least 3-4 ft.
Once the dream is placed, the members step inside the loop on the ground in
the shape of a circle.

When the participants stepped in, they are not allowed to step out until them
achieve their dream. Participants are instructed to pick up the placed dreams
from outside the circle without touching the ground outside the circle.

The team must take 4 minutes to come up with a plan and while they are
talking they cannot start moving.

The group can use accessories that are available in the group, such as scarf,
pen, necklace, etc.

If the team steps out of the circle anytime during the activity, that is when the
penalties start flying: blindfolds or mute.

Then the team must implement their plan with one dream at a time.

Once they have reached through all the dreams and group can come out of the
circle to discuss how they achieved their dreams.

Trust Activities
95. Circle Sit Down
Materials: webbing or climbing rope
Play for Peace Tip: Double check that you have tied the correct knot before having
any participant pulls on the webbing or rope. If any participant starts to pull or push out
of turn, bring the group back to neutral standing.
Instructions:

1.

2.
3.

4.

Using webbing tied with water knots, or climbing rope tied with a fisherman’s
knot or bowline.

Get the group in a circle and have everyone hold onto the rope without pulling.
Let the group know when the facilitator counts to 3, everyone will slowly lean
back and using the tension go as low to the ground together as possible.
Once the group is near the ground, the facilitator will count to 3 and the entire
group uses the tension in the rop to come back up to standing together.

96. Jumping Islands
Materials: Circles made of ropes, hoola hoops or sheets of newspaper (about one
per person is best to start with), noisemaker (whistle, kazoo, clapping, etc.)
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Play for Peace Tip: This is a great mingling and moving around activity. It gets the
group in close proximity at the end.
Instructions:

1.

2.

o o

Put enough circles or newspaper on the floor for everyone to stand in
comfortably.

Explain that when you start making noise/music that each person must leave
the circles and walk outside until the sound stops (remind you of musical
chairs?).

At that point everyone must step inside a circle; if there is more than one
person and they do not know each other have them introduce themselves to
each other.

Then start the music/noise again and keep taking away the circles between
each time until only 1 large circle or one or two sheets of opened newspaper is
left.

To accomplish this, all end up in very close proximity with each other.

If using ropes, circles can be of different sizes but leave the largest for last or
introduce one that is big enough to fit everyone in near the end of the activity.

97. Minefield/River of Life
Materials: Paper and Pens, and Plenty of scattered objects, boundary markers,
blindfolds, etc.
Play for Peace Tip: Remind participants to keep bumpers up while they have their
blindfold on.
Instructions:

1.

2.

B

8.

Create an area of play with boundary markers, this will be the minefield/river of
life. Scatter the objects inside the boundary markers.

Ask everyone to pair up -- one person is the “seeker” who will be blindfolded,
the other will be the “guide.”

The object is to guide your partner through the "minefield", verbally, without
them touching a mine.

Before beginning, have each partner write out a goal on a piece of paper.
When it is the “seeker’s” turn, ask them to put on the blindfold, and put their
bumper’s up.

The “guide” will place the “ seeker’s” goal somewhere in the minefield/river of
life.

Now it is role of the “guide” to verbally direct the “seeker” to their goal without
them touching another person or any object. Once the “seeker” gets their goal,
the “guide” directions them back to the start position.

Let the “seeker” and “guide” exchange roles and play again.

98. Key Punch
Materials: 90' of initiative rope, Felt-tipped marker, 30 paper plates that are numbered
1-30 in large font, short initiative rope or masking tape
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Play for Peace Tip: This is a great communication and problem solving activity for
groups. Make sure the group has done stretching; this tends to be a high energy
activity. Make sure the keypunch is set up on a flat surface.

Instructions:

1. Create a play area that is marked off with the rope. Inside the area, place the
numbered plates out of order with the number face up. Also set up a starting
place where the group will begin the activity.

Assemble the group around the outside of activity site and describe the task.

3. Create a scenario to give the activity a context. For example: The group needs
to complete a "computer debugging procedure”. A virus has been injected into
the system, and they need to stop it before it costs billions of dollars to repair
the damage it has inflicted. To debug the system of the virus, this highly trained
group of professionals must physically touch all 30 spots in the numbered
sequence as quickly as possible.

4. Describe the guidelines (with any appropriate variations).

a. The entire group must begin and finish behind the start line.

b. The stopwatch starts as soon as the first person steps over the line. The
watch stops when the last person crosses back over the line.

c. Only one person can be on the keyboard at a time. (Team members
may stand outside the boundary rope to coach).

d. If any number is touched out of sequence, this infraction causes the
computer to crash and a penalty time is added to the score (10 seconds
seems to have a reasonable penalty effect).

e. Any part of the body may be used to touch the spots.

f. The team cannot walk back to the computer area between attempts in
order to study the number setup.

g. All planning must occur behind the line where the group starts each
round.

h. Any time the group or player crosses this line, it is considered an
attempt.

i. Tell the group they have 30 minutes or five attempts, whichever comes
first.

Begin the activity.

Observe the group behavior as they complete the activity.

7.  Substitute letters instead of numbers. Ask group to touch all letters in
sequence, to spell words, etc.

N

o o

99. Quantum Leap
Materials: none
Play for Peace Tip: This activity helps to build trust. Make sure to teach the
participants the ready response call/contract, and the correct way to help the “Leaper.”
Instructions:
1. Have participants form groups of three.
2. One person is the "leaper," the other two are the "helpers".
3. The “helpers” stand on either side of the “leaper” and hold that person’s elbow
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6.

100.

and clenched fist.

When the “leaper” is ready to jump, they say “Ready to Jump!” and wait for the
“helpers” to respond with “Ready to help!”

The "leaper" then counts to three, and jumps, the helpers assist the "leaper" to
jump higher.

Have the participants change roles and keep playing, always using their ready
response commands before moving.

Trust Fall

Materials: none

Play for Peace Tip: This should only be done with professional adult supervision. It is
an activity, that when done well, helps to build trust. Make sure to teach the
participants the ready response call, and correct way to spot and catch the “faller.”
Instructions:

1.
2.

3.

101.

Participants form groups of two to three people.

Ask them to designate one person as the "faller". The other people are the
“spotters.”

The "faller" must cross his/her hands over his/her chest.

One to three people stand shoulder-to-shoulder behind the "faller" as
“spotters.”

When the “faller” is ready to make a move, they say “Ready to Fall!” and wait
for the “spotters” to respond “Ready to Catch!”

After communicating to the “spotters” that s/he will fall, the “faller” falls back, is
caught by the “spotters” and set back up.

Have the participants change roles and keep playing, always using their ready
response commands before moving.

Yurt Circle

Materials: none
Play for Peace Tip: This is a great closing activity and requires some group trust.
Instructions:

1.

S

© N

102.

You need an even number of people.

Have the group stand in a circle.

Count off by two’s so that every other person is the same number.

Have the "ones" turn around.

Everyone holds hands.

On the count of three everyone gently leans forward to hold the circle up with
tension.

Try it with everyone leaning back.

For a bigger challenge have everyone face to the center of the circle.

Have the ones lean forward while the twos lean backwards.

Peace Run

Materials: none
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Play for Peace Tip: This is a great closing activity that requires communication and
trust.
Instructions:

1.

w

Have the group form two lines, facing each other with one hand up.

Facilitator first runs through the double line holding both hands up giving high
fives to the both lines at the same time.

Let the other participants run through the high five line.

Now have each of the lines stand shoulder to shoulder with the lines facing
each other.

Have the people in the two lines reach out arms and touch fingers with those in
the other line.

One volunteer prepares to run through the line by saying something "What |
want you to know about me is ... "

Then that person runs as fast as they can through the line and everyone raises
their hands or pulls them down to their side right before they arrive.

Take turns going through.

Switch positions. Shake hands to congratulate each other.

Variation: Have the two lines face the front of the line (rather than facing the
other line) with arms on side so you can see person as they run down the line,
lower the arm (on that side) to let them by.

Evaluation Activities

103.

Evaluation Fingers

Materials: none

Play for Peace Tip: A nice way to have the group give each other feedback about
the play session together.

Instructions:

1.
2.
3.

104.

Have the group to get into a circle.
Ask them to think about the play session today and how it went for them.
Now using their fingers, they will rank much they liked/disliked the session on a
continuum of one to five: with five meaning you liked it very much and 1 you
disliked it.
Once they have all ranked the session on their fingers, ask if any participants
would like to share responses to these questions:

a. What would have helped you get more fingers up?

b. What could we have done better today?
Again, ask them to show on their fingers with a scale of 1-5, how well did we
cooperate with each other today?
Once they have all ranked on their fingers, ask if any participants would like to
share responses to these questions:

a. What would have helped you get more fingers up?

b. What could we have done better today to increase cooperation?
Continue to ask any questions you would like the group to evaluate.

Circle Evaluation
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Materials: none
Play for Peace Tip: A nice way to have the group give each other feedback about
the play session together.
Instructions:
Move the circle in shoulder to shoulder.
Turn to your right and tell the person in front of you how this Play for Peace
session has been.

3. Now turn back to tell the other person how the session has been. Now face the

center. On a 1 to 10 scale (one being yuck to 10 being wonderful), put your
hands behind your back.

4.  When the facilitator says “go,” show your hands, keep them up so we can all

105.

1

2.
3.
4

106.

see.

One Word Whip
Materials: none
Play for Peace Tip: A quick way to have the group give each other feedback about
the play session together.
Instructions:
Have the group get into a circle.
Ask them to think of one word describing this session.
When participants have chosen their word, ask them to put their thumb up.
Then go around the circle and ask each person will share their word.

Group Appreciation

Materials: none

Play for Peace Tip: A quick way to have the participants practice giving and
receiving kind words.

Instructions:

Ask participants to find someone they laughed with today or who made them
laugh...OR someone who is dressed like you or someone you learned from,
someone with nice hair, good energy, who smiled, who was a risk taker, or who
you would like to go to school with, etc.

Share with this person a kind compliment.

Play for Peace Activities Table of Contents

Openers & Energizers.....page 9

1.

o0k wN

Clap and Snap

Grab the Attention

Moomba (Australia)

Alive Awake Alert Enthusiastic

2-4-8 Shake

"My Bonnie Lies Over the Ocean" Sit/Stand

© Play for Peace 2014. All Rights Reserved. 53



7.

All Bananas Unite

Name Activities.....page 13

8.
9.

Gimme Five
Ball Toss Name Game

10. Bumpity Bump-Bump-Bump Rhythm Game

11
12
13
14
15
16
17

. Virginia’s Reel 7

. High Five

. Hustle Bustle

. Meeting Eyes (Look Up, Look Down)

. Memory Circle (Animal Memory Circle)
. Name by Name

. Tarp Name Game

Pairing & Grouping Techniques.....page 17

18
19
20
21
22

. Pairing Options

. Dividing into Two or More Groups
. Fun Divisions

. Smith Circles

. How Many Handshakes?

Partner Activities.....page 19

23
24

25.
26.
27.
28.
29.
30.

31

32.

Circle

. Face Off

.Jump Start (Jumping back to back)
Two-four-eight Person Twirl (Twirling Leans)
Handshakes

Over Under the Bridge

Mirrors

Shadow Game

People to People

. Cooperative Finger Count

Partners & Compound Words
Activities.....page 23

33.
34.
35.
36.
37.
38.
39.
40.
. All My Friends
42.
43.
44.
45.

41

Finger Catch

Circle Slap

King/Queen Frog
Circle-Within-A-Circle

Play for Peace Dancing Fingers
Twizzle

Zoomert Impulse

Whizz-Bang

Pobre Gatito--Poor Little Kitty Cat

The Tail of a Monkey
Elephant-Cow-Giraffe or Speed Rabbit
| Recognize Your Animal (Spain)

© Play for Peace 2014. All Rights Reserved.

54



46.

Who's the Leader?

Active & Running Activities.....page 29

47.
48.
49.
50.
51.
52.
53.
54.
55.
56.
57.
58.
59.
60.
61.
62.
63.
64.
65.
66.
67.
68.
69.
70.
71.
72.
73.

Ball In Hand

Va/Four Corners

Ships or Sharks and Switch
Wink’'em

Bum Wave

Two-Four-Eight Stand Up Challenge
Tuna Sandwich

Houses and Tenants
Captain's Coming

Known and Unknown
Giants, Elves and Wizards
Wizards and Gelflings
Sharks and Minnows

Coco

Everyone's it Tag

Partner Tag

Name Tag

Head and Heart Tag
Mosquito Tag

Triangle Tag

Catch One and Catch All Tag
Toilet Tag

Train Tag

Dead Ant Tag

Blob Tag

Car and Driver Tag
Walking Partner Tag

Conversation Activities.....page 40

74.
75.
76.

Atoms and Molecules
Touch Someone Who
Night At the Improv

Parachute Activities.....page 41

77.
78.
79.
80.

Up, Down, Colors Switch
Sharks and Lifeguards
Cats and Mice
Parachute Waves

Problem Solving Activities.....page 43

81.
82.
83.
84.
85.
86.

Making a Perfect Square
Quick Compass Line-Up
Birthday Circle

Pass the Can
Tarp/Parachute Flip
Peace Pass/Channels

© Play for Peace 2014. All Rights Reserved.

55



87. Stay on the Mats
88. Lava Crossing
89. Human Knot
90. Group Synchronized Movement
91. Moonball
92. BOOP (Balloon in Air Holding Hands)
93. 5 Point Star
94. Dream Catcher
Trust Activities.....page 48
95. Circle Sit Down
96. Jumping Islands
97. Minefield/River of Life
98. Key Punch
99. Quantum Leap
100. Trust Fall
101.  Yurt Circle
102. Gauntlet
Evaluation Activities.....page 52
103. Evaluation Fingers
104. Circle Evaluation
105. One Word Whip
106. Group Appreciation

© Play for Peace 2014. All Rights Reserved.





