
PLAY
TRENCH-TESTED SMALL GROUP GAMES 
WITH (ALMOST) NO SUPPLIES NEEDED



COPYR IGHT  NET  M IN ISTR I ES/YD ISC IP LE ,  2020

THIS  IS  A  WASTE  OF  TIME .

Why should you spend 10 of your precious minutes together as a small group playing
a game that has nothing to do with Jesus, the Church, or living faith? 

Playing games in a group setting is a time tested approach to help young people
engage their small group.  Why?  The reasons are many and they can actually be
quantified by science!  Playing a game activates endorphins in the brain giving the
players a sense of euphoria.  This feeling gets attached to the group itself making
their time together a more positive experience all around.

For younger, less mature groups, games help activate their ability to pay attention:
paying attention to guidelines of the game can help them pay attention later as you
dive into the important content and subsequent discussion. 

Is your group unruly? Playing a game can help them burn off excess energy so they
can better focus.  Savvy small group leaders will even take a break and play a game
in the middle of their small group time if things are not going well.

There are two important things to keep in mind:  First, know your group.  Some
groups hate games.  Some groups love them. Don’t force it.  Do what works best for
your group. By the way, middle schoolers tend to like games more than high
schoolers.  But it doesn’t mean high schoolers don’t like them at all.  If you don’t
know, ask! Second, set limitations.  A good small group activity is like salt in a recipe.  
The right amount brings out the flavor of the food itself.  But too much ruins it.  Set a
time limit for your activity.  A fun or silly game like the ones we are about to share
should not take up more than 10-15 minutes.  Doing something like playing a sport
together can go longer.

All of the games provided here have been tested and tried by NET Missionaries over
many years.  So you can be confident that what you are looking at have worked with
real teenagers in real ministry settings.

These games are designed to be played with little preparation and no more supplies
than you would already have in your small group meeting space such as scraps of
paper.

So waste time.  10 minutes “wasted” on a game in the beginning can result in better
conversation later.  Trust us, it will be an investment.



Copyright, 2020
YDisciple
NET Ministries, Inc.
110 Crusader Ave. W.
West ST. Paul, MN 55118

The contents of this e-book come from NET Ministries' Playbook in which games have
been collected and compiled since 1981.  NET Ministries does not claim to have
invented every game in this document.  Rather, these games exist in an understood
Public Domain.  Every attempt has been made to find the original creator of these
games.  If you have information about the origin of these games, contact us so we
may give proper credit.



TAPS

PHYS ICAL ITY :  MODERATE

D IFF ICULTY :  MODERATE

SETT ING:  IN  PERSON

STATS INSTRUCTIONS
PLAY  T IME :  10  M INUTES

AGE  GROUP:  ALL  AGES

Copyright 2020, NET Ministries/YDisciple

HAVE  THE  GROUP S IT  IN  A  C IRCLE
AROUND A  TABLE .   

EVERYONE  PUTS  BOTH HANDS FLAT  ON
THE  TABLE ,  W ITH  THE IR  HAND ON THE
OTHER  S IDE  OF  THE  PEOPLE  NEXT  TO
THEM,  SO THE IR  ARMS ARE  D IAGONAL
AND CROSSED WITH  THE IR  NE IGHBOR .   

THE  LEADER  STARTS  BY  TAPP ING THE
TABLE  GENTLY  WITH  THE IR  HAND ONCE .
THE  TAP  TRAVELS  AROUND THE  TABLE
CLOCKWISE ,  WITH  EACH PERSON
TAPP ING ONLY  WHEN IT ' S  THE IR  TURN .
TH IS  IS  THE  TR ICKY  PART ,  S INCE  HANDS
ARE  OUT  OF  ORDER .

AT  ANY  T IME  A  PERSON MAY CHANGE
THE  PATTERN BY :   1 )  TAPP ING TWICE ,
WHICH SWITCHES  THE  D IRECT ION OF
THE  TAPS ,  OR  2)  MAK ING A  F IST  AND
POUNDING THE  TABLE  ONCE  (L IGHTLY)
INSTEAD OF  TAPP ING ,  WHICH SK IPS  THE
NEXT  HAND IN  THE  C IRCLE .  

I F  YOU MISS  A  TURN OR TAP  OUT  OF
TURN ,  YOU REMOVE  THAT  HAND FROM
THE  TABLE .  KEEP  GOING UNT I L  TWO
PEOPLE  REMAIN .
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TOOTHLESS
VEGETABLES

PHYS ICAL ITY :  LOW

DIFF ICULTY :  LOW

SETT ING:  ONL INE  OR  IN  PERSON

STATS INSTRUCTIONS
PLAY  T IME :  5-7  M INUTES

AGE  GROUP:  M IDDLE
SCHOOL

Copyright 2020, NET Ministries/YDisciple

S IT  IN  A  C IRCLE  AS  A  GROUP .  HAVE  EACH
PERSON P ICK  A  VEGETABLE  THAT  THEY  WIL L
BE  FOR  THE  GAME AND SAY  THE  VEGETABLE
THAT  THEY  CHOSE .   

ONCE  THE  GAME BEG INS ,  EVERYONE  MUST
KEEP  THE IR  L IPS  CURLED  OVER  THE IR  TEETH
SO THAT  THE IR  TEETH  ARE  NOT  SHOWING AT
ALL .   

TO  START  THE  GAME ,  ONE  PERSON SAYS  THE
NAME OF  THE IR  VEGETABLE  TWICE  AND THEN
THE  NAME OF  SOMEONE  ELSE ’S  VEGETABLE
TWICE ,  WITHOUT  LETT ING THE IR  TEETH
SHOW (E .G .  CUCUMBER-CUCUMBER ,
BROCCOL I-BROCCOL I) .   

THE  PERSON WHOSE  VEGETABLE  WAS
CALLED  MUST  SAY  THE IR  VEGETABLE  TWICE
AND THEN ANOTHER  PERSON ’S  VEGETABLE
TWICE .  TH IS  CONT INUES  IN  THE  SAME
FASH ION .   

ANYONE  WHO SHOWS THE IR  TEETH  (WHILE
LAUGHING ,  TALK ING ,  OR  AT  ANY  T IME
DUR ING THE  GAME) ,  GOES  OUT  OF  TURN ,  OR
DOESN ’T  SAY  H IS  OWN VEGETABLE  TWICE
BEFORE  ANOTHER  PERSON ’S  VEGETABLE ,  I S
E L IM INATED .   I T  I S  PERMISS IBLE  TO GO BACK
TO THE  SAME PERSON WHO SA ID  YOUR
VEGETABLE  (EX .  I F  "BROCCOL I "  CALLS  ON
"CUCUMBER" ,  "CUCUMBER  CAN IMMEDIATELY
SEND IT  BACK TO "BROCCOL I " ) .   

THE  GAME CONT INUES  UNT I L  ONE  PERSON
REMAINS .
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TWO TRUTHS AND
YOUR MAMA

PHYS ICAL ITY :  LOW

DIFF ICULTY :  LOW

SETT ING:  ONL INE  OR  IN  PERSON

STATS INSTRUCTIONS
PLAY  T IME :  10  M INUTES

AGE  GROUP:  ALL  AGES

Copyright 2020, NET Ministries/YDisciple

EACH SMALL  GROUP MEMBER  IS  ASKED
TO COME UP  WITH  THREE  FACTS  ABOUT
THEMSELVES ,  TWO BE ING TRUE  AND ONE
BE ING SOMETH ING TRUE  ABOUT  THE IR
MOM.  

THE  GROUP IS  INV ITED  TO GUESS  WHICH
FACT IS  ABOUT  THE IR  MOM.   

THE  SPEAKER  THEN REVEALS  TO THE
GROUP THE  FACT  THAT  IS  TRUE  ABOUT
THE IR  MOM.

THE  NEXT  GROUP MEMBER  SHARES  THE IR
THREE  FACTS  AND THE  ACT IV ITY
PROCEEDS  IN  THE  SAME WAY .
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DUDE

PHYS ICAL ITY :  MODERATE

D IFF ICULTY :  LOW

SETT ING:  IN  PERSON

STATS INSTRUCTIONS
PLAY  T IME :  5-7  M INUTES

AGE  GROUP:  ALL  AGES

Copyright 2020, NET Ministries/YDisciple

EVERYONE  STANDS IN  A  C IRCLE
SHOULDER  TO SHOULDER .   

THE  LEADER  SAYS ,  “HEADS  DOWN”  AND
EVERYONE  PUTS  THE IR  HEADS DOWN.  

THE  LEADER  THEN COUNTS  DOWN FROM
3 AND SAYS  “ LOOK” .  WHEN THE  LEADER
SAYS  “ LOOK” ,  EVERYONE  PUTS  THE IR
HEAD UP  AND LOOKS AT  SOMEONE ’S
EYES .   

I F  THEY  ARE  MAK ING EYE  CONTACT WITH
ANOTHER  PERSON ,  THEN THE  TWO OF
THEM SAY  “DUDE ”  AND THEY  ARE  BOTH
EL IM INATED FROM THE  GAME .

THE  GAME CONT INUES  UNT I L  ONE  PLAYER
REMAINS .
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RED-HANDED

PHYS ICAL ITY :  MODERATE

D IFF ICULTY :  MODERATE

SETT ING:  IN  PERSON

STATS INSTRUCTIONS
PLAY  T IME :  5-7  M INUTES

AGE  GROUP:  ALL  AGES
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THE  GROUP S ITS  IN  A  C IRCLE  AND ONE
VOLUNTEER  S ITS  IN  THE  M IDDLE .  

THE  VOLUNTEER  CLOSES  THE IR  EYES  AND
COUNTS  SLOWLY  TO 10 .  

WHI LE  THE  VOLUNTEER  IS  COUNT ING TO
10 ,  EVERYONE  PRETENDS TO BE  PASS ING
A SMALL  OBJECT  TO EACH OTHER ,  WITH
ONLY  ONE  PERSON REALLY  PASS ING
SOMETH ING (THE  OBJECT  COULD BE  A
COIN ,  A  PENCI L ,  OR  ANY  OTHER  SMALL
OBJECT) .  

THEY  CONT INUE  PASS ING EVEN AFTER
THE  VOLUNTEER  HAS  F IN ISHED
COUNT ING TO 10 .  

WHEN THE  PERSON S ITT ING IN  THE
MIDDLE  OF  THE  C IRCLE  TH INKS  THEY
KNOW WHO HAS  THE  COIN  OR  PENCI L ,
HE/SHE  PO INTS  TO THE  PERSON.   

I F  HE/SHE  IS  R IGHT ,  THE  PERSON
CAUGHT RED-HANDED (WHOMEVER  WAS
THE  PASSER  IN  THE  TRANSACT ION)
MOVES  TO THE  M IDDLE ,  THE  CENTER
PERSON TAKES  THE IR  PLACE ,  AND THE
GAME CONT INUES  WITH  THE  NEXT
ROUND.
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NUMBERS

PHYS ICAL ITY :  LOW

DIFF ICULTY :  LOW

SETT ING:  IN  PERSON

STATS INSTRUCTIONS
PLAY  T IME :  5-7  M INUTES

AGE  GROUP:  ALL  AGES
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THE  GROUP STANDS IN  A  C IRCLE  AND
NUMBERS  OFF  EACH PERSON FROM 1  ON
UP  (WORKS BEST  IN  LARGER  SMALL
GROUPS) .

PERSON NUMBER  ONE  BEG INS  BY  SAY ING
ANYONE  ELSE ’S  NUMBER ,  THAT  PERSON
QUICKLY  CALLS  OUT  ANOTHER  NUMBER
(OTHER  THAN THE IR  OWN) ,  THEY
QUICKLY  SAY  ANOTHER ,  ETC .  UNT I L
SOMEONE  MESSES  UP .  YOU MESS  UP  BY
SAY ING YOUR OWN NUMBER ,  SAY ING A
NUMBER  THAT 'S  H IGHER  THAN YOUR
GROUP 'S  TOP  NUMBER ,  RESPONDING TO
A NUMBER  THAT  ISN 'T  YOURS ,  OR  NOT
PAY ING ATTENT ION AND MISS ING WHEN
YOUR NUMBER  IS  SA ID  (THERE 'S  A  ONE
SECOND GRACE  PER IOD) .  

THE  PERSON WHO MESSED UP  NOW
LEAVES  THE IR  PLACE  AND MOVES  TO THE
SPOT  WITH  THE  H IGHEST  NUMBER .
EVERYONE  ELSE  SH IFTS  IN  THE  C IRCLE ,
F I L L ING IN  FOR  WHOMEVER  MOVED AND
THE IR  NUMBERS  CHANGE  ACCORDINGLY .
AS  THE  GAME GOES  ON ,  THE  SPEED  WIL L
NATURALLY  INCREASE ,  AS  WIL L  THE
MISTAKES  WHEN PEOPLE 'S  NUMBERS
CHANGE .  NUMBER  ONE  ALWAYS STARTS ,
AND IT  I S  TYP ICALLY  HARDEST  TO
REMOVE  THAT  PERSON FROM THE
NUMBER  ONE  SPOT .
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PETER, PETER, PAUL,
PAUL

PHYS ICAL ITY :  MODERATE

D IFF ICULTY :  MODERATE

SETT ING:  IN  PERSON

STATS INSTRUCTIONS
PLAY  T IME :  10  M INUTES

AGE  GROUP:  M IDDLE
SCHOOL

Copyright 2020, NET Ministries/YDisciple

S IT  IN  A  C IRCLE  AND COUNT OFF  START ING WITH
YOURSELF .   HOWEVER ,  THE  F IRST  TWO PEOPLE
(YOURSELF  AND THE  PERSON ON YOUR R IGHT)
INSTEAD OF  BE ING ONE  AND TWO ARE  PETER  (YOU)
AND PAUL  (PERSON TO THE  R IGHT)  FOLLOWED BY
1-X  (THE  NUMBER  OF  PEOPLE  LEFT  IN  THE  GROUP) .

TO BEG IN  THE  GAME ,  SET  A  RHYTHM.  START  BY
SLAPP ING YOUR KNEES  TWICE  THEN SNAPP ING
TWICE .  SO I T  I S  SLAP ,  S LAP ,  SNAP ,  SNAP .   

PETER  WIL L  ALWAYS BE  THE  ONE  TO DETERMINE
HOW FAST  THE  GROUP WIL L  BE  GOING AND CAN
CHANGE I T  AT  ANY  T IME .   PETER  ALWAYS STARTS .
WHI LE  HE/SHE  IS  H ITT ING THE IR  KNEES  TWICE ,  THEY
NEED TO CALL  OUT  THE IR  NAME AT  THE  SAME T IME .   
THEN WHEN THEY  ARE  SNAPP ING ,  THEY  NEED  TO
CALL  OUT  ANOTHER  NAME OR  NUMBER .   FOR
EXAMPLE ,  L ET ’S  SAY  PETER  WOULD START  BY
SAY ING “PETER ,  PETER ,  PAUL ,  PAUL ”  THEN PAUL
WOULD NEED  TO TURN AROUND AND SAY  H IS  NAME
TWICE  AND THEN ANOTHER .  SO I T  WI L L  SOUND
SOMETH ING L IKE  TH IS :   PETER ,  PETER ,  PAUL ,  PAUL…     
PAUL ,  PAUL ,  2 ,  2…     2 ,  2 ,  8 ,  8…      8 ,  8 ,  PAUL ,  PAUL . . .

THE  WAY YOU BECOME PETER  IS  I F  SOMEONE  MAKES
A MISTAKE  (NOT  CALL ING IN  RHYTHM,  FORGETT ING
THE IR  NUMBER ,  ETC) .  THEY  HAVE  TO GET  UP  AND
MOVE  TO THE  LAST  IN  L INE  AND THE  NUMBERS  WIL L
THEN CHANGE .  FOR  EXAMPLE ,  I F  #4  MAKES  A
MISTAKE ,  HE/SHE  MOVES  INTO THE  LAST  PLACE  AND
EVERYONE  ELSE  CHANGES  THE IR  NUMBER .   SO
NUMBER  5  IS  NOW NUMBER  4  AND NUMBER  6  IS
NUMBER  5 ,  ETC .   TH IS  MAKES  THE  GAME VERY
CONFUS ING BECAUSE  EVERYONE ’S  NAME IS  OFTEN
CHANGING ,  SO THEY  NEED  TO PAY  CLOSE
ATTENT ION TO THE IR  CURRENT  NUMBER .   TO
BECOME PETER ,  HE/SHE  NEEDS  TO MAKE  A  M ISTAKE .
AFTER  A  WHI LE  OF  PLAY ING ,  I F  YOU ARE  ST I L L
PETER ,  YOU MIGHT  WANT TO DEFER  I T  TO  SOMEONE
ELSE .

    THE  OBJECT  OF  TH IS  GAME IS  TO  BECOME PETER .
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ISLANDS

PHYS ICAL ITY :  H IGH

DIFF ICULTY :  MODERATE

SETT ING:  IN  PERSON

STATS INSTRUCTIONS
PLAY  T IME :  5-7  M INUTES

AGE  GROUP:  ALL  AGES
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PLACE  A  FEW OBJECTS  (PAPER  PLATES ,
SHEETS  OF  PAPER ,  BALLS ,  ETC .)  SPREAD
OUT ON THE  GROUND.  THESE  WI L L  ACT
AS  YOUR “ IS LANDS . ”   THERE  SHOULD BE
HALF  AS  MANY IS LANDS AS  THERE  ARE
PEOPLE  IN  YOUR GROUP .

HAVE  EVERYONE  START  WALK ING
AROUND THEM.

WHEN THE  SMALL  GROUP LEADER  SAYS
“ IS LANDS” ,  EVERYONE  RUNS TO TOUCH
ONE  OF  THE  DES IGNATED “ IS LANDS” .  

THE  LAST  PERSON TO GET  TO AN
“ ISLAND”  IS  OUT .   

THE  CHALLENGING FEATURE  IS  THAT  I F
ANY  TWO PEOPLE  TOUCH IN  THE
PROCESS  OF  SCRAMBL ING FOR THE
“ IS LANDS” ,  THEY ’RE  BOTH OUT  OF  THE
GAME .   

AS  THE  GROUP GETS  SMALLER ,  REDUCE
THE  NUMBER  OF  “ I S LANDS”  UNT I L  THERE
ARE  ONLY  A  FEW PEOPLE  READY  TO
POUNCE  ON A  S INGLE  IS LAND .  

THE  PERSON WHO REACHES  THE  “ I S LAND”
F IRST  WINS .
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20 PIECES

PHYS ICAL ITY :  LOW

DIFF ICULTY :  LOW

SETT ING:  ONL INE  OR  IN  PERSON

STATS INSTRUCTIONS
PLAY  T IME :  10  M INUTES

AGE  GROUP:  ALL  AGES

Copyright 2020, NET Ministries/YDisciple

EACH MEMBER  IN  THE  SMALL  GROUP IS
G IVEN A  SHEET  OF  PAPER  AND
INSTRUCTED TO TEAR  I T  INTO 20  P I ECES .

NEXT ,  A  SMALL  GROUP MEMBER  SAYS
SOMETH ING ABOUT  THEMSELVES .  FOR
EXAMPLE ,  “ I  HAVE  1  BROTHER  AND 1
S ISTER . ”   

EVERYONE  FOR WHOM THAT  STATEMENT
DOES  NOT  APPLY  PUTS  A  P I ECE  OF  PAPER
IN  THE  M IDDLE .  I F  THE  STATEMENT  DOES
APPLY  FOR  SOMEONE ,  THEY  KEEP  THE
SAME AMOUNT OF  PAPERS .   

GO AROUND THE  C IRCLE  AT  LEAST  ONCE ,
SO THAT  EVERYONE  HAS  THE
OPPORTUNITY  TO SHARE  SOMETH ING
ABOUT THEMSELVES .   

AT  THE  END OF  THE  GAME ,  THE  PERSON
WHO HAS  KEPT  THE  MOST  P I ECES  OF
PAPER  WINS  THE  GAME .

ONL INE  ADAPTAT ION:  ASK  EVERYONE  TO
GET  A  P I ECE  OF  PAPER  AND TEAR  I T  INTO
20  P I ECES .  THEN PLAY  THE  GAME AS
DESCR IBED  IN  THE  PREV IOUS  STEPS .
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JENNI'S GAME

PHYS ICAL ITY :  H IGH

DIFF ICULTY :  MODERATE

SETT ING:  IN  PERSON

STATS INSTRUCTIONS
PLAY  T IME :  15+  M INUTES

AGE  GROUP:  ALL  AGES

Copyright 2020, NET Ministries/YDisciple

JENNI ’ S  GAME IS  A  VAR IAT ION OF  HOT
POTATO.  TH IS  ACT IV ITY  IS  BEST  WITH
LARGER  SMALL  GROUPS ,  SO THAT  I T  CAN BE
SPL IT  INTO TWO OR MORE  GROUPS .   

EVERYONE  S ITS  IN  CHAIRS  OR  ON THE
FLOOR IN  A  C IRCLE  WITH  THE IR  SMALL
GROUP (OR OTHER  GROUPS  OF  4  TO 8
PEOPLE) ,  AND EACH GROUP IS  G IVEN  AN
OBJECT  TO PASS  AROUND.  HAVE  MUS IC
READY TO PLAY  AND STOP .  

START  THE  MUS IC ,  AND THE  OBJECT  GETS
PASSED TO THE  R IGHT ,  WITH  EACH PERSON
IN  THE  SMALL  GROUP HANDING IT  OFF  TO
THE  PERSON ON THE IR  R IGHT .   STOP  THE
MUS IC  AND ANNOUNCE AN ACT IV ITY  WHICH
THE  PERSON HOLD ING THE  OBJECT  MUST
PERFORM (FOR EXAMPLE :  3  JUMP ING
JACKS) .  

START  THE  MUS IC ,  AND THE  OBJECT  WIL L  BE
PASSED AROUND THE  C IRCLE  AGAIN .   EVERY
T IME  THE  OBJECT  COMES  TO THE  PERSON ,
S/HE  DOES  THE  ACT IV ITY .  TH IS  CONT INUES
THROUGHOUT THE  GAME .   

EVERY  T IME  A  PERSON GETS  CAUGHT WHEN
THE  MUS IC  STOPS ,  THEY  DO AN ACT IV ITY
AND THAT  ACT IV ITY  BELONGS TO THAT
PERSON THROUGH ALL  ROUNDS OF  THE
GAME .   

I F  THEY  GET  CAUGHT TWICE ,  THEY  CAN
PASS  THE  OBJECT  TO SOMEONE  WHO
HASN ’T  HAD IT  YET .   END THE  GAME BY
HAVING THE  LAST  ACT IV ITY  BE  ALL  OF  THE
PREV IOUS  ACT IV IT I ES!
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NINJA

PHYS ICAL ITY :  MODERATE

D IFF ICULTY :  H IGH

SETT ING:  IN  PERSON

STATS INSTRUCTIONS
PLAY  T IME :  10  M INUTES

AGE  GROUP:  ALL  AGES

Copyright 2020, NET Ministries/YDisciple

GATHER  ALL  OF  THE  PLAYERS  INTO A
CIRCLE .  

AT  THE  COUNT OF  3 ,  EACH PLAYER
STR IKES  A  UN IQUE  “N INJA  POSE ”  AND
FREEZES  IN  THAT  POS IT ION .  

DES IGNATE  ONE  PLAYER  TO GO F IRST .
THEY  WIL L  MAKE  ONE  MOVEMENT ,
STR IK ING ANOTHER  N INJA POSE ,  AND
ATTEMPT  TO TAG ANY  OTHER  PLAYER
BETWEEN THE IR  E LBOW AND F INGERT IPS .

THE  PLAYER  THAT  IS  BE ING TARGETED
MAY MOVE  THE IR  ARM IN  AN ATTEMPT
TO NOT  BE  TAGGED (TH IS  WOULD BE  IN
JUST  ONE  MOT ION ,  AND THE  TARGETED
PLAYER  WOULD REMAIN  FROZEN IN  THAT
POS IT ION) .  P LAY  PROCEEDS  IN  A
CLOCKWISE  FASH ION .  

ONCE  ONE  PLAYER  HAS  COMPLETED
THE IR  ACT ION ,  THE  TURN IMMEDIATELY
SH IFTS  TO THE  NEXT  PLAYER .

I F  A  PLAYER  IS  TAGGED BETWEEN THE IR
ELBOW AND F INGERT IPS ,  THEN THAT  ARM
IS  OUT  AND THEY  WIL L  PUT  THE IR  ARM
BEH IND THE IR  BACK .  I F  A  PLAYER  GETS
BOTH OF  THE IR  ARMS OUT ,  THEN THEY
ARE  E L IM INATED FROM THE  GAME .

THE  GAME CONT INUES  UNT I L  ONE  PLAYER
REMAINS .
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TIPS

PHYS ICAL ITY :  H IGH

DIFF ICULTY :  LOW

SETT ING:  IN  PERSON

STATS INSTRUCTIONS
PLAY  T IME :  5-7  M INUTES

AGE  GROUP:  ALL  AGES

Copyright 2020, NET Ministries/YDisciple

A BASKETBALL  OR  VOLLEYBALL  IS  NEEDED
FOR TH IS  GAME .  

S IMPLY  TOSS  THE  BALL  ACROSS  THE
CIRCLE  TO WHOMEVER  YOU WANT ,  BUT
IF  YOU 'RE  TOUCHING THE  BALL ,  YOUR
FEET  CAN 'T  BE  ON THE  GROUND.  

I F  YOUR FEET  TOUCH THE  GROUND WHILE
PASS ING THE  BALL ,  YOU ARE  OUT .

THE  LAST  PERSON REMAIN ING WINS  THE
GAME .
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HOW'S YOURS?

PHYS ICAL ITY :  LOW

DIFF ICULTY :  LOW

SETT ING:  ONL INE  OR  IN  PERSON

STATS INSTRUCTIONS
PLAY  T IME :  5-7  M INUTES

AGE  GROUP:  ALL  AGES

Copyright 2020, NET Ministries/YDisciple

HAVE  THE  SMALL  GROUP GATHER  IN  A
C IRCLE  WHI LE  ONE  PERSON IS  SENT  OUT
OF  THE  ROOM.  THAT  PERSON IS  “ I T ” .

THE  GROUP THEN CHOOSES  A  NOUN
(SUCH AS  A  SOCK ,  SPORT ,  CAR ,  ETC .)   

WHEN THE  PERSON COMES  BACK INTO
THE  ROOM THEY  ASK ,  "HOW'S  YOURS?"  

EACH PERSON THEY  ASK  MUST  ANSWER
WITH  AN ADJECT IVE  THAT  DESCR IBES
THE  NOUN CHOSEN BY  THE  GROUP .   

THE  PERSON WHO IS  “ I T ”  MUST  GUESS
AFTER  EACH RESPONSE  AND CONT INUE
AROUND THE  C IRCLE  UNT I L  S/HE  CAN
GUESS  THE  NOUN CHOSEN .   

THE  LAST  PERSON TO G IVE  AN
ADJECT IVE  BEFORE  THE  “ I T ”  PERSON
GUESSES  THE  CORRECT  NOUN BECOMES
THE  NEXT  PERSON WHO IS  " I T . ”

ONL INE  ADAPTAT ION:  SEND A  MESSAGE
PR IVATELY  TO EACH GROUP MEMBER
WHO IS  NOT  “ I T ”  WITH  THE  CHOSEN
NOUN.  THE  GAME PROCEEDS  AS  NORMAL
START ING WITH  THE  TH IRD
INSTRUCT ION .  
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HIGH ROLLER, HIGH
WRITER

PHYS ICAL ITY :  LOW

DIFF ICULTY :  LOW

SETT ING:  ONL INE  OR  IN
PERSON

STATS INSTRUCTIONS
PLAY  T IME :  10  M INUTES

AGE  GROUP:  ALL  AGES

Copyright 2020, NET Ministries/YDisciple

HAVE  THE  GROUP AROUND A  TABLE ,  AND PLACE
ONE  S IX  S IDED  D IE  AND ONE  PENCI L  IN  THE
MIDDLE .   G IVE  EACH PLAYER  A  SHEET  OF  PAPER .  

ONE  PERSON ROLLS  THE  D IE  ONCE ,  THEN PASSES
IT  CLOCKWISE  TO THE  NEXT  PLAYER  TO ROLL .   

WHEN A  PLAYER  ROLLS  A  6 ,  THEY  GRAB THE
PENCI L  AND BEG IN  WRIT ING NUMBERS  FROM 1
TO 100  ( 1  2  3  4  5 . . . ) .  

MEANWHILE ,  THE  D IE  I S  PASSED FROM PLAYER
TO PLAYER  UNT I L  SOMEONE  ELSE  ROLLS  A  6 .  THE
WRITER ’S  GOAL  IS  TO  REACH 100  BEFORE
ANOTHER  PLAYER  ROLLS  A  6 .  ONCE  SOMEONE
ELSE  ROLLS  A  6 ,  THEY  GRAB THE  PENCI L  FROM
THE  F IRST  WRITER  AND BEG IN  TO WRITE  THE IR
OWN NUMBERS .   P LAYERS  P ICK  UP  WITH
NUMBERS  WHERE  THEY  PERSONALLY  LEFT  OFF
WHEN THEY  ROLL  ANOTHER  6 .   

THE  F IRST  PLAYER  TO REACH 100  WINS!

ONL INE  ADAPTAT ION:  FOR  ROLL ING THE  D IE ,  YOU
CAN USE  A  V IRTUAL  D ICE  ROLL  WEBS ITE  OR  AN
APP  FOR YOUR PHONE  L IKE  “D ICE  ROLLER  AR ” .
US ING AN APP  WOULD BE  IDEAL ,  S INCE  EVERY
PERSON COULD ROLL  A  D ICE  ON THE IR  PHONE
AND SHOW IT  TO THE  SCREEN WHEN THEY  H IT  A
S IX .  INSTEAD OF  WRIT ING THE  NUMBERS  ON A
PAPER  AND PASS ING THE  PENCI L  AROUND ,  USE
THE  CHAT  FEATURE  ON THE  V IDEO METHOD YOU
USE  (E .G .  ZOOM) .  HAVE  EACH PERSON TYPE  THE
NUMBERS  1 ,  2 ,  3…  AND H IT  ENTER .  WHEN
ANOTHER  PERSON ROLLS  THE  S IX ,  THEY  CAN
STOP TYP ING AND THE  NEXT  PERSON CAN P ICK
UP  FROM THE  LAST  NUMBER  THAT  WAS TYPED .
THE  F IRST  PLAYER  TO REACH 100  WINS!
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ASK ME, ANSWER ME

PHYS ICAL ITY :  LOW

DIFF ICULTY :  MODERATE

SETT ING:  IN  PERSON

STATS INSTRUCTIONS
PLAY  T IME :  10  M INUTES

AGE  GROUP:  ALL  AGES

Copyright 2020, NET Ministries/YDisciple

EACH PERSON IS  G IVEN  TWO P IECES  OF
PAPER .   

ON ONE  P I ECE  THEY  WRITE  A  QUEST ION
(THE  MORE  RANDOM THE  BETTER) .   

PUT  ALL  THE  QUEST IONS IN  THE  M IDDLE
AND HAVE  EVERYONE  DRAW.   NOW THEY
MUST  ANSWER THAT  QUEST ION ON THE IR
OTHER  SHEET  OF  PAPER .   

AFTER  TH IS ,  COLLECT  ALL  THE
QUEST IONS IN  ONE  P I LE  AND ALL  THE
ANSWERS  IN  ANOTHER  P I LE .   

HAND OUT  A  QUEST ION AND ANSWER TO
EVERYONE  RANDOMLY .  THE  QUEST IONS
AND ANSWERS  WIL L  NOT  BE  RELATED .  

EACH PERSON THEN READS ALOUD THE
QUEST ION AND THE  ANSWER THEY  HAVE .
THE  MORE  B IZARRE  THEY  ARE ,  THE
FUNNIER  THE  GAME IS .  (HELPFUL  H INT :
THE  ACT IV ITY  F LOWS BETTER  I F  AL L  THE
QUEST IONS AND ANSWERS  ARE  IN  THE
SAME FORMAT (EXAMPLE :  “WHY…?
BECAUSE…”  OR  “WHAT  I F…?  THEN , . . . ” )
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FITZEL-SPITZEL

PHYS ICAL ITY :  MODERATE

D IFF ICULTY :  LOW

SETT ING:  ONL INE  OR  IN
PERSON

STATS INSTRUCTIONS
PLAY  T IME :  5-7  M INUTES

AGE  GROUP:  ALL  AGES

Copyright 2020, NET Ministries/YDisciple

HAVE  ALL  PLAYERS  STAND IN  A  C IRCLE ,  FACING
THE  CENTER .

THE  LEADER  STARTS  THE  ACT ION BY  TAK ING A
BALL  (ANY  OBJECT  WIL L  DO)  AND HANDING IT
TO THE  PERSON ON H IS  R IGHT ,  SAY ING ,  “ TH IS  IS
A  F ITZLE . ”  

THE  PERSON WHO NOW HOLDS  THE  BALL
INQUIRES ,  “A  WHAT??”  THE  F IRST  PLAYER
REPEATS ,  “A  F I TZLE ! ”  THE  PERSON NOW SAYS
“OH ,  A  F I TZLE ” .

PERSON NUMBER  TWO,  NOW HANDS THE  BALL
TO THE  PERSON ON H IS  R IGHT  AND SAYS ,  “ TH IS
IS  A  F I TZLE . ”   NOW PERSON NUMBER  THREE
SAYS ,  “A  WHAT??”   HE  ASKS  NUMBER  TWO.
PERSON NUMBER  TWO THEN TURNS BACK TO
PERSON NUMBER  ONE  AND ASKS  AGAIN ,  “A
WHAT??”   “A  F I TZLE ! ”  PERSON NUMBER  ONE
SAYS .  NUMBER  TWO TURNS BACK TO NUMBER
THREE  AND CONF IRMS IT .  “A  F I TZLE ! ! ”  NUMBER
TWO SAYS .  

NOW THAT  NUMBER  THREE  IS  ENL IGHTENED ,  HE
CAN HAND THE  BALL  HE ’S  BEEN  HOLD ING TO THE
PERSON TO H IS  R IGHT .  NUMBER  THREE  SAYS
“TH IS  IS  A  F I TZLE . ”   NUMBER  FOUR ASKS ,  “  A
WHAT???”  THE  WHOLE  SEQUENCE  GETS  PLAYED
BACK TO NUMBER  ONE :  “A  WHAT???”  “A
WHAT??”  “A  F I TZLE ! ”  “A  F I TZLE ! ! ”  “A  F I TZLE ! ! !
”TH IS  CONT INUES  IN  A  COUNTERCLOCKWISE
MOT ION .  AFTER  THE  F I TZLE  HAS  MADE  I T  TO  THE
TH IRD  OR  FOURTH PERSON ,  START  A  S IM I LAR
PROCESS  WITH  A  SECOND ITEM CALLED  A
“SP ITZLE ”  MOVING IN  A  CLOCKWISE  FASH ION .  

THE  GAME CONT INUES  UNT I L  THE  LAST  PERSON
IN  THE  C IRCLE  IS  F IN ISHED WITH  THE IR  TURN .
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FROGS AND FLIES

PHYS ICAL ITY :  MODERATE

D IFF ICULTY :  MODERATE

SETT ING:  IN  PERSON

STATS INSTRUCTIONS
PLAY  T IME :  5-7  M INUTES

AGE  GROUP:  M IDDLE
SCHOOL

Copyright 2020, NET Ministries/YDisciple

EVERYONE  S ITS  IN  A  C IRCLE  AND ONE
PERSON VOLUNTEERS  TO STEP  OUTS IDE
THE  ROOM.

AS  THAT  PERSON WAITS ,  THE  GROUP
DECIDES  WHO WIL L  BE  THE  FROG.  THE
REST  OF  THE  GROUP BECOME THE  F L I ES .   

WHEN THE  PERSON COMES  BACK ,  THEY
STAND IN  THE  M IDDLE  OF  THE  C IRCLE .
THE  FROG WIL L  BEG IN  TO K I L L  THE  F L I ES
BY  ST ICK ING ITS  TONGUE  OUT  SUBTLY
AT  EACH MEMBER .   

WHEN A  F LY  SEES  THE  FROG ’S  TONGUE ,
I T  D I ES  BY  DRAMAT ICALLY  CRY ING OUT
AND FALL ING OVER .   

THE  PERSON IN  THE  M IDDLE  MUST  GUESS
WHO THE  FROG IS  BEFORE  THE  FROG
KI L LS  OFF  ALL  THE  F L I ES .   I F  THE  PERSON
IN  THE  M IDDLE  GUESSES  CORRECTLY ,  THE
FL I ES  WIN .  I F  NOT ,  THE  FROG WINS .
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WHO STARTED THE
MOTION?

PHYS ICAL ITY :  MODERATE

D IFF ICULTY :  LOW

SETT ING:  IN  PERSON

STATS INSTRUCTIONS
PLAY  T IME :  5-7  M INUTES

AGE  GROUP:  M IDDLE
SCHOOL

Copyright 2020, NET Ministries/YDisciple

PLAYERS  FORM A  C IRCLE  AND SEND ONE
PERSON OUT  OF  EARSHOT .   

THE  REST  OF  THE  GROUP DEC IDES  WHO
IS  “ I T . ”   TH IS  PERSON WIL L  START  A
S IMPLE  REPET IT IVE  MOMENT  (TAPP ING
THE IR  KNEES ,  SNAPP ING ,  SCRATCHING
THE IR  HEAD ,  ETC) .  EVERYONE  IN  THE
C IRCLE  THEN DOES  WHAT TH IS  PERSON
DOES .  

THE  PERSON WHO IS  “ I T ”  WI L L  SWITCH
ACT IONS AT  THE IR  LE ISURE .   

WHEN THE  PERSON SENT  OUT  RETURNS ,
THEY  STAND IN  THE  M IDDLE  AND TRY  TO
GUESS  WHO IS  START ING THE  MOT ION .
THE  MOT ION WIL L  CHANGE
PER IOD ICALLY .  

I F  THEY  GUESS  THE  CORRECT  PERSON ,
THEN THEY  REJO IN  THE  GROUP AND TWO
NEW PEOPLE  ARE  CHOSEN ,  ONE  TO BE
THE  GUESSER  AND THE  OTHER  WHO IS
“ I T ” .
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CONCENTRATION

PHYS ICAL ITY :  MODERATE

D IFF ICULTY :  H IGH

SETT ING:  IN  PERSON

STATS INSTRUCTIONS
PLAY  T IME :  10  M INUTES

AGE  GROUP:  M IDDLE
SCHOOL

Copyright 2020, NET Ministries/YDisciple

EVERYONE  S ITS  OR  STANDS IN  A  C IRCLE
WITH  THE IR  HANDS OUT  TO THE IR  S IDES
AND PALMS IN  THE  A IR .  

THE  GROUP WIL L  THEN SAY  THE
FOLLOWING L INES  AS  THEY  PASS  A  SLAP
AROUND THE  C IRCLE .  (YOU GENTLY  SLAP
THE  HAND OF  THE  PERSON NEXT  TO YOU ,
K IND OF  L IKE  “DOWN BY  THE  BANK”)  THE
L INES :  “ L ET ’S  PLAY  CONCENTRAT ION ,  NO
REPEATS  OR  HES ITAT ION ,  CATEGORY IS… ”
(THE  SLAP  SHOULD FOLLOW THE  BEAT  OF
THE  SONG) 

THE  PERSON WHOSE  HAND GETS
SLAPPED LAST  IS  THE  ONE  THAT  SAYS  A
CATEGORY (FOR EXAMPLE :  TYPES  OF
CARS ,  COLORS ,  COUNTR IES ,  ETC) .  THE
PERSON TO THE  LEFT  OF  THE  “CATEGORY
CALLER ”  WI L L  THEN START  WITH  AN
ANSWER AND PASS  THE  SLAP  AGAIN  AS
THE  ANSWER IS  BE ING SA ID .  

THE  SLAP  AND ANSWER CONT INUES
AROUND THE  C IRCLE  UNT I L  SOMEONE
HES ITATES ,  REPEATS  A  WORD ,  OR
CANNOT TH INK  OF  AN ANSWER .  WHEN
THAT  HAPPENS ,  THAT  PERSON IS  OUT .  

THE  GROUP THEN CONT INUES  WITH
REPEAT ING THE  SONG AND A  NEW
CATEGORY .  TH IS  PROCESS  CONT INUES
UNT I L  THERE  IS  ONLY  ONE  PERSON LEFT .
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ANIMAL NOISES

PHYS ICAL ITY :  LOW

DIFF ICULTY :  LOW

SETT ING:  IN  PERSON

STATS INSTRUCTIONS
PLAY  T IME :  5-7  M INUTES

AGE  GROUP:  M IDDLE
SCHOOL

Copyright 2020, NET Ministries/YDisciple

HAVE  EVERYONE  GET  INTO A  C IRCLE
WITH  ONE  PERSON VOLUNTEER ING TO BE
IN  THE  M IDDLE .   

THE  PERSON IN  THE  M IDDLE  CLOSES
THE IR  EYES  WHI LE  THE  PEOPLE  ON THE
OUTS IDE  CONT INUOUSLY  CHANGE
POS IT IONS  IN  THE  GROUP .

THE  PERSON IN  THE  M IDDLE ,  ST I L L  WITH
THE IR  EYES  CLOSED ,  SAYS  “STOP”  (ALL
FREEZE) ,  AND THEN PROCEEDS  TO PO INT
TO SOMEONE  IN  THE  GROUP AND CALL
OUT  AN AN IMAL .   

THE  PLAYER  WHO IS  BE ING PO INTED  AT
THEN PROCEEDS  TO MAKE  THE  SOUND OF
THAT  AN IMAL .  THE  PERSON IN  THE
MIDDLE  TR IES  TO GUESS  WHO IT  I S  THAT
IS  MAK ING THAT  NOISE .  

I F  THE  PERSON IN  THE  M IDDLE  GUESSES
CORRECTLY ,  THEN THE  PERSON WHO
MADE  THE  NOISE  IS  IN  THE  M IDDLE  AND
IT  STARTS  OVER  AGAIN .   I F  THEY  DON ’T
GUESS  CORRECTLY ,  THEY  ARE  IN  THE
MIDDLE  AGAIN .
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AH SO KO

PHYS ICAL ITY :  MODERATE

D IFF ICULTY :  MODERATE

SETT ING:  ONL INE  OR  IN
PERSON

STATS INSTRUCTIONS
PLAY  T IME :  5-7  M INUTES

AGE  GROUP:  M IDDLE
SCHOOL

Copyright 2020, NET Ministries/YDisciple

BEGIN  BY  S ITT ING IN  A  C IRCLE  AND FACING EACH
OTHER .   

ONE  OF  THE  PLAYERS  STARTS  THE  ACT ION BY
PLACING E ITHER  HAND ,  WITH  F INGERS  EXTENDED ,  ON
TOP OF  THE IR  HEAD ,  SAY ING “AH! ”  

WHOEVER  GOES  NEXT  DEPENDS ON WHICH WAY THE
STARTER ’S  F INGERS  ARE  PO INT ING (E .G .  I F  HE  USED
H IS  LEFT  HAND ,  H IS  F INGERS  WOULD BE  PO INT ING
TO THE  PERSON IN  THE  C IRCLE  TO H IS  R IGHT ,  AND
THAT  PERSON WOULD GO NEXT) .  

THE  NEXT  PLAYER  PLACES  E ITHER  HAND ,  WITH
F INGERS  EXTENDED UNDER  H IS  CH IN  AND SAYS ,
“SO! ” .  THE  WAY H IS  F INGERS  ARE  PO INT ING ,  L EFT  OR
R IGHT ,  IND ICATES  WHO IN  THE  C IRCLE  GOES  NEXT .

THE  TH IRD  PLAYER  DOES  A  S INGLE  ONE-HANDED
CLAP  AND PO INTS  H IS  F INGERT IPS  TOWARD ANYONE
ELSE  IN  THE  C IRCLE  WHI LE  SAY ING “KO! ”  THE  WAY
HIS  F INGERT IPS  PO INT  IND ICATES  A  NEW STARTER ,
WHO GETS  THE  WHOLE  PROCESS  ROLL ING AGAIN  BY
PLACING ONE  HAND ON TOP  OF  H IS  HEAD AND
SAY ING “AH! ”   

THE  GAME CONT INUES   “AH! ”  “SO! ”  “KO! ”  AT  AS
RAP ID  OF  A  PACE  AS  POSS IBLE .  I F  A  PLAYER
HES ITATES  FOR  TOO LONG ,  PERFORMS THE  WRONG
ACT ION OR SAYS  THE  WRONG WORD ,  THEN THEY
ARE  OUT .  

P LAY  CONT INUES  UNT I L  THREE  PLAYERS  REMAIN .

ONL INE  ADAPTAT ION:  AFTER  SAY ING THE  KEY
WORDS “AH! ”  “SO! ”  “KO! ”  AND DOING THE  MOT IONS
THAT  GO ALONG WITH  EACH ADD THE  NAME OF  THE
PERSON TO ASS IGN THE  PERSON THAT  GOES  NEXT
INSTEAD OF  DETERMIN ING THAT  BY  PO INT ING
F INGERS  AS  DESCR IBED  IN  STEPS  2 ,   4  AND 5 .  (EX .
F IRST  PERSON SAYS :  AH!  JAMES ,  WHI LE  PLACING
THE IR  HAND FLAT  ON THE  TOP  OF  THE IR  HEAD AS
EXPLA INED  IN  STEP  2 .  JAMES  NOW SAYS :  SO!  ROB ,
WHI LE  PLACING THE IR  F IST  UNDER  THE IR  CH IN . . . ETC)
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CHOOSE YOUR
CONTEST

PHYS ICAL ITY :  MODERATE

D IFF ICULTY :  LOW

SETT ING:  IN  PERSON OR ONL INE

STATS INSTRUCTIONS
PLAY  T IME :  10  M INUTES

AGE  GROUP:  ALL  AGES

Copyright 2020, NET Ministries/YDisciple

DIV IDE  THE  GROUP INTO 2  TEAMS (OR
MORE  I F  NEEDED ,  DEPENDING ON S IZE  OF
THE  GROUP) .   EXPLA IN  THAT  FROM THE
L IST  OF  COMPET IT IONS  YOU READ (SEE
PROVIDED L IST  OR  COME UP  WITH  YOUR
OWN IDEAS) ,  EACH TEAM MUST  ELECT
ONE  PERSON TO COMPETE  IN  THAT
CONTEST .  

EVERYONE  ON EACH TEAM MUST  DO ONE
TH ING .  ONCE  TEAMS HAVE  DEC IDED  WHO
DOES  WHAT ,  GO THROUGH THE  L IST  AND
HAVE  EACH TEAM ’S  REPRESENTAT IVE
COMPETE  FOR  THE IR  TEAM.   

YOU AND/OR ANOTHER  GROUP LEADER
CAN BE  THE  JUDGE(S) .   AWARD PO INTS
FOR EACH EVENT :  1ST-3PTS ,  2ND-2PTS ,
3RD-1PT .   THE  TEAM WITH  THE  MOST
POINTS  WINS .  T IP :  TH IS  GAME IS  BEST
USED WHEN THE  SMALL  GROUP HAS  BEEN
MEET ING FOR A  WHI LE  AND ARE  ALREADY
FA IRLY  COMFORTABLE  WITH  EACH
OTHER .

POSSIBLE EVENTS:
1. LOUDEST SCREAM
2. BEST TARZAN YELL

3. WHO’S LIVED IN THE MOST
STATES

4. ODDEST BODY TRICK
5. FLY PAPER AIRPLANE THE

FARTHEST
6. FUNNIEST FACE

7. HAS THE MOST SIBLINGS
8. WALK ON HANDS THE

FARTHEST
9. GUESS # OF SOMETHING
(E.G. PENCILS IN THE BOX)

10. BEST WHISTLING OF
“MARY HAD A LITTLE LAMB”
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