COOPERATIVE GAMES THAT TEACH

KARIN BEAL, M.Ed, MSW, CAPSW
NO PROP GAMES:

Mingle, Mingle, Mingle

1. Answer questions in small groups as posed by the group leader.

2. Groups should gather in 2s, 3s, 4s – depending on the size of the large group.

3. purpose is a get to know each other and build trust in the group

Weird Walking

1. Set up two boundaries – one on each end of room, field, playing space.

2. Each person will find a partner and walk across the area 

3. Groups may not repeat another groups style of walking

4. Walking types may not be repeated

5. Cheer for each group

6. One group may walk across at a time

7. Increase the groups for each pass until the entire group is one 

Whoosh Ball

1. Group forms a circle

2. The goal is for the group to pass an imaginary ball around the circle using the designated motions.  

3. Everyone should get a turn – teams goal is to make sure this happens

Motions

· Whoosh – pass side to side

· Zap – pass across circle

· Whoa – blocks whoosh but not a zap

· Boing – everyone mimics person raising ball over head and squatting

· Freak – everyone switches places

· Super freak – everyone switches places while mimicking dance of super freaker

Hog Call

1. Each person is given an animal name

2. Each person is blindfolded

3. The animals got out of the pen and got mixed up in the field – thus, the goal is collect the like animals together.

4. May only use the animal noise to find each other – connect 

Safety:

· Walk only

· Bumpers up

· Teacher is guide

· May split group into two so the outside group makes the fence and the inside group finds each other (Jamaquack)

Lap Sit

1. Have group form a circle with toes touching the heels of the person in front of them

2. Simultaneously have everyone sit down on the lap of the person behind them.

Would you Rather  

Could answer these questions on paper with reasons why – or have a few volunteers speak up and share (can ask any type of question – can be more focused on the goals of the activity)

…have smelly armpits or stinky feet?

 …always lose or never play?   

…go swimming or fishing?   …play soccer or football?

…be an only child or have 10 siblings?  Why?

…be perceived as book-smart or street-smart?

…not eat for 3 days or not sleep for 3 days?

…be nude in a group you don’t know or sing a solo for a group you do know? 
“What if ….”  Questions:  (Follow up…”What would you do or say?”)

…You could be invisible?    
…Your friend got bad haircut?

…You found  $10,000?        
…You were granted 3 wishes?

…Your best friend wanted to cheat off your test?

…You could relive one day of your life?

Clusters

Gather in  a group according to your favorite

…ice cream

…pizza

…sport

…color

…school subject

…who is wearing mostly red

Twists:

· Pairings:  McDonald’s vs. Burger King, Ear Lobes attached vs. unattached, Curl tongue vs. cannot curl tongue, toilet paper roll needs to have the paper coming over vs. under

· Groupings:  Eye color, what you have for breakfast, what color socks, States you were born in

· Rankings: Number of year involved in the school system, Number of sibling’s, Number of children, Number of jobs you have had, How many times you’ve stuck your foot in your mouth this week.
· Divide into groups of 5. Each group must find something uniquely common to them. Groups report their commonality. Next, get into new/different groups and find another unique commonality in this group.
· Clump into groups of varying number

· Challenge the groups to choose things not visible. 

· Find something in common with the entire group.

Elbow Tag

1. Everyone finds a partner and they connect elbows

2. Entire group separates into large circle

3. One set of partners starts the game.  One is determined to be “It”, while the other is chased.

4. “Chased” and “it” may only walk.  If “chased” is caught running by any player, then “chased” becomes “it” and “it” becomes “chased”.  If “it” is caught running by any player, then “it” returns to the center and counts outloud to 5 – then “it” may resume chasing.
5. If “chased” would like to stop being chased then “chased” will go to the “base”.  “Base” is any set of partners who have linked elbows.  
6. Once “chased” connects by elbows to “base” – the “third party” becomes the “chased”.  

7. If “chased” is tagged – they become “it” and “it” becomes “chased”.

Twists:

· Everyone must walk heel –to-toe

· Partnerships are randomly spaced in a marked area “inbounds”

· Chaser must move about the partnerships in the manner of the chasee …skipping, hopping, one hand in air etc.

To decrease difficulty:

· Partnerships stand in a circle

To increase difficulty:

· Linked partnerships can move around during play, avoiding Chasee.

· Activate more than one Chaser & Chasee at the same time.

The Chaser hooks on to elbows not the Chasee.  (can be very difficult after playing it the other way

Giants, Wizards, and Elves

1. Teacher demonstrates and instructs children to make a “giants” motion – reaching high above heads and standing on tip toes.

2. Teacher demonstrates and instructs children to make a “wizards” motion – reaching out in front of them – one arm more forward then the other- wiggling fingers as if to perform magic.

3. Teacher demonstrates and instructs children to make an “elves” motion – two fingers on top of heads, as if to make ears and scrunching down a bit at the knees, as if to appear shorter.

4. Group is separated into two teams.

5. Each team is responsible to decide which motion they will battle with – giants, wizards, or elves. 

6. Giants beat wizards.

7. Wizards beat elves.

8. Elves beat giants.

9. The two teams come to battle at the center.  The way in which they battle is by walking to the center line.  The teacher then instructs, children join in, saying and doing the matching motions – “Giants, Wizards, Elves – battle”.  At battle, the team says their token and demonstrates the motion.  

10. Whoever wins the battle chases the other team back to their base.  If tagged, then that person joins the chasing team for the next battle.  

11. If you can cross the “base” line then you are safe on your team – ready to face the next battle.

To finish the game – if not everyone has been tagged – you can have one team become “sharks” and they eat everything/everyone and they don’t listen to boundaries.  All sharks can tag everyone and the sharks win.

12. FEW PROP GAMES

Inside Out

1. Place raccoon circle on floor in a circle (attach the two ends with a knot)

2. Have everyone step inside the circle.

3. The task is to go from the inside of the circle to the outside of the circle without using hands, arms, or shoulders – but having to go under the raccoon circle.

Safety Concerns:

· Space – keeping hands and feet to myself

· Thinking about what my body is doing, watching my neighbor to make sure my body does not get in their space.

· Walking and stepping only (which means no running, jumping, lunging, leaping)

· Teams job to keep everyone safe.

· Teacher job to be a guide and make sure we work toward success (making sure kids are following rules, answering questions, challenging others to be involved etc)

Blind Square

1. Rope or raccoon circle is placed in the middle in a mess (may be knotted depending on age and functioning level of the group)

2. Team is blindfolded

3. They need to find the pile of rope, unravel it, and make a shape of teachers request (circle, square, etc)

Safety:

· Walk or crawl only

· Stay with the group (one person will always attempt to wander off because of the high risk involved)

Car Keys

1. Everyone is given a bandana to place in their back pocket – so that it is sticking out and can be grabbed.

2. When chasing others you attempt to take their “key”.

3. If your “key” is taken – then you are frozen

4. You may only have …number of keys at any one time.

5. If caught with more than…numbers of keys then you are frozen for 1 minute and all keys are given to the currently frozen.

6. Typical problem areas – 

· holding onto my own key when someone else is trying to steal the key – automatically lose all keys to the other person and are frozen for 1 minute

· taking more than one key from one person – automatically lose all keys to another person and are frozen for 1 minute

· fighting over keys – both give up key to frozen person

· dropped keys are fair game for whomever picks it up first

Feelings Baseball

1. Use the baseballs and place in one area.

2. Have the kids run to get a ball.

3. When they come back, sit down, and tell you what the emotion is and when they felt that same way.

4. I usually time the kids so that they are racing against themselves and are attempting to beat their own time.

5. I discuss anger management as well – heart beats hard and fast when mad, same as when you run.  Only way to calm it down is to sit down and take slow breaths – just like we ask in time out.

Crossover

1. You will need a roped off circle large enough for your entire group to stand around. 
2. You will also need a smaller circle 12-24 inches in diameter in the middle of the large circle. 
3. You need everyone to find a partner across the circle. You will need an even number of participants. If you have an odd number you the facilitator can step in as a partner. 
4. Read the instructions below. If they have any questions or want to clarify anything all you do is reread the instructions. The group will end up figuring it out on their own. 
5. The world record time is 1 second. (don’t tell the group this).  A group will not achieve this immediately. They tend to set a goal of 5 minutes – 1 minute and can usually achieve it in 30 seconds. 
6. I then challenge the group to achieve in 15 seconds, then 10, 5 etc. This activity encourages the group to think outside the box. 
7. Hint: time does not start until the first foot enters the large circle. I do not tell the group this. 
8. When they are brainstorming solutions someone always will put their foot in the middle. As a facilitator I immediately state the time has started. The group gets flustered and continues accomplishing the task. Don’t forget to time them. Very important.

Instructions to be read aloud to the group:  

At the end of the initiative ….

· You will be standing where your partner is standing and your partner will be standing where you are standing

· When you cross over you need to put a foot in the circle

· If your foot touches the small circle the entire group starts over

· At anytime, anyplace, anywhere in this entire initiative if you touch another person you have to say “Don’t touch me!”
Any questions?

· Whenever you are ready you may begin

· Ask how long it will take everyone to accomplish the task?  

Books – “I Can do It”

Helium Stick

1. Have the group make two lines facing each other

2. Using only one finger (personal choice) the team is to lower the stick to the ground while everyone must be touching the stick at the same time 

NO WAY!! (paper portal)

1. Provide group with one piece of paper and scissors.

2. Goal is to cut the single piece of paper into a circle large enough that it could be passed over a person from head to toe – without tearing.  The piece of paper must remain as one piece.
3. The piece of paper cannot be taped, glued or tied.  It needs to remain as “one piece”

Solution:

1. Look at paper in the portrait direction and then fold paper in half
2. At the fold, on both ends, make a ¼ inch cut – this cut will be ¼ inch away from the end of the paper and will be about ¼ inch in length.
3. Start at one end of the paper, at the fold begin cutting towards the opposite/open side of the folded paper – stopping ¼ inch away from the end.

4. move ¼ to ½ inch away from this cut and begin cutting towards the fold – stopping about ¼ inch away from the fold.

5. Repeat.  Stop where the first ¼ inch cut was performed.

6. Open the paper and step through.

Pencils

1. Place pencils (or other object) down on table in any way that you so desire.

2. You tell the group that you will be making a number (1-5 if using 5 objects, 1-10 if using more than 5 objects).

3. After you are finished placing the objects, you make the number with one of your hands.  Keeping this off to the side or close to your person.

4. As they guess, you let them know what the correct number is.  If no one is “getting it” you can begin to move your hand closer to where you place the objects.  

Product – Ability

1. Cut out a product advertisement for each person.  Try to choose items that will appeal to the kids to make the game more fun.  You might include advertisements for products like snickers, coke, and seventeen magazines.  
2. Keep the product ads in a bag by the entrance, as each person enters the area tape or pin the product to the person’s back.  Tell the kids there’s something “going behind their backs” but they can’t look over their shoulders, use a mirror or bribe other participants to tell them what it is.  

3. To guess the products they have on their backs the person must ask questions such as, “Can this product be eaten?” or “Is the product something to wear?” 
4. The questions can only be answered with Yes and No.  They are not allowed to ask direct questions such as “What product am I?”  
5. Players can also give clues.  For example, for a player who has a picture of a Coke on her back, someone could say “Are you thirsty?” or “Could I get you a soft drink?”  When each person finally guesses her product than the game is over and the next activity can begin.

Question Ball

Description:

A larger sized ball is labeled with various questions, topics, categories, etc. One person begins by tossing the ball. Whoever catches the ball reads the question under their left thumb and answers that question. The ball is then thrown to someone else. Continue the process.
Twists:

· If same question, catcher looks under opposite thumb

· Use a squishy or softer ball to be caught more easily

· Sit in a circle, roll ball on floor

· Ball catcher reads a question to another person 

· Roll die to decide who answers (1=left,2=right,3=across,4=across left, 5=across right, 6= catcher’s choice )

Idea list:

· Subject study guide: Math problems, Foreign language, History, etc.

· Get to know you questions:

What is your favorite food?    What is the best vacation ever?

What is the best tv program?

· Actions :

Give a compliment to the person to your left.

Trade places with someone across from you.

Give the question under your other thumb for the person on your right

Answer the next two questions

· Thought provoking questions, from silly to serious:

· “What if ….”  questions:  (Follow up…”What would you do or say?”)

…You could be invisble?    …Your friend got bad haircut?

…You found  $10,000?        …You were granted 3 wishes?

…Your best friend wanted to cheat off your test?

…You could relive one day of your life?

· “Would you rather…” questions:

…have smelly armpits or stinky feet? …always lose or never play?  Why?   

…go swimming or fishing?   …play soccer or football?

…be an only child or have 10 siblings?  Why?

…be perceived as book-smart or street-smart?

…not eat for 3 days or not sleep for 3 days?

…receive a million $ or 3 wishes (not both)?

…be nude in a group you don’t know or sing a solo for a group 

    you do know? 

· “Have you ever…?”  questions:  (Follow up… “Tell us about it”)

…Been in a plane? …Gone skiing? … camping?... fishing, etc?

...Not told the truth to an adult? ...a friend? ...Cheated during a test ?  …Traveled outside the state? ...the US?    …Sung a solo?

…Been swimming in a pool? ... a lake?...the ocean?

Traffic Jam

1. Split the group into two “teams”

2. Give each person a bandana to stand on (give each “team” a different color)
3. Place a third color in the center – or other item that will represent the middle or free space

4. Teams face each other in a straight line

5. Goal is to have the teams pass each other to reach the other end to continue their journey.

Rules:

· Each person can only pass one person in any one turn

· May not pass person from own team

· May not move backwards

· If/when you get stuck team returns to the original traffic jam

· May only move one person at a time

· Can only move if the free space is in front of you

Solution is provided on a separate piece of paper.

Cards may be substituted for people – red cards on one side, black cards on the other.

The more people you have involved the more complicated it becomes.  

Chocolate River

(Making smores in the end – the things to step on are graham crackers, the things picked up or given out are marshmallows)

1. Using the graham crackers the team will need to walk across the chocolate river to get to the island to set up camp and make smores

2. If you touch the river sent back home “to take a shower”

3. Teacher may either have objects on ground that each child needs to collect at least 2, or the teacher may hand out the objects (marshmallows) when the children are caught doing something “right”

Safety:

· Walk and step only (no jumping, leaping, running, throwing etc)

· Teams job to keep each person safe

· Teachers job to guide and encourage and answer questions

Balloon Build – Team Creature

1. Have a person’s body traced on a large piece of paper

2. Have the group write all the things that get in the way of the team’s success/fun/listening/etc.

Twist – create a person out of balloons – write what makes a “good friend”

Culture Shock – unavailable today – Will bring Rebuild

1. Divide group into 4 teams 2-4 per team. 

2. Talk to the teams separately when giving them their assignment. Each team has a different cultural norm and is unaware that the rest of the world does not share this same norm. You can also do this as individuals and hand out pieces of paper that identify which cultural norm they need to follow. 

3. The different norms could be: 
· One group waits 7 seconds before responding to any question. Answering sooner is very impolite.
· One group needs a personal space of 6 inches when communicating with another person. It is a lack of respect to stand more than 6 inches away. 
· One group requires a personal space of 4 feet when communicating. Maintaining that space is a sign of good breeding. 
· One group never looks at the face when communicating. Looking at their feet shows you accept them. 
· One group needs to talk very loud. Talking loudly shows that you are positive and confident. 
· One group needs to talk softly. Talking softly shows that you do not want to offend anyone or make him or her feel uncomfortable.  
· Once each group has their cultures the teams mingle with each other and converse about a common topic that was chosen. Mingling should go for 5 – 10 minutes or until the energy declines. 
· Add additional categories for larger groups. 
This exercise increases awareness of the impact of cultural differences. Discussion: Ask each group to answer these questions: What was it like to talk to someone who waits 7 seconds before responding? What was it like to wait 7 seconds before responding to a question? What did you notice? How did you react? What do we assume when people act in ways we do not understand?

Toothpaste

1. Participants try to squeeze out as much toothpaste as they can from a small tube, or whenever you (the leader) hear a negative comment you can ask them to squeeze out a small portion.  
2. This activity makes it nonverbally obvious to the group that you are squeezing toothpaste out for some reason (i.e. negative comments).  
3. Then ask the group to put all the toothpaste back into the tube.  
4. Discussion topics include how much harder it is to take back comments you have made then it is to make them.

Support Circle

1. rope is attached to each person’s wrist – making an eternal circle

2. rope is now removed from one wrist and moved behind neighbors wrist and reconnected to wrist.

3. goal is to disconnect from my neighbor – and return to my own eternal circle.

4. Cannot remove from wrist.

5. Cannot untie or otherwise damage/cut the rope.

Solution:

Stand side by side neighbor.

Take the rope that is located in the back and put a byte in the rope.

Take the byte and bring it up to the loop on the neighbors wrist loop.

Place the byte through the neighbors loop.

Raise the neighbors loop over the top of the byte.

You are now disconnected.
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