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KIDS PARTY
GAMES and STUNTS

Game Sections

o0k wwbdE

Games to Play While Kids are Still Arriving. Quick and easy.
“Turn-Around” Games. Quick activities to gain time for bigger things.
Best Loved GamesYou'll be playing these over and over.
Relays.Great for team-building and lasting friendships.
One-ShotsGames good for one or two plays during the year.
Stunts.Kids volunteer to do these crowd-pleasers.

Here are games we created ourselves, games we fougames well-known, games
obscure. All great for KIDS PARTY! All thoroughly t ested with KIDS PARTY
kids and approved by us. Complete with tips to maxnize the fun.

Leader:

As you see above, there are six sections of gaaaeh game of our dozens of
games has three-digit identification number that reflects the section it’'s in. As
you design a particular KIDS PARTY event, mix andtah the games and stunts
according to the instructions you'll find in th€IDS PARTY Guide ” booklet. List
the game and stunt identification numbers on thiel&sheet.

Make sure every adult staff member has a copyistaboklet and the appropriate
page from the Guide. On the Guide sheet, thedltee activities you plan for the
evening, and in this Games booklet they can easigr to the numbers to see the
full details of your planned activities.

Be sure to bookmark CLAMcentral.com for future updates!

Staff:

This Game booklet makes it easy to set up the gamesthly and on time. Keep it
handy all evening.



1. Games to Play While Kids are Still Arriving

1-01. Poopdeck

This ber-popular game was
invented nearly fifty years ago by
a retired Navy man named Ed,
who volunteered at the our home
church back in the day. Simple to
play, kids will ask for it over and QUaﬂe,De

Ck
over.

Set up a playing area as 00
shown, indoors or outdoors as you P Decy
prefer. Use tape, ropes or garden
hoses to mark the three “decks.”

To begin, all the kids stand in the middieaa called the Main Deck. The other
areas are the Quarter Deck and the Poop Deck (naftezdhe decks on naval vessels).
When ready, you—the Admiral—call out one of theesttiecks. The kids run to that
deck. Last one to cross into the proper deck is@all out another deck each time,
eliminating players as you go.

Tips: As the game progresses, call out one deck but pmemother: a lot of kids will
mistakenly follow your hand, leading to mass eliations. Also, call out the deck
everyone is already standing on; many will stepr dive line and be eliminated.

1-02. The Jumping Relay

Each player must jump to a turn-around point arekb@he team (or player if you have
just a few kids before the crowd shows up) to finisthefewestjumps wins. Have the
players jump slowly so you can accurately countjuingps.

1-03. Cotton Swab Wars

The early arrivers can use drinking straws as lgans to shoot cotton swabs at each
other from behind tipped-over tables. Straws cottskeem to work best.

1-04. Whutcha Wearin'?

Give the early bird kids 100 points for wearing @airyg green, wearing a wristwatch,
having black hair, wearing socks, being in fountadg and so on—make ‘em up as you
go along. Use a clipboard to keep track of points.



1-05. Coordination Clap

This challenge is as old as the hills, but thdt&s great thing about kids—they’ve never
heard of the old games! The illustration shows tioiw is played. Seat the kids on the
floor. Each time you cross your hands, everyonetiriap one time loudly. If a person
does not clap when your hands cross, they arereienil. If they clap when yours do
not cross, they are eliminated.

Tips: Your job is to fake out the players. Get into gthim
of crossing your hands several times, then suddsafy.
Most of the kids will clap at the wrong moment. Base
it's impossible to know who in a large crowd diddid not
clap at the wrong time, play this one just for foat for
points.

2. “Turn-Around” Games

A turn-around activity is used when your staff readew minutes to set up the props
for the next major game. Also good to calm downdimevd after a particularly exciting
activity. These are short games and stunts thaireetgw if any props, and are easy to
explain to the kids. See ti&unts section for a bunch more ideas.

2-01. Points Drawing
Not a game, but ever-popular. Draw names for poinis® ways to do this:

From the Points Bucket, draw the index cards tde kiade when they signed in.

From the Coupons Bucket, draw the coupons thatitsebrought, the ones that you
mailed to themTip: Check out the game namBtliltiplier. You'll find it in the
Wall Games Accessorig booklet.

2-02. Got a Minute?

A quick time filler, ideal to calm a group down.

You need a wristwatch or stopwatch thataatks seconds. Tell the kids that you
are going to time a minute on your watch. The ladsto raise hands when they have
counted a minute in their heads. The player claseSd seconds is the winner.



Tips: You'll need to keep one eye on your second hawnidoae on the crowd. Don't
give it away by looking up at the last second. ¢gied to have a couple of staff
members watch the hands. To make the game hardéorger, do a two-minute
segment.

2-03. Stand By Me Parts One and Two

Part One: Have everyone stand. Strike some silly pose, magheething like Groucho
Marx would have done during a dance. Everyone tastgou for a few seconds then
sits back down. Tell them something like this: “Sxdime later tonight | will shout,
‘Stand by me!” When | do, the first team that gatsts players standing in the silly
pose will win 5000 points.”

Part Two: Sometime later in the evening, when you needraaoound activity, call
out the signal. As you might guess, it'll take Kigs quite awhile to “wake up.” You
can do this more than once as the party progresses.

3. Best Loved Games

Every group will form its own opinion of the gaméey play; each year some games
will rise in popularity and some will drop. The limlving games tend to remain steadily
popular with a lot of the kids. These are the gakngs are happy to play over and over.

3-01. WATER GAME: Musical Squirt Bottles

For this one you need two or three squirt bottasiusic system with a fast-paced song,
and several towels.

Play outdoors. Kids sit in circle on the gnddacing inward. As music plays, one or
two squirt bottles are passed around (it's a gded to keep a third as a back-up). A
kid who has the bottle when the music stops gessjtiart any other two kids. Super
fun! Play several rounds, allowing kids to rejdne tcircle each time. Dry off after.

Tips: You can eliminate players with the bottle, but yoay find the game more
enjoyable if no one is eliminated. It's importaottave volunteers keep an eye out for
kids who try to hold on to the bottles without pags We recommend you don’t award
points for this one.

Vital Tip: We highly recommend you replace all your squirt guns withewhottles.
Squirt guns fail constantly, leak like sieves arallaard to fill quickly. Squirt bottles are
dependable, hold lots of water and spray good atsamfrwater quickly.



3-02. WATER GAME: Musical Water Balloons

Similar to the game above. Kids sit in circle onwgrd, facing inward. A water balloon
Is passed around the circle as music plays. Whemtlsic stops, the kid with the
balloon gets to break it above the head of thegoltty the right or left.

You can play this game to the last survivoit,ibmay be best to end it while there
are still several players left—that lets the kidsovare out get playing again. Give
points to the teams of all players left when yoaide to end the game.

3-03. WATER GAME: Musical Super Soaker

Play outdoors. Kids sit in circle on the groundigdnward. As music plays, a
swimmer’s face mask, goggles or protective eyewgepassed around. When the music
stops, the kid holding the eye protector must pahi An adult in the middle of the
circle drenches the kid with a high powered Sumak8r! Keep a second Super Soaker
to switch in when the first runs out of water—keapadult filling the guns. No points,
just play for fun.

3-04. Body Snatchers

Like Hide and Seek, sort of. All kids run and hidgcept one or two “Body Snatchers.”
The Snatchers stay with you long enough for therdkids to find hiding places. Blow
a whistle to announce the Snatchers are coming.

Any kid tagged by a Snatcher also becomeasaéc8er and goes to find other kids to
tag. Blow the whistle after a few minutes to cakeone back. By the end of the game,
lots and lots of kids are Snatchers. Play severaids.

Tips: Theoretically, the last untagged kid wins the gaimgractice it's impossible to
know who actually wins, so play for fun not for pts. If you play in a building, the
building must be prepared: any off limits areas nlngslocked, lights must be turned on
or off, glass doors must be safely marked or bldckés a good idea to draw a map to
post on a wall that shows the kids where they cahcannot go. Make sure to lay out
the rules in no uncertain terms: furniture is obé moved or stood on and so forth.

This game is super fun for the kids. Theyinag you to play it over and over
again now and forever, but don’t overdo it.

The cool thing about the game is that iegiyou lots of time to stand around and
gossip—ertalk—with your volunteer staff!

Variation: Play with glow in the dark necklaces.

Good ldea: If you think you'll have a lot of kids not familiavith the building or area
where they will play Body Snatcher, you might wamplay the game called Church
Q&A,; see game 5-10.



3-05. Jim Ball

Named after a beloved adult volunteer, Jim Badlneasy game. Lock all the kids in a
large room and let the biggest adult guy throw d@geoball at them. Anyone hit stands
In a corner. Last one to survive wins. Very furptay and watch.

Vital Tip: Warn the adult that it's not necessary to throgvlthll hard. This isn’t High
School!

Variation: Sometime before the year is over, try this. Ssaadult ball thrower in a
rolling office chair. Another (strong) adult rolise chair back and fourth, chasing the
kids.

4. Relays

Before playing any relay race, count to see whicleam has the most players.
That's the number of rounds to play. Smaller teamgan send players more than
once.

4-01. Gloves and Gum Relay

Each player runs to a chair or table, puts on gagileves, unwraps a stick of gum,
chews, spits the gum in a trashcan, takes off lineeg and runs back to the team.
Station an adult or two by the chairs to observe.

4-02. Waffle Relay

We call this the Waffle Relay, but we substitutaftoof bread when they cost less than
frozen waffles. If you use bread, avoid the superap stuff because it crumbles and
makes a terrible mess on the floor.

Each team has a chair (or table) to ruiie. chairs each have a loaf of sliced
bread unwrapped on a plate. Adult sponsors shoaldtite bread. The first kid on each
team is given a spatula.

On a signal, each player with a spatula tartee team’s chair, puts one slice of
bread on the spatula and runs back to the teamn@kteplayer takes the spatula and
slice, runs to the chair and adds a second slive nimber of slices on the spatula
grows with each kid. Players may NOT hold the breadhe spatula; it's a balancing
act. They must stop to pick up any dropped breadnTwith the most bread wins.



4-03. Honey Smack Relay

First player on each team dips his face in a buckefater, then in a large bowl! with
sugar-coated cereal (which turns sticky when Wiétg object is to then carry the cereal
on the face to a distant bucket. The team thatthiéir bucket the fullest with cereal in a
set time wins the game.

Tip: The cereal in the bowls will get wet as playersttieir faces in—it will quickly
stop being sticky. Therefore, just put a thin lagecereal in each time, and replace it
before the next player goes. Dump excess cereatrashcan each time.

4-04. Costume Relay

The first player on each team puts on severallestiof clothing (such as shirt, walking
shorts, socks) over what they are wearing. Afterdp is completed the articles go to
the next player in line.

A cool alternative: Give the kids little children’s snorkels, masksl dims.

4-05. Bobsled Relay

To play, four team members make a bed sheet “bodlidide kids stretch a bed sheet
out in front of them on the floor, folded to makaarrow like a bobsled. They then sit
single file on the sheet like bobsled

racers. On your whistle, the teams move

to a goal and back. In order to stay

gualified, the kids must remain sitting

bobsled-style on their sheet, using arms

and legs as best they can to get the team

to the goal and back. The first full team

that completes a set number of laps wins

(three laps if the full teams have around

ten players, more laps for larger teams).

Each lap should be played by a different

combination of bobsledders, though

individual players may go more than

once.

4-06. Plagues Relay

The Bible story for KIDS PARTY 4 discusses Mosed #re plagues of Egypt. This is
a nice game to play as a lead-in to that story.réley requires a few props set on one
or more tables; see the list of plagues below &aits.



To play, kids run to a table where they afd by an adult volunteer what their
plague is. You will need one adult per team sta&tibat the table(s). The adults read
from the list below. The players run back to theams as they perform their plague
along the way. The first team to perform all teagples wins. If a team has less than ten
players, some kids will have to run more than otfcgteam is larger than ten, extra
players sit out.

Tips: Introduce the game by explaining that tonight'blBistory talks about Moses and
ten plagues that God sent on the evil king of EgWiten playing, be sure the adult
helpers shout out the plagues so the rest of #me teembers know what’'s happening.
Don’t be afraid to send players back to repeaép stthey don’t do it properly the first
time. The Plague of Hail calls for ice—you can aaampled white paper if you prefer.

Here is the list of plagues. Each adult volunté@usd have a copy to read to the
players when they come to the table:

The Plague of BloodDrink a cup of red punch before returning to ytaam.
The Plague of FrogsHop like a frog on all fours all the way back tmuy team.

The Plague of GnatsRun back waving your hands as if swatting gnatgaur skin
and hair.

The Plague of FliesFlap your arms like wings and buzz back to yoante

The Plague on LivestockGet down on all fours, moo like a cow, and rolepdead
before running back to your team.

The Plague of BoilsStick a bandage on your body and then run to team.

The Plague of Hail.Empty a cup of ice on your head before runningltag/our
team.

The Plague of LocustsFlap your arms and fly in circles back to youmtea

The Plague of DarknessKeep your eyes closed as you return to your team (
adult should help guide anyone doing this).

The Plague on the Firstborn.Drop to the floor as though you are dead. First to
drop wins the game.

4-07. Chariot Relay Race

This one must be a hundred years old, but
it's a good one. With a towel as a chariot,
two kids tow a third around a chair or cone
and back. The ridenusthold on tight to

the leading edge of the towel; those who
try to ride no hands will tumble off
backwards. Teams run a set number of



laps, say ten. Teams can send the same playersdaifoelcourse more than once.

Vital Tip: If the chairs are close enough together for teannsterfere with each other,
be sure all teams circle the chairs or cones irséimee direction; e.g., clockwise. This
prevent teams from running directly into each ather

4-08. Ski Relay

The photo shows a safe method of making skis fits t@ run in. The rubber “flip
flops” don’t put much pressure on an ankle thatduhe wrong way. Kids run a relay in
pairs wearing the skis.

Vital Note: It is very important that the kid on the back lo¢ skisholds tightly onto the
shouldersof the kid in front, grasping the shirt. Be suventake this an unbreakable
rule; otherwise the front kid can fall forward amart a knee—the kid in back actually
holds the front kid upright. Use a pair of kidswlp you demonstrate this clearly, and
be sure everyone in the room understands.

4-09. WATER GAME: Soda Bottle Relay

One player from each team sits on a chair somardistfrom the team. The player
holds an empty large soda or water bottle upright o
top of his or her head. Relay-style, the other team
members fill a small cup with water from a team
bucket, run to the kid in the chair and pour thp ati
water into the bottle on the player's head. Eaelmte
attempts to fill their bottle without spilling—wHids
nearly impossible, ensuring that the seated player
winds up soaked. First team to fill their bottlensi

4-10. WATER GAME: Water Balloon Relay

Two players on each team run a course carrying a
water balloon back-to-back, no hands. You can oepla
the water balloons with soccer balls if you like.



4-11. WATER GAME: Raging Water Relay

Simple game. Players run relay style, each holdingp of water on the top of his or
her head. Run to a bucket, dump the water in, aok lrefill the cup and give it to the
next player in line. The team with the fullest betkfter a set period of time wins.

4-12. Mad Ads Relay Race

You need several copies of the same magazine;aorea€h team and one for the
leader. The leader’'s magazine is torn apart; j@spka dozen or so pages to use in the
game. Place the teams’ intact magazines on clwaitsitto, one chair per team.

To play, the leader holds up a page to btggirace. The first player on each team
runs to the team chair, grabs the magazine and iointhe same page to tear out. The
first team to find all the pages wins. You may naadssistant or two to hold up pages
still needed by slowpokes.

4-13. Carrot Drop Relay

Each team has a carrot tied to a string. The shasga
large loop to go around a player’s neck, the cdramiging
behind the person at about knee height. Kids rlay istyle
to a small bucket or wide-mouth bottle, put onc¢herot
and crouch down to dip the carrot in the buckehiioe
them). Adult judges spot the carrots. Each time,cdrrot
and string are left on a chair next to the teankbtic

4-14. Sleeping Bag Relay

It's a relay race with players wearing sleepingag
over their heads as they run to a chair or othat.go
You may wonder what happens when a kid blindly
runs such a race...we recommend an adult runs
alongside!

4-15. Flour Batter Relay

Super messy! Mix up one or more five-pound bagoof with lots of water. You want
a runny mixture for this game, about the consisteridiouse paint. Pour the batter into



buckets (one per team), dividing the mixture evehige up teams and place a bucket
of batter at one end of the line and an empty buakine other.

The first player on each team scoops outesoatter with his or her hands. Then
the players pass the batter down the line—hanamnal-k-until it reaches the last person
on the team, who then dumps what's left into thptgroucket. Teams repeat the
process until time is called or the batter runs ®be team with the fullest bucket wins.

Vital Tip: Never, ever use pancake batter—it turns to coatret

4-16. Toe Name Relay

Players run relay-style to a far wall which hasyel of
paper taped like a long poster about knee leveigaibe
wall. Players lay on their backs with a markerhait
toes to write their first names on the wall. Aféeset
amount of time or rounds, the team with the most
names wins. An adult or two should be stationatiat
wall to make sure the names are more or less &gibl
Abbreviated names are acceptable.

Tip: In the paint department of major home supply
stores you'll find rolls of paper that are cheagp;alble and marker proof. Double the
paper on the wall to be safe.

4-17. Pyramid Scheme/Dr. Pepper Pyramid

Kids run relay-style, each player grabbing a copnfia distant chair or table to bring
back to the team. The first team to stack all ayzessfully in a pyramid of arbitrary
rows and height wins.

Variations: The cups are filled with Dr. Pepper to drink. Ading kid can have real
trouble with this! Also, you can make it so tha¢ tkam that has made the highest stack
of cups wins. In this case, do a countdown whenareueady to end the game. The
players will go nuts trying to stack cups withoabkking the stack over.

4-18. Penny Relay

Players run a relay while balancing a coin on tpedf one foot. The coin cannot be
stuffed into a crack in a shoe, it must be frefaliooff. When a coin does fall off, the
player must retrieve it and keep playing.



5. One-Shots (Games to play only once or twice)

5-01. Glo Stick Egg Toss

This game is played just like the good ol’ egg tgase, only with glo sticks in the
dark. Pairs of kids stand facing each other. O g@nal one player tosses a glo stick
to the other. At first it's easy, but each timesastis made the kids must take a step
away from each other. The kids always wait for ysignal to toss. A pair that drops a
glo stick is eliminated. You’'ll need a field or gyiar this game.

5-02. Junk Pass

Kids stand in a circle, facing inwards, passingjuroxes, books, balls, pens, empty
soda cans, t-shirts, shoes, toys, cushions, magmzwilet paper rolls—anything and
everything. Kids that drop any item are out andineeve the circle. At first it's easy
as you the leader pass just one or two thingstirgaircle. But as more and more junk
Is being passed and more and more kids drop aygisthilarious! Call time when the
circle is too small to be practical. Give the teaith the most remaining players points.

5-03. Bucket Shoot Out

Place a rectangular table a few feet in front aheaall (one table per team). The tables
are tipped over to act as “forts” for the teambitte behind. Place a chair three feet in
front of each table and put a large bucket or laskeach chair. Each team will need a
package of cotton swabs plus one drinking strawpfasser.

Kids shoot the cotton swabs blowgun style, tryimget them into the bucket on
the opposite side of the room. Hard, but not imjixssf the room isn’t too large. After
a set amount of time, the team whose bucket handis¢ swabs wins.

Tips and Rules:Reposition the teams closer if the distance makes hard to hit the
buckets. Kids can pick up and use cotton swabsha flown into their “fort” from
other teams. No one is allowed to leave the fotboch the buckets. Be generous with
the amount of swabs the teams are given. Providersthat do not have flex sections
or, better still, cut the straws fairly short. Shetraws seem to work better for kids.

5-04. Musical Hoops

Players stand in a circle holding hands with a {indaep hanging on one person's arm.
The leader starts the music and players pass thyethdhe next person by wiggling
through it. Players must continue to hold hand® player stuck with the hoop when
the music stops is out. You can do one circle g&land one of girls to avoid the
dreaded cootie syndrome. End the game when thersiliia few kids playing. Give
points to each team represented by remaining @ayer



5-05. Chair Stacker

There are no winners for this game, it’s just dillg. Sit the kids in chairs in a circle
facing in. Do not use plastic garden chairs, thédlybkeak. You need strong chairs for

this one.

The game is simple: the Chair Stackers listdw) is a list of instructions for the
kids to follow. As you read the items one at a tithe kids follow the list. Some will
change chairs and some won't. In the end, kidspded up on just a few of the chairs!

Tip: It's not at all necessary for kids to sit on tdgeach other. As long as they are
sitting on some corner of the chair, that’s fine.

Move...

2 chairs left
3 chairs right
1 chair left

3 chairs left
2 chairs right
2 chairs right
3 chairs left
1 chair right
1 chair left

1 chair right
2 chairs left
2 chairs right
1 chair right
3 chairs right
1 chair left

3 chairs right
1 chair right
2 chairs right
3 chairs right
1 chair left

If...

You own a dog

You are blond

You ate eggs this morning

You watched TV after dinner last night
Your first name begins with the lette
You have a little brother

You have an older sister

You went to a movie this past week
You are wearing socks

You have full length pants on

You are 10 years old

Your birthday is in October

Your birthday is in November

You have a belt on

You are a girl

You have black hair

You are in the fifth grade

You came tonight in a van

You are wearing shoes with laces
You have ear rings on

5-06. WATER GAME: Balloon Launch

Each team gets a sheet or blanket to catch wallepba that you arc through the air
from some distance away. A good way to play isaweehyou (or another adult with a
strong throwing arm) stand in the middle of theypig field with the teams a set
distance away. Start with easy lobs from a relatigbort distance, one balloon per
team at a time. Increase the distance and the th&figihe toss until you simply can’t
throw it any higher or harder. Also, you can skaraiiming for the center of each

team’s blanket, but throw more and more off taggethe game progresses. Be sure kids



understand that all balloons must remain in thaek®gs until the game ends (when
you’re out of balloons). The team with the mostidiais in the blankets wins. Once the
winner is determined, the kids will likely startnater balloon fight, so be ready!

Tip: This game works fine in the dark if you have aptewf work lamps on tripods.

5-07. WATER GAME: Pistol Pong

Prepare a round table by running masking tape a¢hastop to divide it into pie-
shaped areas, forming one area per team. Repragesntfaom each team kneel at the
table. A medium-size table can handle about 12 lsdsf you have four teams that
would mean three kids from each team.

Kids use squirt bottles to try to squigiiag pong ball off the opposing teams’
table edge. When everyone has kneeled close talbhes hold a ping pong ball in the
center, give the signal and let go. The water fiyileverywhere! The only rule is that
kids can’t reach their squirt bottle beyond theige of the table.

Play a few rounds with each group, themdetaining kids take their turns. To keep
score, give points to each team that does not tieviall fall off their area. That is, if
you have four teams playing a round, three teamddwein points and one would not.

Tip: Don’t waste your money on squirt guns; they eitt@ne from the store broken or
quickly self-destruct. Buy empty squirt bottlesaaly major home supply store.

5-08. WATER GAME: Water Feets

The members of each team sit in two parallel raaesy each other so that they can
use their feet to pass a water balloon down thelimitb a goal (a bucket works well).
No hands allowed. Once a balloon reaches the gi@at,another balloon.

Tip: The longer the rows, the more fun. If you have teams, you might want to
group them in pairs in order to form longer rows.



5-09. Bowling Blast

If necessary combine teams to form two. One teamdstat one end of the room or
court, the second team stands at the other. Tlaesamldn’t be too big since these are
young kids. Each team has a ball to bow! at objeletsed in front of the opposite team.
The objects—boxes, buckets, plastic drinking glessether things to serve as
targets—must be the same for each team. The tdaonidseach have about a dozen
objects to aim for.

Play is simple: Teams bowl to hit objects. licAme an object is hit, an adult
sponsor adds it to the other objects of the teanhi it (all objects stay in play). Thus,
the numbers of objects each team has will risefalhds the objects are hit. After a
fixed time the team with the most objects wins.

5-10. Church Q&A

This is a great one to play before your first garhBody Snatchers (3-04). Church
Q&A allows your kids to run around the church oy ather area looking for answers to
guestions you give them. Make up about ten questiatt teams run to find the answer
to. For example, “How many exit signs inside thecsaary?” or “Count the number of
chairs in the High School room upstairs” or “WhabIB verse is posted on the church
street sign?” The trick is to hand out the questionsuch a way that no two teams are
headed to the same spot at the same time. Alsastshould get just one question at a
time, running back to you with a correct answeobethey receive the next question.

The reason this is good to play before ywst attempt at Body Snatchers is that it
gives all the kids a “tour” of the playing areahatt the confusion of hiding in dark
corners or chasing other players around.

5-11. Balloon Jam

Each team needs a plastic bin and a good numbeflaibd balloons. The 58-quart bins
sold by the zillions at large home stores are algze.

Teams have exactly one minute to fill thes with as many balloons as they can.
At the end of the minute, the lid is snapped sByien the bins and count the balloons.
The team with the most inflated balloons wins. Agdvpoints to teams that tie.

5-12. Trashcan B-Ball.

Each team gets a ping pong ball, tennis ball, sdzaké basket ball, golf ball, football,
baseball—you get the idea. Each team also hag@ texsh can a few yards away.

The object is to sink the balls in the Gihe first player from each team takes one
toss with one type of ball. If successful, the Is&dlys in the bin. If unsuccessful, the ball
Is given to the next member of the team. The feam to sink all the balls wins.

To extend the game, you can have each lagie@d more than once.



5-13. Captain Steamroller

To play this game, kids must know how to play tbedjol’ Rock, Paper, Scissors
(RPS) game. Kids will play RPS repeatedly to deteemvho becomes Captain
Steamroller, the final winner. Remember, scissatgeaper, paper covers rock, rock
smashes scissors.

First Round: Everyone stands. All the players start off as Nei8uilders. They hold
their arms up like muscle men so that everyone vy are Muscle Builders. At a
signal, all the Muscle Builders pair up to play R leader should countdown 3-2-1
each time a round of RPS is played). All the kideowin this stage become Race Car
Drivers, those who lose remain Muscle Builders.

Second Round:To show that they are Race Car Drivers, theseeptaghould pretend
to steer and make race car noises. Again, Musaldd3s pair up with Muscle Builders
and Race Car Drivers pair up with Race Car Drivenslay another round of RPS
(always at a countdown). Muscle Builders who wiis tound become Race Car
Drivers. Race Car Drivers who win become Pilots #node who lose become Muscle
Builders again. Kids who are Pilots act like aira to pair up with other Pilots.

Third Round and Beyond: When Pilots play Pilots, each winner becomes Captai
Steamroller, the top level. Steamrollers can &etltioxing champions to pair up.
Steamrollers play Steamrollers in elimination rasindtil an ultimate winner is found,
or you can award points to all Steamrollers andtbedyame.

5-14. Messy Marshmallows

Outdoor game. Have the kids pair off. Partnersdstout six feet apart facing each
other. Each gets five marshmallows and a cup fulatsup. One at a time, each player
dips a marshmallow in the catsup and tries toitaso his or her partner's mouth. The
couple that catches the most out of all ten marfibms wins.



5-15. Steal the Inflatable Bacon

A standard game of Steal the Bacon, only the “bamolarge inflatable pool toys. It's
great fun to see kids playing tug o’ war with aviblop whale!

The rules are typical: Teams stand on tlgeedf a square area marked on the
floor or ground. The kids are numbered off. Whenldader shouts out a number, the
players with that number rush to the center to ¢gnalnflatable toy and bring it back to
their side.

Tip: This game can get a bit rough, so keep an eyheosportsmanship and attitudes.
Make sure pairs of small kids share the same nuwsrdmethey don't face off with big
kids. Also, have several inflatables because thay mot survive the tugging for long.
It's OK to call two numbers at the same time. Ttpheep the game fun, play for no
points.

5-16. How’s That Again?

Assemble the group into three teams, and line tinemto three parallel lines. The
object of the game is for the team on one walhefrbom to try to get a message to the
team on the opposite wall by shouting out the nggsdaut the team in the middle of
the floor tries to drown out the message by shgutihthe louder. Play three one-
minute rounds, switching teams each time.

You can make up your own short messagesshwou should write large on paper
to show the team that shouts it out. As an exantipéemessage could be “Our next
KIDS PARTY is two weeks from tonight!”

If a message is passed successfully, thestwoessful teams earn points. If the
middle team succeeds in blocking the messageetwes the points. Any player who
thinks he or she has figured out the message cateliuyou.

Vital Tip: Kids will be tempted to move closer and closethi other teams. Keep
teams separated so itilspossible to shout directly into anyone’s ear.

5-17. Bologna Toss

Excellent laugh riot! Teams lick bologna slices &gk them at the wall. Put posters on
the wall to protect it from stains. The slices wtilck for hours, so play this early in the
Party so that the delightful fragrance can wafotighout the room.



6. Stunts for Volunteer Players

A word about choosing volunteersEvery time you call for volunteers, ninety percent
of the kids will jump to their feet and start sareag. That's a good sign, but it makes it
tough to choose anyone! The easiest way is to dramme from the bucket. On the
other hand, you should be aware of which kids rieexzhrn points, and pick them.

Tip: Make it a habit to give points to all kids who areked as volunteers, even if they
don’t win the stunt. If the stunt is worth a couiteusand points, give each volunteer
500 points as a reward for stepping up to the plate

6-01. Balloon Stuff

You need 25 inflated balloons per team in trastslzagl one XL t-shirt per team.
You'll want to inflate the balloons with a compres®r a lot of friends before KIDS
PARTY. 9-inch balloons are good. Inflate the batisdully, then store them in large
trash bags.

When ready to play, each team chooses ageptative. The representatives each
get a large t-shirt to wear over the top of whatthave on. Each team gets a trash bag
full of balloons. The object is to be the team ttaffs their rep’s t-shirt with the most
balloons. Believe it or not, 25 balloons may noebeugh.

Give individual points to all the represeivias plus a larger number of points to
the winning team.

Vital Tip: Do not let the teams stuff the balloons as fasheg can. Instead, give them
a cadence: “OK, put in balloon number one. Evenylorished? OK, balloon number
two...” That way you can accurately count who sttifts most. Be sure to have your
camera ready for this one, the photos are pricaledgreat for your next mailer.

6-02. Kix Shoot

A good gross out stunt. You'll want a bowl
holding a bit of Kix Cereal or similar, and a
tape measure (mostly for show). One
volunteer from each team comes forward
(you don’t have to tell them why at first).
Let each kid pick a single Kix cereal kernel
from the bowl. The Kix goes in one nostril.
By placing a finger over the other nostril,
raising his or her nose high and blowing
hard, a kid can launch that Kix pretty far!
Longest distance wins.



6-03. Apple Gamble

This is an interesting strategy game. A volunteemfeach team comes forward to
stand with the leader. Show an apple to the vokrstéhe apples must be cored but
need not be peeled. One per volunteer). Offer ¢dard or so to the kid who can eat
one of the apples in the fewest number of bitebitéis defined as a chunk eaten from
the apple; a kid can chew as much as needed ttoswidle bite.

Here’s where the strategy comes in. The kids nalisthie fewesthumber of bites
they think they need to polish off the apple. Titewho claims to be able to eat the
apple in the fewest bites gets to go first. If helwe succeeds, the kid wins and the
game is over. But if not, the kid is eliminated dhe next lowest player goes.
Volunteers can change their bids repeatedly, biytmtil the first player is told to take
the first bite. The money makes the kids think relvdut how few bites is reasonable.

6-04. WATER GAME: Icy Toes

Call up a volunteer from each team. One at a tihmeg tompete to get marbles out of an
ice-water filled ice chest with their feet. Givechglayer 30 seconds. The player that
gets the most marbles earns individual and teamgdvlake sure the water is COLD!

6-05. Pie or Points

Two players from each team are chosen to come fdrWaey all stand behind a table,
facing the audience. The table has several piditied with whipped cream (a lot
cheaper than real pies). One player from each iea@®signated the “Pie Guy.” The
other player from each team is the “Helper.”

The host asks the Pie Guys to answer aigaesind the first to respond correctly
IS given two choices:

1. The winner can choose to get a pie in the faceaceive individual and team points
(say, 1,000 points). Or...

2. The winner can pick one of the other teams’ Pie€2oytake the pie in the face. In
this case, no one gets points.

If the winning Pie Guy doesn’t mind gettimgssy, he or she can earn points. On
the other hand, some Pie Guys will rather see albeeof another team get pied!
Teams can shout encouragement from the audience.

Vital Rule: The Helpers are the ones who do the actual piberface action, and they

only do it to their own teammateBhis is important because it helps keep things

sportsmanlike and prevents hard feelings. If yke,lone adult could replace all the

Helpers. But the kids will all want to be Helpersce they get a taste of this game!
Here are some suggested questions (sillyeasy):

What is Joseph’s name?



What was Adam’s wife’'s name?

What did Noah build?

What is the name of God’s Son?

The host's first name is ?

Whose birthday do we celebrate at Christmas?

What is your name?

The name of tonight’s event is KIDS ?

What is the name of the guy who led the peoplesactitze Red Sea? (Moses)

6-06. Cheetos Whistle

Don’t forget this old standby. Give a little bag@heetos (opened) to one volunteer
from each team. At a signal, the volunteers stilithea Cheetos in their mouths. The
first to whistle wins the contest. At this poinihs® volunteers may cry, “But | don’t
know how to whistle!”

Tip: Like many stunts, this is a good one to keep secrd all volunteers are chosen
and assembled for duty.

6-07. Lick and Stick

A fun stunt to see. Volunteers from each team cfuneard for all to watch. Each
player is given a candy that, when licked, wiltktto skin. Little wafers, small
Peppermint Patties or the like will work.

When ready to perform the stunt, each velenlicks the candy and sticks it on his
or her forehead. It's OK to tilt the head backwarlse object of the stunt is to get the
candy from the forehead into the mouth without g@rog it or using hands. Any
volunteer that does it earns individual and teamtpo



