
	
	



 
	
	
	
	
	
	
	
	
	
	
	
	
	
To	 our	 kids,	 Laura	 and	Miruna,	 for	 their	 constant	
drive	to	play.	May	you	always	keep	this	spirit	in	you!	
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“We	 don’t	 stop	 playing	 because	 we	 grow	 old;	 we	
grow	old	because	we	stop	playing”.	
	

George	Bernard	Shaw		
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Introduction	
	
All	 children	are	born	with	an	 incredible	 creative	potential.	Yet,	 this	
amazing	 potential	 can	 remain	 underdeveloped	 if	 parents	 don’t	
stimulate	 it	 properly.	 Playing	 is	 the	 primary	 way	 kids	 learn	 and	
develop	their	creativity.	This	is	why	they	enjoy	it	so	much.	And	there	
are	 few	 things	 in	 their	 early	 life,	which	 they	 could	want	more	 than	
playing	together	with	one	or	both	of	their	parents.	They	are	not	only	
looking	 for	 attention	 (which,	 of	 course,	 they	 are),	 but	 also	 are	
striving	to	learn	from	adults	by	observing	them	during	play.	
	
I	am	also	a	parent	of	two	very	demanding	(yet	delightful)	little	girls.	
And	I	know	precisely	how	hard	it	is	to	come	home	from	work	every	
day	and	your	kids	to	jump	on	you	as	if	you	just	woke	up:		
	
“Mommy,	Mommy,	let’s	play!”		
	
I	made	a	promise	to	myself	to	try	not	to	say	no	to	my	children	when	
they	want	 to	play.	They	grow	up	so	 fast	and	 I	am	100%	sure	 I	will	
look	back	to	these	years	with	nostalgia,	wanting	to	get	back	in	time	
to	spend	more	hours	with	my	kids.	I	realised	that	most	of	the	times	
it’s	enough	to	give	them	5-10	minutes	and	engage	them	in	short,	but	
fun	activities,	rather	than	putting	it	off	until	I	can	find	more	time	and	
energy.	Think	about	 it:	what	 if	 you	would	 change	a	 regular	answer	
like:		
	
“Mommy	 is	 tired	 now	 and	 also	 needs	 to	 prepare	 dinner.	 We’ll	 play	
more	on	Saturday.	Go	draw	something	nice	by	yourself!”	
	
with:	
	
“Ok.	I	have	10	minutes	until	I	need	to	start	preparing	dinner.	I	have	a	
great	new	game	we	can	play	together.	What	do	you	think?”	
	

Trust	me,	 I	am	 fully	aware	 that	 this	 is	easier	said	 than	done.	There	
will	be	times	when	you	just	can’t	do	it,	not	even	for	10	minutes.	Still,	
most	of	the	times,	it	is	only	a	matter	of	you	being	determined	enough	
to	just	play.		
	
So,	 did	 I	 manage	 to	 convince	 you	 it’s	 worth	 a	 try?	 Does	 it	 make	
sense?	If	so,	you	will	arrive	at	the	next	question:	
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“What	should	we	play?”	
	
If	you	want	to	make	the	best	out	of	those	10	minutes	spent	with	your	
kid,	 I	 suggest	 you	 plan	 in	 advance.	 There	 are	 literally	 hundreds	 (if	
not	thousands)	of	games	and	activities	you	could	try.	Many	books	out	
there	 compete	 in	 giving	 you	 the	most	 number	 of	 games.	 But	when	
the	 time	 comes,	 I	 found	 it	 very	 hard	 to	 choose	 between	 so	 many	
options.	 I	 really	 needed	 someone	 to	 recommend	 me	 which	 work	
best.	This	in	itself	became	a	reason	for	me	to	delay	playing	with	my	
children,	 as	 it	was	 an	 extra	 effort	 for	my	 brain,	which	 required	 an	
amount	of	energy,	which	I	simply	couldn’t	find	in	the	evenings.	
	
“It’s	time	to	do	something	about	this”	I	said	to	myself.		
	
I	 started	 to	 research	 books,	 internet,	 friends…everywhere	 I	 could	
think	 of.	 And	 then	 I	 made	 a	 list	 with	 the	 very	 best	 games	 and	
activities,	 which	 I	 kept	 at	 hand	 for	me	 to	 use	 anytime	 I	 had	 a	 few	
minutes	to	spend	with	my	daughters.	I	grouped	them	in	5	categories:	
Games	for	Mental	Agility,	Games	for	Creativity,	Games	with	Paper	
and	 Pencil,	 Games	 in	 Larger	 Groups	 and	 Games	 to	 Make	 Them	
Move.	So	having	no	 ideas	of	what	 to	play,	stopped	being	an	excuse.	
This	 is	what	worked	for	us,	 I	strongly	believe	 it	can	work	 for	every	
family.	In	the	following	pages,	I	am	sharing	with	you	my	list	of	games	
to	 play	with	 kids:	 both	when	 it’s	 just	 you	 and	 them	 and	when	 the	
group	 is	 larger	 (like	 a	 party).	 I	made	 a	 selection	based	on	my	own	
preferences,	 but	 also	 on	 personal	 experience.	 Of	 course,	 there	 are	
many	other	games	out	there	that	could	be	fun	and	engaging.	I	would	
love	to	hear	about	them,	so	write	me	at	cristina@decentparents.com	
and	share	with	me	any	other	ideas	you	might	have.	
	
Before	 starting	 with	 the	 list,	 it’s	 important	 to	 keep	 in	 mind	 some	
general	rules	when	playing	with	your	kids:	

	
1. Be	 flexible!	 It’s	ok	to	sometimes	change	some	of	the	rules,	to	
adapt	it	to	your	kid	or	a	certain	mood	of	the	day.	Still,	make	it	
clear	 that	 rules	 are	 there	 so	 that	 the	 game	 can	 exist	 and	
constantly	 breaking	 the	 rules	 would	 make	 it	 impossible	 to	
play.	

2. Don’t	 let	 them	 win	 all	 the	 time!	 Some	 games	might	 imply	
win/lose	scenarios.	Teach	your	kid	how	to	win	gracefully	and	
how	 to	 accept	 defeat	 by	 demonstrating	 it	 yourself.	 Don’t	
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constantly	just	let	them	win,	as	they	will	eventually	experience	
losing	in	a	different	context	and	it	can	be	the	hard	way.	

3. Have	 fun!	Remember	why	you	are	doing	this!	Don’t	be	shy	to	
fool	 around	 and	 act	 like	 a	 kid.	 Remember	 how	 to	 be	 a	 child	
again!	

	
This	being	said,	let’s	go	through	the	list	of	top	50	games	to	play	with	
your	kids!	Enjoy! 	
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I. Games	for	Mental	Agility	
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1. Word	Associations	
	
You	start	with	one	random	word:		
	
“tree”	
	
The	next	person	says	the	first	word	that	comes	to	mind	related	to	the	
previous	word:	
	
“leaf”	
	
The	 rule	 is	 not	 to	 think	 at	 all.	 Just	 say	 immediately	 any	word	 that	
pops	up,	having	 in	mind	that	 it	should	be	connected	somehow	with	
the	 previous	 one.	 Still,	 don’t	 judge	 or	 question	 the	word	 the	 other	
person	 brings	 up.	 Maybe	 just	 at	 the	 beginning,	 when	 your	 kid	 is	
getting	used	 to	 the	 game,	make	 sure	 some	 connection	 exists,	 or	 let	
her	think	of	another	word.	Afterwards,	it	will	come	naturally.	
	
Continue	with	 the	next	player,	 always	 thinking	about	 the	 last	word	
that	was	said:	
	
“green”	
“alien”	
“UFO”	
“galaxy”	
	
Go	 like	 this,	 while	 trying	 to	 eventually	 end	 up	 with	 the	 very	 first	
word	–	in	our	example	“tree”:	
	
“star”	
“sun”	
“grass”	
“tree”	
	
Don’t	force	yourself	to	get	to	the	first	word!	In	most	cases,	you’ll	get	
there	 naturally.	 And	 if	 not,	 just	 make	 fun	 and	 bring	 it	 up	 with	 no	
connection	whatsoever	☺	And	 then	start	over	with	 the	 same	word.	
You’ll	see	that	there	will	be	different	and	surprising	associations	no	
matter	how	many	times	you	start	from	the	same	word.	
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2. Word	Associations	+	Reverse	
	
Start	 the	 same	way	as	 the	previous	game,	doing	word	associations.	
Instead	 of	 playing	 until	 eventually	 you	 end	 up	with	 the	 first	word,	
keep	a	 timer	and	stop	 the	game	after	1	minute.	Then,	 try	 to	do	 the	
game	in	reverse,	starting	with	the	last	word	until	you	get	to	the	first	
word,	using	the	following	structure:	
	
I	said…because	you	said…	

	
In	our	example	this	would	sound	like:	
	
“I	said	<galaxy>	because	you	said	<UFO>”	
“I	said	<UFO>	because	you	said	<alien>”	
“I	said	<alien>	because	you	said	<green>”	
“I	said	<green>	because	you	said	<leaf>”	
“I	said	<leaf>	because	you	said	<tree>”	
	
As	you	start	getting	better	at	this,	try	prolonging	the	time	before	you	
start	going	in	reverse.	You	will	have	more	associations	to	remember.		
	
The	game	seems	harder	than	it	is.	Try	it	and	you’ll	see!	It	works	great	
with	both	younger	and	older	kids.	
	
	
	
	
Photo	by:	pixabay.com  



 

11	

3. I	Spy	
	
Classic,	 simple,	 fun!	Your	 child	gets	 to	 learn	 the	world	around	him.	
Plus	it	can	be	a	great	passing	time	game	during	long	drives.		

	
Start	by	picking	out	any	object	within	plain	view,	not	mentioning	the	
object,	and	saying:		
	
“I	spy	something	green.”		
	
If	 there	 is	only	one	child,	 then	he	can	keep	guessing	until	he	gets	 it	
right.	 If	 there	 are	more	 children,	 then	 they	 can	 take	 turns	 looking	
around	and	guessing.		
	
“Is	it	the	notebook	on	the	desk?”	
“No”	
“Is	it	the	plant	by	the	window?”	
“No”	
…	
	
The	first	one	who	guesses	right,	gets	to	spy	something	next.		
You	may	also	decide	to	put	a	 limit	on	the	number	of	questions	that	
can	be	asked	(typically	up	to	20).	
	
Photo	by:	Francis	Seura  



 

12	

4. Mind	Melt	
	
The	purpose	of	the	game	is	for	two	players	to	end	up	saying	the	same	
word	in	the	same	time.		

	
It	 all	 starts	with	 two	players	 counting	 in	
the	same	time	from	one	to	three	and	then	
simultaneously	 saying	 any	 word	 that	
comes	to	their	mind:	

	
Player	A	 Player	B	

“1”	 “1”	

“2”	 “2”	

“3”	 “3”	

“cat”	 “chair”	
	
	
In	 the	 next	 round,	 two	 other	 players	 (or	 the	 same),	 count	 to	 three	
and	then	simultaneously	say	one	word	that	they	associate	with	both	
of	 the	words	 from	the	previous	round.	 Ideally	 they	come	up	with	a	
common	word.	If	not,	the	game	continues	in	a	similar	way,	until	the	
same	word	is	said	in	the	same	time.	Words	that	were	already	said	in	
previous	 rounds	 cannot	 be	 brought	 in	 again.	 When	 more	 than	 2	
players	 play,	 you	 don’t	 have	 to	 set	 a	 specific	 order.	 Any	 2	 players	
who	have	a	word	in	mind	related	to	the	previous	two,	can	step	in.	
	

Player	A	 Player	B	

“1”	 “1”	

“2”	 “2”	

“3”	 “3”	

“leg”	 “leg”	
	
	
Usually	 it	 takes	 10-15	 exchanges	 or	 more	 until	 you	 hit	 the	 same	
word.	 Sometimes	 it’s	 faster,	 sometimes	 it	 takes	 longer.	 So	 don’t	
worry,	it’s	not	about	speed!	Just	enjoy!☺	
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5. Mystery	Box	
	
This	 game	 is	 a	 fantastic	 way	 to	 focus	 young	 kids	 on	 the	 sense	 of	
touch	in	a	world	so	focused	on	the	sense	of	sight.	Get	their	mind	to	
associate	information	to	something	other	than	just	the	way	it	looks.		
	
You	need	to	place	one	object	into	a	box	that	your	kid	must	reach	into	
and	 identify	 without	 looking	 at	 it.	 Shoeboxes	 are	 ideal	 for	 this	
purpose	and	usually	are	readily	available	in	the	house,	can	be	easily	
cut	with	scissors,	and	do	not	let	any	light	through.		
	
Making	 the	 boxes	 can	 actually	 be	 part	 of	 the	 fun	 –	 have	 the	 kids	
colour,	paint,	or	draw	on	them.		

Put	an	item	in	the	box	and	have	your	child	feel	it	and	then	guess	what	
it	 is.	 Encourage	 questions	 and	 offer	 clues	 as	 needed.	 Take	 turns	 in	
choosing	the	items	in	the	box.	Be	creative	here.	Some	“out	of	the	box”	
examples:		
	

• A	bowl	of	cereals	in	water	
• A	plate	with	honey	
• A	plate	with	pet	food	

	
Remember:	 washing	 hands	 afterwards	 is	 not	 that	 hard!	 Don’t	 be	
afraid	to	get	your	hands	dirty!	☺ 
	
Photo	by:	negativespace.co  
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6. Speak	and	Listen	
	
This	game	stimulates	your	child’s	speaking	and	 listening	skills.	One	
player	tells	a	made-up	story,	while	the	other	repeats	it	exactly,	with	
one	word	 delay,	 in	 the	 same	 time	 as	 the	 first	 player	 says	 the	 next	
word:	

Player	A	 Player	B	

“Once”	 …	

“upon”	 “Once”	

“a”	 “upon”	

“time”	 “a”	

“there”	 “time”	

“was”	 “there”	

“a”	 “was”	

“princess”	 “a”	

“that”	 “princess”	

“lived”	 “that”	

“in”	 “lived”	

“a”	 “in”	

“castle”…	 “a”	
	
	
After	a	while,	switch	roles	and	start	another	story.	
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7. I’m	Going	on	a	Picnic	
	
This	 is	 an	 alphabet-based	memory	 game	 and,	 thus,	 is	 great	 for	 all	
kids	that	are	old	enough	to	know	(or	learn)	the	alphabet.		
	
The	game	can	be	played	with	minimum	two	players.	
	
The	first	player	says:	
	
“I’m	going	on	a	picnic	and	I’m	bringing...”	,	followed	by	something	that	
begins	with	A,	such	as	apples.		
	
The	 second	 player	 repeats	 what	 the	 first	 player	 said	 and	 adds	
something	that	begins	with	B:		

“I’m	going	on	a	picnic	and	I’m	bringing	apples	and	bananas.”		
	
The	next	player	repeats	what	all	the	previous	players	said	and	adds	
something	beginning	with	the	next	letter	–	C:	
	
“I’m	going	on	a	picnic	and	I’m	bringing	apples,	bananas	and	cats”		
	
And	so	on	with	D,	E,	and	the	rest	of	the	alphabet.	If	someone	forgets	
an	item,	he	is	out	of	the	game.	To	be	fair,	 feel	free	to	be	lenient	and	
give	hints	to	younger	players.	The	last	player	to	be	able	to	recite	all	
the	items	on	the	list	wins.	
Photo	by	Carolyn	V	on	Unsplash  
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8. Mirror,	Mirror	
	
This	 is	 a	perfect	game	when	kids	get	overexcited	and	need	 to	 calm	
down	a	bit.	
	
Two	 players	 face	 each	 other	 and	 are	 instructed	 to	 stay	 completely	
still.	 Player	 A	 is	 named	 the	mirror.	 He/she	 will	 mirror	 any	moves	
Player	B	makes.	Player	B	starts	making	some	easy	moves	like	raising	
an	arm	or	leg,	while	Player	A	will	try	to	keep	up.	Continue	facing	each	
other	all	throughout	the	game.	After	a	while,	switch	roles.	

Another	version	of	 the	game	is	 that	both	players	are	mirrors	 in	 the	
same	 time.	 The	 instruction	 is	 to	 stay	 completely	 still,	 but	 try	 to	
mirror	any	slight	move	you	notice	in	your	partner.	As	none	of	the	2	
players	 can	 remain	 completely	 still	 for	more	 than	a	 few	seconds,	 it	
will	not	take	long	until	they	both	start	mirroring	small	movements	of	
the	other,	propagating	to	more	obvious	moves.	You	can	try	this	in	a	
larger	 group	 as	 well,	 with	 all	 children	 standing	 in	 a	 circle	 and	
noticing	a	specific	player	from	the	other	side	of	the	circle.	 It	will	be	
great	 fun	 to	 see	 how	 trying	 to	 hold	 completely	 still	will	 eventually	
lead	to	a	synchronised	movement	within	the	circle.	
	
	
	
Photo	by:	Zaid	Abu	Taha  
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9. Counting	in	the	Dark	
	
Here	 is	 another	 game	 for	 dialling	 down	 on	 the	 energy	 level.	 It	 can	
even	 be	 used	when	 you	 are	 preparing	 to	 take	 the	 kids	 to	 sleep.	 It	
focuses	their	attention	and	builds	connections	between	the	players.	
	
You	need	at	least	3	players,	but	the	more,	the	merrier!	
	
Players	 stand	 in	 a	 circle	 and	 are	 instructed	 to	 close	 their	 eyes!	 No	
peeking!	☺	
	
In	 no	 particular	 order,	 players	 start	 counting.	 The	 purpose	 of	 the	
game	is	to	count	as	far	as	possible,	without	two	players	speaking	in	
the	same	time.	

As	everyone	has	their	eyes	shut,	you	never	know	who	and	when	will	
say	the	next	number.	There	is	always	the	chance	someone	will	try	to	
speak	in	the	same	time	with	you.	If	that	happens,	start	over	from	1.	
See	how	far	you	can	get	as	a	group!	As	you	progress,	try	to	speed	up	
the	counting,	to	make	it	even	more	challenging.	
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10. What	Was	That	Sound?	
	
This	one	is	suitable	also	for	younger	children,	stimulating	their	sense	
of	hearing	and	focus,	while	teaching	them	to	pay	attention	to	sounds	
around	them.	
	
Choose	 10	 different	 common	 objects	 and	 place	 them	 on	 a	 table	 in	
front	of	the	children.	Have	the	players	look	carefully	at	all	the	items,	
let	 them	 pick	 up	 and	 study	 everything	 on	 the	 table,	 if	 they	 want.	
Then,	take	them	away.	
	
Next,	 ask	 all	 the	 children	 to	 shut	 their	 eyes.	 You	may	 ask	 them	 to	
cover	 their	 eyes	with	 their	hands,	 or	 turn	off	 the	 lights	 if	 it	 is	dark	
outside.	This	way,	you	teach	them	also	not	to	be	afraid	of	the	dark.	
	
Now,	 pick	 up	 an	 object	 and	 start	 making	 sounds	 with	 it.	 Ask	 the	
players	 to	 guess	 which	 item	 made	 the	 sound.	 Some	 examples	 of	
items	 could	 be:	 a	 metal	 fork,	 a	 glass,	 a	 favourite	 toy,	 sandpaper,	
rubber	 gloves	 and	 so	 on.	 Look	 around	 the	 house	 and	 you	will	 find	

many	other	objects	you	can	use.	Be	creative!	
	
With	 older	 children,	 you	 can	 implement	 a	 scoring	 system	 and	
increase	the	number	of	items	to	guess.	Or	even,	don’t	show	them	the	
items	 in	 advance,	 let	 them	 guess	 what	 they	 are	 from	 their	
imagination!	
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11. What	Did	I	Change?	
	
Young	children	will	love	this	one!	The	game	stimulates	their	memory	
and	attention	to	details.	
	
Ask	 your	 kid(s)	 to	 have	 a	 good	 look	 at	 their	 room	 and	 where	
everything	is	inside.	Then	tell	them	to	step	outside	of	the	room	for	a	
minute,	while	you	move	some	objects	around.	When	you’re	done,	ask	
them	to	enter	and	find	5	things	that	changed	position.	You	may	want	
to	take	a	before	and	after	picture	with	your	phone,	to	show	them	at	

the	end	of	the	game.	
	
As	 a	 variation,	 you	 could	do	 this	with	your	appearance.	Have	 them	
look	 at	 you	 closely,	 then	 go	 and	 make	 some	 minor	 changes	 (like	
untying	 a	 shoe,	 or	 wear	 different	 earrings).	 See	 if	 they	 can	 find	
what’s	different.	
	
Let	them	also	be	the	ones	making	changes.	It’s	fun	to	be	on	the	other	
side	as	well!	See	how	well	you	do	in	spotting	the	differences!	☺	
	
	
	
Photo	by:	rawpixel.com  
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II. Games	for	Creativity	
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12. One-word-at-a-time	story	
	
The	purpose	of	the	game	is	to	create	together	with	your	child	a	story	
that	has	never	been	told	before.	 It	goes	 like	this:	Player	A	 says	one	
word,	then	Player	B	says	the	next	word,	continuing	the	sentence	he	
started.	Then	Player	C,	Player	A,	Player	B	and	so	on…	An	observer	
who	 doesn’t	 contribute	 to	 the	 story,	 writes	 down	 every	 word	 and	
reads	the	entire	story	at	the	end.	
	
The	point	 is	 that	 the	story	 is	equally	built	by	all	players	 (should	be	
minimum	2,	no	maximum).	There	is	no	right	or	wrong	continuation	
of	 a	 sentence,	 as	 long	 as	 it	makes	 sense	 from	 grammar	 and	 logical	
point	 of	 view.	 Be	 creative	 and	 don’t	 hesitate	 to	 bring	 in	 surprising	
words,	taking	the	story	in	a	new	direction!	
	
Example:	
	
Player	A:	Once	
Player	B:	upon	
Player	C:	a	
Player	A:	time	
Player	B:	there	
Player	C:	was	
Player	A:	a	
Player	B:	funny	
Player	C:	teacher	
Player	A:	that	
Player	B:	grew	
Player	C:	potatoes	
Player	A:	in	
Player	B:	his	
Player	C:	pool	
…	
	
	
	
	
	
	
	
	
	
Photo	by:	rawpixel.com 	
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13. Fortunately/Unfortunately		
	
This	 is	 another	make-up-a-story	game	 that	builds	on	creativity	and	
creates	a	lot	of	fun	in	the	same	time.	
	
Have	all	 the	players	stand	 in	a	circle,	so	they	can	all	see	the	others.	
You	can	even	play	it	in	2,	but	it’s	more	fun	with	more	children.	
	
One	player	starts	the	story	with	one	sentence.	Then,	the	next	player	
continues	it	with	another	sentence	and	so	on.	Here’s	the	catch:	each	
sentence,	 except	 from	 the	 very	 first	 one,	 must	 start	 with	 either	
“fortunately”	 or	 “unfortunately,”	 always	 alternating.	 See	 if	 you	 can	

reach	a	happy	end!		
Example:	
	
Player	A:	Once	upon	a	time	there	was	a	beautiful	princess	 living	in	a	
big	castle.	
Player	 B:	 Fortunately,	 she	 had	 magic	 powers	 and	 was	 able	 to	
transform	anything	into	gold	with	her	magic	wand.		
Player	 C:	 Unfortunately,	 she	 was	 blind	 and	 couldn’t	 see	 any	 of	 the	
shiny	objects	she	would	make.	
Player	D:	Fortunately,	there	was	a	Fairy	who	could	make	a	spell	and	
give	the	princess	her	sight	back.		
Player	A:	Unfortunately,	the	Fairy	was	nowhere	to	be	found.	
Player	B:	Fortunately,	there	came	a	Prince	who	offered	to	go	look	for	
the	Fairy…	
	
Photo	by:	gratisography.com 	
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14. Freeze	
	
The	game	is	often	used	in	drama	classes	for	all	ages	as	it	stimulates	
creativity	 and	 attention	 to	 your	 partner.	 You	 need	 minimum	 3	
players.	
	
To	 begin,	 you	 pick	 a	 random	 space	 that	 comes	 to	 your	 mind.	 For	
instance,	 you	 could	 say	 “at	 the	 beach”.	Player	 A	 and	Player	 B	 will	
have	to	start	a	short	improvised	scene,	taking	place	at	the	beach.	It’s	
important	that	they	don’t	 just	talk,	but	also	make	some	actions,	 like	
they	would	in	a	real	situation.	In	our	example,	Player	A	could	decide	
to	 be	 a	 lifeguard	 looking	 through	 the	 binoculars	 to	 the	 people	
swimming	 in	 the	 sea	 and	 Player	 B	 could	 be	 a	 jogger	 running	 (in	
place).	They	start	a	conversation.	
	
At	 some	 point,	Player	 C,	 who	was	watching	 on	 the	 side,	 claps	 her	
hands	and	shouts	“Freeze!	”.	The	two	players	on	“stage”,	immediately	
freeze	 in	 the	 position	 they	 were	 in.	 Player	 C	 gently	 taps	 on	 a	
shoulder	Player	A.	The	one	tapped	will	go	“off	stage”,	and	Player	C	
will	 take	 his	 exact	 position	 “on	 stage”,	 making	 sure	 to	 mirror	 him	
exactly	(if	his	left	hand	was	up,	Player	C’s	hand	will	also	be	up).	Now,	
Player	C	starts	a	new	scene	with	Player	B,	in	a	completely	different	
setting.	 Player	 B	 will	 need	 to	 play	 along	 and	 accept	 any	 proposal	

coming	from	Player	C.		
After	a	while,	any	player	on	the	side	can	clap	their	hands	and	shout	
“Freeze!”,	 taking	 the	 place	 of	 one	 of	 the	 players	 on	 stage.	 Another	
scene	begins…	and	so	on,	until	you	get	tired!		
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15. Alphabet	Dialogue	
	
Improvised	 dialogues	 are	 a	 great	 way	 to	 tap	 into	 your	 child’s	
creativity.	We	 sometimes	 forget	 that	making	 conversation	 is	 a	 skill	
we	all	had	to	learn.	And	what	better	way	to	learn	something	than	by	
playing?	
	
This	game	is	played	in	pairs.	To	begin,	you	pick	a	random	profession	
that	comes	to	your	mind.	For	instance,	you	could	say	“doctor”.	Player	
A	 is	 now	a	doctor	 and	Player	B	will	most	 likely	 be	 a	 patient.	 They	
start	 speaking	 to	 each	 other.	 The	 catch	 is	 every	 line	 needs	 to	 start	

with	a	letter	of	the	alphabet,	in	consecutive	order:	
Player	A:	Are	you	Mr.	Banks?	
Player	B:	Brian	Banks,	yes.	
Player	A:	Come	in	and	sit	down.	What	seems	to	be	the	problem?	
Player	B:	Doctor,	I	feel	like	I’m	growing	a	third	hand.	Look	here…	
Player	 A:	Extraordinary!	 I’ve	only	 seen	 this	 one	 time	before.	Did	 you	
eat	any	rhino	liver	in	the	past	6	weeks?	
Player	B:	For	sure	not!	I	am	a	vegetarian!	
Player	A:	Germs	can	leave	in	plants	too!	Any	exotic	fruits	in	your	diet?	
Player	B:	How	should	I	know	what’s	exotic?	Is	hibiscus	exotic?	
Player	A:	It	depends.	Did	you	buy	it	from	a	specialised	store?	
Player	 B:	 Just	 a	 minute	 now…are	 there	 specialised	 stores	 for	
hibiscus?...	
	
Ideally	the	players	get	into	the	role	and	also	do	some	actions,	not	just	
talking.	The	more	you	get	involved,	the	funnier	it	gets.		
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16. Questions	Dialogue	
	
Another	 way	 to	 play	 with	 improvised	 dialogues	 is	 with	 questions.	
Just	 like	 the	 Alphabet	 dialogue,	 the	 Questions	 dialogue	 starts	 with	
two	players.		Player	A	and	Player	B	will	have	a	conversation,	but	the	

catch	is	they	need	to	speak	only	in	form	of	a	question.	
You	start	by	picking	a	 random	action	 that	comes	 to	your	mind.	For	
example,	“digging”.		The	scene	begins:	
	
Player	A	(pretending	to	dig	a	hole	in	the	ground):	It’s	a	hot	day	today,	
isn’t	it?	
Player	B:	What	else	would	you	expect	in	July?	
Player	A:	Didn’t	they	say	it	was	going	to	rain	today?	
Player	B:	Do	you	still	follow	the	weather	forecast	they	give	us?	
Player	A:	Why	shouldn’t	I?	
Player	B:	Don’t	you	know	that	all	this	meteorology	science	is	just	a	big	
hoax?	
Player	A:	No!	☺	->	OUT	
	
You	go	on	like	this	until	one	of	the	players	(e.g.	Player	A)	can’t	find	a	
question	to	logically	follow	the	conversation.	Don’t	allow	big	gaps	in	
the	dialogue	–	it	needs	to	be	as	naturally	as	possible.	The	player	who	
gets	 stuck	or	answers	with	 something	other	 than	a	question	 is	out.	
He/she	 is	 replaced	 by	 Player	 C,	 who	 enters	 the	 stage	 by	 starting	
another	discussion,	of	course,	by	asking	a	question	to	Player	B:	
	
Player	C:	Have	you	been	waiting	for	long?	
Player	B:	What	time	is	it?....	
	
You	 can	 continue	 like	 this	 for	 as	 long	 as	 you	want.	 How	 does	 this	
sound?	☺	
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17. Put	on	a	Show	
	
All	 kids	 love	 to	put	 on	 a	 show.	You	don’t	 need	very	 strict	 rules	 for	
this	one,	nor	any	fancy	props.	Just	help	your	kid	prepare	and	perform	
a	show	–	any	show!	
	
Firstly,	allow	her	to	think	by	herself	what	the	show	should	be	about.	
Help	her	only	if	she	gets	stuck.		Usually,	once	they	get	the	hang	of	it,	
they	will	come	up	with	tons	of	ideas.		
	
Some	 popular	 themes	 are:	 puppet	 theatre,	 magic	 show,	 dancing,	
singing.	
	
The	child	has	to	be	both	the	director	and	the	performer.	He	could	ask	
you	to	play	a	part	as	well,	or	just	be	the	spectator.	After	all,	what	is	a	
show	without	an	audience	to	clap	their	hands?	

It’s	 important	 to	 create	 the	 perfect	 atmosphere,	 just	 like	 in	 a	 real	
theatre.	Place	some	chairs	 in	 front	of	 the	 “stage”,	 turn	off	 the	 lights	
before	 it	starts	and	so	on.	Some	stuffed	animals	and	dolls	can	be	 in	
the	audience	as	well,	if	they	pay	for	the	ticket,	of	course.	You	can	use	
a	 flash	 light	 as	 a	 stage	 light.	 Use	 your	 smartphone	 to	 put	 some	
appropriate	music,	if	the	case.		
	
Be	creative	and	play	along	and	you’ll	be	amazed	of	the	show	you	end	
up	having	in	your	living	room!	Break	a	leg!		
	
Photo	by:	Monica	Silvestre 	
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III. Games	with	Paper	and	Pencil	
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18. Hangman	
	
This	 classic	 guessing	 game	 is	 usually	 played	 in	 pairs,	 but	 more	
players	can	join,	if	you	want.	One	player	thinks	of	a	word	or	sentence	
and	the	other	 tries	 to	guess	 it	by	 letters.	The	purpose	 is	 to	 find	 the	
word	within	a	limited	number	of	guesses.	
	
The	word	 to	guess	 is	 represented	by	a	 row	of	dashes,	one	 for	each	
letter	 of	 the	 word.	 It	 should	 be	 a	 common	 word	 and	 cannot	 be	 a	
proper	noun,	such	as	names,	places	or	brands.	If	the	guessing	player	
says	a	letter	which	occurs	in	the	word,	the	other	player	writes	it	in	all	
its	correct	positions.	If	the	suggested	letter	or	number	does	not	occur	
in	 the	word,	 the	 other	 player	 draws	 one	 element	 of	 a	 hanged	man	
stick	figure	as	a	tally	mark	and	writes	down	the	letter	somewhere	on	
the	paper,	in	order	to	avoid	being	guessed	again.	

The	player	guessing	the	word	may,	at	any	time,	attempt	to	guess	the	
whole	word.	If	the	word	is	correct,	the	game	is	over	and	the	guesser	
wins.	 If	 not,	 the	 guesser	 is	 penalised	 by	 adding	 an	 element	 to	 the	
diagram.	If	the	guesser	makes	enough	incorrect	guesses	to	allow	his	
opponent	 to	complete	 the	drawing,	 the	game	 is	also	over,	 this	 time	
with	the	guesser	losing.		
	
Example	
	
Word:	SCHOOL	
Stage	 Guess	 Word	 Misses	 Drawing	

0.	  _	_	_	_	_	_	  
	

1.	 A	 _	_	_	_	_	_	 A	
	

HA_	_MA_	
O,	P,	T,	I,	U,	R	
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Stage	 Guess	 Word	 Misses	 Drawing	

2.	 E	 _	_	_	_	_	_	 A,	E	
	

3.		 O	 _	_	_	O	O	_	 A,	E	
	

4.	 B	 _	_	_	O	O	_	 A,	E,	B	
	

5.		 C	 _	C	_	O	O	_	 A,	E,	B	
	

6.	 D	 _	C	_	O	O	_	 A,	E,	B,	D	
	

7.	 M	 _	C	_	O	O	_	 A,	E,	B,	D,	M	
	

8.	 P	 _	C	_	O	O	_	 A,	E,	B,	D,	M,	
P	

	
	
The	game	is	over,	as	the	drawing	in	complete.	The	guesser	lost!	
	
Moral	concerns	
	
There	have	been	debates	about	the	name	of	the	game	and	what	the	
picture	represents	–	a	hanging	man.	Still,	I	opted	to	present	you	this	
classical	variant,	as	it	is	the	most	used	even	today,	across	the	Globe.	
Don’t	worry,	 the	kids	will	not	be	negatively	affected	 in	any	way,	 as	
it’s	not	something	they	can	emotionally	relate	to	nowadays.	
	
Still,	 if	 you	 don’t	 feel	 comfortable,	 use	 an	 alternative	 drawing	 –	
anything	 goes,	 really.	 A	 common	 replacement	 is	 to	 draw	 an	 apple	
tree	with	6	 apples,	 crossing	out	 the	apples	 as	 the	guesses	 are	used	
up.	
	
 	



 

30	

19. Tic-Tac-Toe	
	
This	 is	 one	 of	 the	 most	 known	 paper	 and	 pencil	 game,	 played	 by	
children	from	all	over	the	world.	In	American	English	it	is	called	Tic-
tac-toe,	while	 in	British	English	 is	Noughts	and	 crosses	 or	Xs	and	
Os.	
	
The	rules	are	very	simple:		
- 2	players:	one	is	with	Xs,	the	other	with	Os.	
- They	take	turn	 in	marking	the	spaces	 in	a	3x3	grid	with	their	
symbol	(X	or	O)	

- The	player	who	succeeds	in	placing	three	of	their	symbols	in	a	
horizontal,	vertical,	or	diagonal	row	wins	the	game.	

	
Example:	
	

		 		 		 		
	

		 		 		
	
You	will	undoubtedly	discover	 that	 the	best	play	 from	both	players	
leads	 to	 a	 draw.	 Thus,	 Tic-tac-toe	 is	 usually	 played	 with	 younger	
children.	It	is	a	great	way	to	teach	them	about	game	strategy.	
 	



 

31	

20. Dots	and	Boxes	
	
Dots	and	Boxes	 is	 another	paper	and	pencil	 game,	which	 is	usually	
played	with	2	players.	
	
Begin	 with	 an	 empty	 grid	 of	 9	 dots.	 The	 players	 take	 turns	
connecting	two	unjointed	adjacent	dots	with	a	horizontal	or	vertical	
line.	 The	 player	who	 completes	 the	 fourth	 side	 of	 a	 1×1	 box	 earns	
one	point	and	gets	another	turn.	A	point	is	recorded	by	marking	the	
completed	 box	 with	 the	 player’s	 initial.	 The	 game	 ends	 when	 no	
more	lines	can	be	placed.	Obviously,	the	player	with	the	most	points	
wins.		
	
Once	you	get	used	 to	 it,	 	you	may	 increase	 the	size	of	 the	grid.	You	
can	make	it	as	big	as	you	want.	It	all	depends	on	how	much	time	you	
have.		
	
Example:	
	
Player	A	 starts	 the	game	by	connecting	2	dots.	Player	B	 follows	by	
connecting	 other	 2	 dots.	 And	 so	 on.	Remember	 that	when	 a	 player	
gets	to	complete	a	1x1	box,	she	gets	another	turn.	
	

	
	

	
	

	
	
Player	B	wins	by	3	to	1. 	
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21. Name,	Place,	Animal,	Thing	
	
This	a	great	game	to	develop	vocabulary	for	young	school	children.	
	
Take	 two	 blank	 pieces	 of	 paper	 and	 divide	 them	 into	 four	 parts:	
Name,	Place,	Animal,	Thing.	One	paper	for	each	player.	More	players	
can	join,	if	needed.	
	
Player	 A	 starts	 reciting	 the	 alphabet	 silently.	 After	 a	 few	 seconds,	
Player	B	says	‘Stop!”.	Player	A	says	what	letter	she	stopped	at	and	the	
round	begins.		
	
Each	player	will	have	to	write	as	many	words	as	possible	beginning	
with	 the	 respective	 letter	 in	 every	 category:	 Name,	 Place,	 Animal,	
Thing	(i.e.	object).	

Put	a	timer	to	count	up	to	3	minutes	and	then	see	who	gets	the	most	
points.	Words	 that	were	not	written	by	 the	other	player(s)	get	 two	
points	 each,	 all	 the	 rest	 get	 one	 point,	 only	 if	 they	 are	 written	
correctly	and	placed	 in	 the	 right	 category.	The	player	who	gets	 the	
most	points	wins!	You	can	also	have	winners	by	category,	to	make	it	
more	competitive.	
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22. The	Last	Line	
	
This	 one	 is	 a	 paper-and-pencil	 variant	 of	 the	 One-word-at-a-time	
story	game.	Great	to	stimulate	kids’	imagination	and	creativity.	
	
All	players	sit	around	the	table,	having	a	pencil	or	pen	at	hand.		
	
The	first	player	decides	the	title	of	the	story	–	it	needs	to	be	a	story	
that	was	never	written	before.	
	
The	second	player	 takes	a	blank	piece	of	paper	and	writes	 the	 first	
few	 lines	 of	 the	 story	 (not	more	 than	4-5)	 and	 then	 folds	 the	 page	
until	 just	 the	 last	 line	 is	visible	(no	matter	how	many	words	are	on	
that	last	line).	Then,	he	passes	the	paper	over	to	the	next	player,	who	
writes	the	next	few	lines.	It	goes	like	this	until	the	page	comes	back	
to	the	first	player,	who	decided	the	title.	She	writes	down	a	morale	of	
the	 story	 in	no	more	 than	3	 lines,	 after	 seeing,	 like	everybody	else,		
only	the	last	line	written	by	the	previous	player.	

Once	 the	players	get	used	 to	 the	game,	you	can	decide	 to	make	 the	
story	 in	 2	 rounds.	After	 everybody	writes	 their	 lines	 the	 first	 time,	
the	 resulting	 story	 is	 read	 out	 loud	 and	 then	 it	 is	 continued	 by	 a	
second	 round	 in	 a	 similar	 manner.	 In	 the	 end,	 you’ll	 get	 a	 bigger	
story,	which	will	be	even	funnier.	
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IV. Games	in	Larger	Groups	
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23. The	Night	Detective		
	
The	game	needs	a	room	where	you	can	make	it	completely	dark	and	
is	best	played	with	minimum	5-6	players.	
	
Someone	needs	to	play	the	Storyteller	role.	You,	as	parent,	are	most	
suited	for	that,	to	allow	all	the	kids	to	take	a	more	active	part	in	the	
game.	
	
Ask	the	children	to	sit	in	a	circle	and	shut	their	eyes.	The	Storyteller	
quietly	 taps	 one	 child	 on	 the	 shoulder,	 to	 let	 him	 know	 he	 was	
selected	as	 the	Murderer.	 Then,	 the	Storyteller	 instructs	 everyone	
to	open	 their	eyes	and	 immediately	chooses	one	of	 the	kids	 to	play	
the	Detective.	The	Detective	has	to	leave	the	room	until	he	is	called	
back	by	the	Storyteller.	
	
The	Storyteller	 turns	off	 the	 lights	and	the	remaining	players	must	
mix	 and	mingle	 around	 the	 room.	 Instruct	 them	 to	 be	 careful	with	
each	other,	not	to	hurt	themselves	in	the	dark!	The	Murderer	must	
tap	 their	victim	on	 the	shoulder	and	whisper	 into	 their	ear:	“You’re	
dead!“.	 The	 victim	must	 cry	 out:	 “Oh	no,	 the	Murderer	got	me!”	 and	
collapse	to	the	floor.	Everyone,	except	for	the	Murderer,	must	freeze.	
Only	the	Murderer	may	quietly	move	away,	if	he	wants	to	do	so.	
	
The	Storyteller	turns	on	the	lights	and	calls	in	the	Detective.	A	timer	
is	 now	 set	 for	 the	 rest	 of	 the	 game.	 Depending	 on	 the	 number	 of	
players,	 you	 could	 set	 it	 between	5	 and	15	minutes.	The	Detective	
needs	 to	 identify	 the	Murderer	 until	 the	 time	 is	up.	 In	order	 to	do	
that,	 he	 starts	 asking	 questions	 to	 everyone.	 Only	 the	Murderer	 is	
allowed	to	lie.	Everyone	else	MUST	answer	truthfully	to	all	questions	
addressed	to	them.	
	
Once	 the	Detective	has	decided	who	he	 thinks	 the	Murderer	 is,	he	
goes	 to	 the	 accused	 and	 firmly	 tells	 him	 “I	 am	 putting	 you	 under	
arrest	for	the	murder	of	…”	
	
If	 the	 Detective	 is	 right,	 he	 gets	 2	 points	 and	 all	 innocent	 players	
(including	the	victim)	get	1	point.	If	he	is	wrong,	the	Murderer	gets	2	
points.	Now	 start	 another	 round,	 changing	 the	 roles.	Make	 sure	 by	
the	end	everyone	gets	to	play	all	the	roles.	
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24. The	Killer	Wink	
	

This	is	similar	to	The	Night	Detective,	but	with	a	winking	Murderer.	
Ask	the	children	to	sit	in	a	circle	and	shut	their	eyes.	The	Storyteller	
(you)	quietly	taps	one	child	on	the	shoulder,	to	let	him	know	he	was	
selected	as	 the	Murderer.	 Then,	 the	Storyteller	 instructs	 everyone	
to	open	 their	eyes	and	 immediately	chooses	one	of	 the	kids	 to	play	
the	Detective.		
	
The	Murderer	must	catch	another	player’s	eye	and	wink	quickly	at	
him/her,	 trying	not	 to	be	 seen	by	 the	others.	The	player	winked	at	
must	cry	out:	“Oh	no,	the	Murderer	got	me!”	and	collapse	to	the	floor.	
	
The	Detective	must	guess	who	 the	Murderer	 is	before	everyone	 is	
out.	However,	he	only	gets	one	guess.	 If	he	 is	wrong,	the	Murderer	
wins.		
	
	
	
	
Photo	by	Belinda	Fewings	on	Unsplash 	
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25. Mafia	
	
This	is	a	world	famous	Russian	party	game,	suited	for	slightly	larger	
groups	(more	than	9-10	kids).	The	instructions	are	a	bit	long,	but	the	
game	 is	 quite	 simple	 and	 extremely	 fun!	 Be	 careful,	 it	 can	 keep	
everyone	up	all	night!	☺	
	
Just	as	an	example,	we’ll	consider	a	group	of	10	children	+	1	parent,	
in	order	to	describe	the	game.	
	
Again,	you	get	to	be	the	Storyteller!	Take	a	piece	of	paper	and	divide	
it	into	10	equal	pieces,	in	order	to	set	up	a	draw	to	assign	the	roles.	
There	will	be	2	Mobsters,	6	Innocents,	1	Doctor	and	1	Detective.	If	
the	 total	 number	 of	 players	 is	 different,	 just	 change	 the	 number	 of		
Innocents.	Write	down	a	role	on	every	piece	of	paper.	Fold	the	pieces	
of	paper	and	put	 them	in	a	hat,	 then	allow	everyone	to	draw	a	role	
for	themselves.	The	roles	have	to	remain	secret.	Now	the	Storyteller	
starts	the	game:	
	
Night	stage	
	
Storyteller:	“The	night	has	come.	Everyone	goes	to	sleep”.		
	
Everyone	shuts	their	eyes.	After	making	sure	everyone	has	their	eyes	
closed,	the	Storyteller	continues:	
	
Storyteller:	“The	Mobsters	get	up	to	do	their	dirty	business”.	
	
The	Mobsters	are	now	allowed	to	open	their	eyes	and	see	who	else	
is	 in	their	team.	They	now	quietly	choose	a	victim	out	of	the	rest	of	
the	players	and	make	 it	 clear	 to	 the	Storyteller	who	 that	victim	 is.	
They	 should	 do	 this	 with	 minimum	 movement,	 so	 that	 the	 other	
players,	 who	 still	 have	 their	 eyes	 shut,	 can’t	 figure	 out	 who	 the	
Mobsters	are.	
	
Storyteller:	 “The	 Mobsters	 have	 chosen	 their	 victim	 and	 now	 go	 to	
sleep”.	
	
The	Mobsters	now	close	their	eyes.	
	
Storyteller:	“The	Detective	wakes	up	to	catch	the	Mobsters”.	
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The	Detective	may	open	his	eyes	and	selects	one	of	the	other	players	
as	 a	 suspect.	 The	 Storyteller	 silently	 confirms	 to	 the	 Detective	
whether	the	selected	suspect	is	a	Mobster	or	not.	
	
Storyteller:	“The	Detective	is	tired	now	after	intense	investigation	and	
goes	to	sleep”.	
	
The	Detective	shuts	his	eyes.	
	
Storyteller:	“The	Doctor	wakes	up	to	try	to	save	the	victim”.	
	
The	Doctor	 is	now	allowed	to	open	her	eyes	and	selects	one	of	 the		
players	 to	 try	 a	 last	 minute	 life	 saving	 procedure.	 With	 minimum	
movement,	 she	 points	 to	 the	 chosen	 patient,	 for	 the	 Storyteller	 to	
see.	Of	course,	the	Doctor	can	only	guess	who	the	victim	is.	She	may	
also	 choose	 herself	 as	 a	 patient,	 ensuring	 her	 immunity	 for	 the	
round.	The	 Storyteller	 takes	 note	whether	 the	Doctor’s	 guess	was	
correct	or	not.		
	
Storyteller:	 “The	 Doctor	 has	 chosen	 the	 patient	 and	 provided	 the	
treatment.	Now	she	goes	back	to	sleep.”	
	

The	Doctor	shuts	her	eyes	now.	
Day	stage	
	
Storyteller:	“Morning	has	come	and	everybody	wakes	up.”	
	
All	the	players	open	their	eyes.	
	
If	the	Doctor	guessed	correctly	who	the	victim	was:	
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Storyteller:	 “Fortunately,	 nobody	 died	 last	 night.	 The	 Doctor	 was	 a	
hero	and	saved	a	victim	of	a	murder	attempt”.	Obviously,	the	Doctor	
now	knows	for	sure	that	the	player	he	chose	is	Innocent.	
	
If	the	Doctor	was	wrong:	
Storyteller:	 “Unfortunately	 a	 murder	 took	 place	 last	 night.	 John	 is	
dead”.	Player	John	is	now	out	of	the	game	and	can	watch	quietly	from	
the	 side.	 He	 is	 not	 allowed	 to	 make	 any	 comments	 or	 gestures	
whatsoever	for	the	remainder	of	the	game.	
	
No	 matter	 whether	 the	 murder	 attempt	 was	 successful	 or	 not,	 a	
debate	begins.		Players	discuss	about	what	happened	and	eventually	
need	to	vote	whom	amongst	them	they	should	lynch	and	take	out	of	
the	game.	There	will	be	an	open	vote,	thus	everyone’s	decision	could	
be	a	clue	for	their	role,	to	be	discussed	in	the	next	round.	The	voted	
player	is	out	of	the	game	and	another	Night	stage	begins.	
	
The	Doctor	 and	 the	Detective	 can	 also	 fall	 out	 of	 the	 game,	 either	
murdered	by	the	Mobsters	during	the	night	or	lynched	by	the	group	
during	the	day.	In	order	to	keep	their	roles	a	secret,	the	Storyteller	
will	continue	to	call	 them	out	during	the	night,	even	though	no	one	
will	perform	the	role.	
	
Usually	 Day	 stages	 tend	 to	 be	 longer	 than	Night	 stages,	 due	 to	 the	
debating	 time.	 Still,	 the	 Storyteller	 may	 rush	 the	 group	 to	make	 a	
decision,	to	keep	the	game	running	at	the	desired	speed.	
	
The	 game	 ends	 when	 all	Mobsters	 are	 taken	 out	 or	 they	 become	
majority.	
	
With	 larger	 groups,	 you	 can	 introduce	 a	 number	 of	 other	 roles,	 to	
make	it	more	interesting:	

• The	Barman	-	a	Mobster	who	may	cancel	the	effect	of	another	
player’s	ability	every	night	

• The	Lawyer	–	chooses	someone	to	defend;	that	person	cannot	
be	voted	out	the	following	morning	

• The	Vigilante	–	an	Innocent	who	may	kill	a	player	every	night	
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26. Charades	
	
Charades	is	a	world	famous	game,	played	by	children	and	adults	alike	
across	the	Globe.	You	should	have	6	players	or	more	to	have	the	best	
fun	and	play	in	teams.	
	
Form	 two	 teams	with	 equal	 number	 of	 players	 (if	 you	 are	 an	 odd	
number,	it’s	not	a	big	issue	that	a	team	will	have	1	more	player	than	
the	other).	
	
Team	A	 thinks	of	a	word/movie	or	book	 title	 for	Team	B	 to	guess.	
Team	 B	 designates	 a	 player	 to	 get	 the	 word(s)	 from	Team	 A	 and	
then	 to	 mime	 it	 so	 that	 the	 rest	 of	 Team	 B’s	 members	 identify	 it	
(them).	The	mime’s	performance	needs	to	be	completely	silent.	Also,	
silent	mouthing	of	the	words	for	 lipreading,	pointing	to	real	objects	
or	spelling	are	not	allowed.	
	
Some	common	signals	to	be	used	while	miming	are:	

• A	number	of	 fingers	shown	at	 the	beginning	of	play	gives	 the	
number	of	words	in	the	answer	

• "Come	 here"	 gesture	 made	 with	 one	 hand	 means	 "Give	 me	
more”,	or	“Keep	guessing,	you	are	in	the	right	direction”	

• Pointing	at	an	ear	means	"sounds	like"	
• Holding	 the	 index	 fingers	 close	 together,	 tip	 to	 tip,	 without	
touching,	 indicates	 a	 short	 connection	word	 such	 as	 "the"	 or	
"of".		

• Holding	 the	 index	 fingers	 parallel	 to	 each	 other,	 with	 tips	
facing	 the	 audience,	 close,	 but	 without	 touching	 and	 moving	
them	back	and	forth	in	opposite	directions,	means	“synonym”	

• Moving	 palms	 closer	 together	 without	 touching	 means	
"shorter"	

	
If	members	of	Team	B	find	the	answer	before	the	time	runs	out,	they	
score	a	point.	Decide	at	the	beginning	how	much	time	a	round	should	
last	and	use	a	smartphone	timer	to	keep	track.	3-5	minutes	should	be	
enough	to	keep	a	good	pace	of	the	game.	
	
Now	 switch	 roles:	Team	 B	 decides	 on	 a	 word	 and	Team	 A	 has	 to	
guess	it.	Every	round,	a	new	team	member	should	be	the	mime.	The	
game	ends	after	everybody	gets	to	mime	at	least	once.	The	team	with	
the	highest	number	of	points,	wins.	
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27. The	Fishbowl	
	
The	Fishbowl	combines	more	versions	of	Charades	into	one	fun-tasic	

group	game	for	children	of	all	ages.		
Begin	 by	 forming	 two	 or	more	 equal	 teams.	 All	 players	 take	 three	
pieces	 of	 paper	 and	 write	 a	 word	 or	 familiar	 phrase	 on	 each	 one.	
Then	they	fold	them	in	half	and	place	them	into	the	fishbowl	(hat	or	
anything	similar	you	have	at	hand).	 	After	all	of	 the	pieces	of	paper	
are	in	the	fishbowl,	shake	the	bowl	to	mix	them	up.	
	
There	will	be	3	rounds	of	the	game.	The	objective	for	every	round	is	
to	guess	as	many	words	or	phrases	as	possible	within	1	minute.				
	
Round	1:	Description	
	
The	 starting	 team	 selects	 a	 player	 to	 go	 first.	Player	 A	 will	 take	 a	
piece	 of	 paper	 from	 the	 fishbowl	 and	 read	 it	 for	 himself.	 	 The	 1-
minute	timer	starts	immediately.	
	
Player	A	will	 then	explain	 in	words	 to	his	 team	mates	 the	word	or	
phrase	 from	 the	 paper.	 	He	 cannot	 use	 any	 gestures	 or	 sounds.	He	
cannot	 say	 any	 of	 the	 words	 or	 part	 of	 the	 words	 that	 are	 on	 the	
paper.	 	 For	 example,	 if	 “racing	 car”	 is	 on	 the	paper,	 he	 cannot	 say	
“racing”	or	“car”.		
	
Player	A:	“Vehicle	that	is	driven	in	a	competition”	
Team	mate:	“Car”	
Player	A:	“What	kind	of	car	is	driven	in	a	competition?”	
Team	mate:	“Formula	1	car”	
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Player	A:	“Something	more	generic…”	
Team	mate:	“Racing	car”	
	
Player	A	can	put	the	paper	back	into	the	fishbowl	if	it	seems	too	hard	
for	the	team	to	guess.	If	the	team	guesses	the	word(s),	they	keep	the	
piece	 of	 paper,	 as	 it	 will	 be	 counted	 as	 1	 point	 at	 the	 end	 of	 the	
round.	
	
After	1	minute,	the	next	team	gets	their	turn.	Each	team	continues	to	
take	1-minute	turns	until	all	of	the	pieces	of	paper	in	the	fishbowl	are	
guessed.	The	team	members	each	get	to	be	the	one	explaining,	taking	
turns.	
Now	each	team	counts	the	pieces	of	paper	they	have	gathered,	which	
translates	into	the	number	of	points	they	get	for	this	round.	
	
Next,	 put	 all	 the	 pieces	 of	 paper	 back	 into	 the	 bowl	 and	 move	 to	
Round	2.	
	
Round	2:	One	word		
	
The	 mechanic	 is	 similar	 to	 Round	 1,	 with	 the	 difference	 that	 the	
player	reading	the	paper	can	only	use	one	word	to	describe	the	word	
or	 phrase.	 In	 our	 example,	 the	 word	 could	 be	 “driver”.	 The	 team	
should	remember	the	words	from	the	previous	round,	thus	making	it	
easier	 for	 them	 to	 connect	 with	 the	 one	 word	 hint.	 If	 they	 don’t	
guess,	the	piece	of	paper	is	put	back	into	the	bowl	and	another	one	is	
drawn.	After	1	minute,	the	next	team	gets	their	turn	and	so	on.	
	
After	all	the	pieces	of	paper	are	guessed,	the	teams	count	their	points	
and	put	them	back	into	the	bowl	for	the	final	round.		
	
Round	3:	Charades	
	
With	the	same	mechanic,	the	twist	is	now	that	the	player	explaining	
cannot	speak.	They	will	mime,	just	like	in	the	Charades	game.		
	
After	all	the	pieces	of	paper	are	guessed,	the	teams	count	their	points	
and	sum	them	up	for	all	3	rounds.	The	team	with	the	highest	score	is	
declared	the	winner.	
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28. Musical	Chairs	
	
If	 you	 have	 a	 house	 full	 of	 preschoolers	 or	 young	 children,	 this	

classical	game	will	engage	them	all.		
	
You	should	have	a	number	of	chairs	arranged	in	a	circle.	Begin	with	
one	less	chair	than	the	number	of	children	playing.	Thus,	if	6	children	
are	playing,	have	5	chairs	available.	Place	 them	in	a	circle,	with	 the	
seating	area	facing	the	outside	of	the	circle.	
	
Ask	 all	 the	 children	 to	 stand	 in	 front	 of	 the	 chairs,	 also	 in	 a	 circle.	
Now,	start	playing	some	music	and	have	the	children	walk	normally	
around	the	chairs.	When	you	stop	the	music,	everyone	needs	to	find	
a	chair	 to	sit	 in	as	 fast	as	possible.	The	child	who	 is	 left	standing	 is	
out.	
	
Now	take	out	a	chair	and	start	the	music	again.	Repeat	until	only	one	
child	gets	to	sit.	When	this	happens,	that	child	is	declared	champion	
and	the	game	is	over.	
	
If	two	children	fight	over	the	same	chair,	and	both	get	to	use	part	of	
the	 chair,	 it’s	 your	 call	 as	 a	 judge	 to	 decide	who	 is	 out.	 You	might	
even	decide	for	a	tie	and	repeat	the	round.	
	
As	a	variation,	you	could	ask	the	children	to	go	around	the	chairs	in	a	
different	way	in	every	round:	walk,	dance,	hop	on	one	foot	and	so	on. 	
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29. Circling	Around		
	
Sometimes	you	need	an	activity	to	 lower	the	overall	energy	level	of	
the	group	and	calm	down	a	bit.	Or	maybe	just	after	having	eaten,	to	
allow	for	a	good	digestion.	Circling	Around	is	a	perfect	game	for	that,	
increasing	the	level	of	focus	among	the	group.	
	
Ask	 all	 participants	 to	 stand	 in	 a	 circle.	 Start	 counting	
counterclockwise:	one	number	per	player.		
	
As	 the	 counting	 progresses	 from	 one	 player	 to	 another,	 without	
interrupting	 the	 process,	 start	 saying	 the	 days	 of	 the	week	moving	
clockwise:	 one	 per	 player.	 Now,	 you	 have	 two	 sequences	 going	
around	 the	 circle	 in	 the	 same	 time.	 It	 is	 not	 uncommon	 that	 both	
sequences	reach	the	same	player	in	the	same	time:	one	from	the	left	
(number)	and	one	from	the	right	(day	of	the	week).	The	player	will	
need	to	continue	both	sequences	in	their	natural	order.	
	
After	 everyone	 gets	 used	 to	 the	 2	 sequences,	 start	 adding	 more:	
months	of	the	year,	 tossing	a	ball	 to	the	player	 in	your	right	and	so	
on.	

A	variation	of	the	game	is	to	use	just	one	sequence,	but	adding	some	
twists	on	the	way.	For	instance,	start	saying	the	days	of	the	week	in	
regular	order.	The	player	who	speaks,	claps	towards	another	player,	
not	necessarily	next	to	him,	who	has	to	continue	the	sequence.		
	
From	 one	 point	 onward,	 ask	 them	 to	 switch	 Monday	 with	
Wednesday.	 Thus,	 the	 sequence	 becomes:	 Wednesday,	 Tuesday,	
Monday,	 Thursday,	 Friday,	 Saturday,	 Sunday.	 Whoever	 makes	 a	
mistake,	 or	 doesn’t	 keep	 the	 pace,	 is	 out.	 Afterwards,	 Thursday	
become	silent.	And	so	on,	until	1	player	remains,	winning	the	game.	
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30. Towers	Game	
	
This	is	another	focus	game,	to	be	played	in	larger	groups	(ideally	5-8	
kids).	The	rules	are	quite	simple:	
	
Players	 stand	 in	 a	 circle.	 Everyone	 gets	 to	 be	 a	 numbered	 tower:	
Tower	1,	2,	3…		
	
The	 game	 starts	 with	 one	 player	 calling	 out	 another	 player	 in	 the	
following	format:	“Tower	3	to	Tower	5”	
	
The	player	being	called	needs	to	continue	without	any	hesitation,	by	
calling	another	player:	“Tower	5	to	Tower	1”	
	
There	are	2	rules	for	a	valid	call:	
1. No	calling	on	the	tower	who	just	called	you	before	
2. No	calling	on	your	own	tower	

	
If	 you	 make	 a	 mistake,	 or	 don’t	 reply	 immediately,	 you	 get	 a	 one	
word	 nickname	 from	 the	 group.	 The	 nickname	 needs	 to	 be	 a	
common	 noun.	 From	 that	 moment	 onwards,	 you	 are	 no	 longer	
Tower	 5,	 you	 will	 be	 called	 Refrigerator	 (or	 whatever	 one	 word	
nickname	you	get).	Thus,	 if	Tower	3	wants	to	call	you,	she	will	say:	
“Tower	3	to	Refrigerator”.	If	Tower	3	still	calls	you	Tower	5,	that	is	
a	mistake	and	Tower	3	will	get	the	same	penalty	and	the	group	will	
give	her	another	one	word	nickname.	Also,	when	you	call	someone,	
you	need	to	use	your	new	name:	“Refrigerator	to	Tower	1”	
	
If	you	do	a	second	mistake,	the	group	will	give	you	a	second	noun	to	
add	 to	 your	 nickname.	 Normally,	 the	 two	 nouns	 should	 have	 no	
connection	 to	 each	 other,	 to	 make	 it	 harder	 for	 the	 others	 to	
remember	 it	 during	 the	 game.	 Example:	 Refrigerator	 Labrador.	
From	 now	 on,	 whoever	 wants	 to	 call	 you,	 needs	 to	 use	 the	 full	
nickname:	 “Tower	 4	 to	 Refrigerator	 Labrador”.	 If	 they	 don’t	 call	
you	right,	they	get	penalty.		
	
If	you	do	a	third	mistake,	you	are	out.	The	last	player	standing	wins	
the	game. 	
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31. Robot,	Tiger,	Cow	

	
When	you	want	full	engagement	from	a	group	of	5-10	kids,	this	is	a	
great	game	to	use.		
	
Ask	everyone	to	stand	in	a	circle.	
	
On	the	count	of	3,	the	players	must	choose	one	of	three	things	(just	
like	rock,	paper,	scissors):	
	
Robot:	 they	hold	 two	 fingers	up	 to	 their	head	 like	an	antennae	and	
say	“Beep,	beep,	beep”	
	
Tiger:	they	throw	their	hands	out	like	claws	and	say	“Roooar!”	
	
Cow:	they	put	their	hands	on	their	tummies	with	fingers	sticking	out	
(like	utters)	and	say	“Mooo”	
	
Thus,	everyone	will	be	one	of	the	three	things.	Whichever	category	is	
in	the	minority,	those	players	must	leave	the	circle		
	
Example:	
On	the	count	of	3,	 there	are:	2	Robots,	4	Tigers,	and	3	Cows.	Thus,	
the	Robots	are	in	the	minority	and	all	of	them	are	out	of	the	game.	If	
there	is	a	tie,	all	of	them	go	out.	
	
Continue	until	only	1	or	2	children	remain.	
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32. Look	and	scream	
	
This	game	is	best	for	warming	up	the	party.	Ideally,	there	should	be	
at	least	6-8	players,	but	the	more,	the	better.		
	
Ask	everybody	to	stand	in	a	circle.	
	
Instruct	them	to	look	down.	
	
Count	loudly,	so	everybody	can	hear:	“1,	2,	3…look!”	
	
On	 “look”	 everyone	must	 look	up	directly	 at	 someone	 in	 the	 circle.	
They	are	not	allowed	to	change	their	“target”.	
	
If	the	player	you	are	looking	at	is	not	looking	back	at	you,	be	happy,	
you	 are	 “safe”!	However,	 if	 the	player	 you	 are	 looking	 at	 is	 looking	
back	at	you	too,	you	both	must	scream	“Ahh!”	and	fall	to	the	ground.	

Stay	there	until	the	end	of	the	game.	
Start	another	round	with	the	remaining	people	standing	in	the	circle.	
	
Play	 until	 there	 is	 just	 one	 player	 remaining,	 who	 is	 declared	 the	
winner.	It	may	happen	no	one	wins	in	the	end,	or	it’s	a	tie	between	2	
players.	In	that	case,	just	start	another	game	to	find	a	champion.	
	
Photo by Jason Rosewell on Unsplash  
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33. Bippity	Bippity	Bop	
	
This	is	a	great	circle	game,	played	with	minimum	5-6	children.	
	
Ask	 everybody	 to	 stand	 in	 a	 circle,	 with	 one	 of	 the	 players	 in	 the	
middle,	called	The	Bopper.	
	
From	 the	 middle	 of	 the	 circle,	 the	 Bopper	 points	 at	 someone	 and	
says	as	fast	as	he	can	“bippity	bippity	bop”.	The	player	being	pointed	
at	must	say	“bop”	before	the	Bopper	gets	to	the	end	of	his	phrase.	If	
the	Bopper	points	 to	a	player	and	only	 says	“bop”,	 then	 the	player	
must	remain	quiet.		
	
If	 a	 player	 is	 not	 fast	 enough	 to	 say	 “Bop”,	 or	 says	 “Bop”	 after	 the	
Bopper	 says	 “Bop”,	 then	 he	 is	 punished	 by	 becoming	 the	 new	
Bopper,	 replacing	 the	 old	Bopper,	 who	 now	 enters	 the	 circle	 as	 a	
regular	player.	
	
Extras:	 After	 everybody	 gets	 used	 to	 the	 basic	 rules,	 you	 can	 start	
adding		some	extras	on	top:	
	
If	the	Bopper	points	to	a	player	and	says	“Bunny”,	that	player	needs	
to	bend	her	knees	a	 little	 and	bring	her	arms	 in	 front,	with	elbows	
bent	and	stuck	to	the	body,	saying	“Hop	Hop”.	The	two	players	to	her	
right	and	 left	must	use	one	arm	to	make	the	bunny’s	ears,	over	 the	
head	 of	 the	 player	 being	 the	 bunny.	 Everything	must	 happen	 very	
fast.	 If	 anyone	 makes	 a	 mistake,	 they	 become	 the	 new	 Bopper.	 If	
more	than	one	player	makes	a	mistake,	the	old	Bopper	decides	who	
the	new	Bopper	is.	
	
If	 the	 Bopper	 says	 “Pirate”,	 the	 player	 being	 pointed	 at	 needs	 to	
cover	one	eye	with	her	hands	and	say	“Arghhh”,	while	the	players	to	
the	 right	 and	 left	 must	 make	 waves	 with	 their	 hands,	 behind	 the	
Pirate.	
	
If	 the	 Bopper	 says	 “Fireplace”,	 the	 player	 being	 pointed	 at	 must	
crouch	down,	raise	her	arms	and	say	“Fire”,	while	the	players	to	the	
right	 and	 left	 must	 use	 both	 their	 arms	 to	 form	 the	 roof	 of	 the	
fireplace	over	the	crouched	player.	
	
Feel	free	to	invent	any	extras	you	want,	to	make	the	game	even	more	
challenging	and	fun!	
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34. Chinese	whispers	
	
This	classic	game	is	called	Chinese	Whispers	 in	British	English	and	
Telephone	Game	in	American	English.	It’s	perfect	to	have	some	great	

fun,	especially	if	you	have	more	than	6-7	players.	
Have	all	the	players	stand	in	a	line.	
	
The	first	player	thinks	of	a	phrase	and	whispers	it	once	into	the	ear	
of	the	second	player.	You	may	want	to	play	some	background	music,	
so	that	the	other	players	cannot	hear	what	is	being	whispered.	
	
The	second	player	whispers	what	he	heard	to	the	third	player	and	so	
on	until	it	gets	to	last	player	in	the	line.	The	last	player	now	says	out	
loud	 what	 she	 understood.	 In	 most	 cases,	 it	 will	 be	 very	 different	
from	the	initial	phrase,	so	everyone	will	have	a	good	laugh.	
	
The	 last	player	now	goes	 to	 the	beginning	of	 the	 line	 and	becomes	
the	first	player	and	starts	a	new	round	with	another	phrase.	
	
	
	
	
Photo by Sai De Silva on Unsplash  
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35. The	Zombies	
	
This	 one	 is	 a	 personal	 favourite	 of	 mine,	 when	 it	 comes	 to	 focus	
games	in	groups.	You	need	minimum	5-6	players.	
	
Ask	all	the	children	to	stand	in	a	circle.	One	of	the	players	is	named	
the	Zombie	and	stands	in	the	middle.		
	
Another	player	 calls	 out	 a	name	of	 one	of	 the	players	 in	 the	 circle:	
“Brian”	
	
The	Zombie	 has	 to	walk	 towards	Brian	with	 the	arms	extended	 in	
front	of	him	(like	a	zombie	from	the	movies),	trying	to	touch	him.	No	
running,	just	“zombie	walking”.	

Brian	 can	 save	 himself	 by	 making	 eye	 contact	 with	 any	 another	
player	(for	example	Shannon).	In	order	for	Shannon	to	save	Brian,	
she	 needs	 to	 say	 the	 name	 of	 another	 player	 in	 the	 circle,	 while	
maintaining	eye	contact	with	Brian:	“James”.	Now	the	Zombie	will	
move	towards	James,	trying	to	touch	him.	James	can	be	saved	in	the	
same	manner	by	another	player.	
	
Shannon	 cannot	 say	 her	 own	 name,	 nor	 the	 name	 of	 the	 player	
currently	 being	 the	 Zombie.	 She	 has	 to	 maintain	 eye	 contact	 with	
Brian	at	all	 times.	 If	she	makes	a	mistake,	her	save	 is	not	valid	and	
Brian	 becomes	 the	 new	 Zombie.	 If	 the	 old	 Zombie	 touches	Brian	
before	Shannon	can	say	another	name,	then	Brian	becomes	the	new	
Zombie.	The	new	Zombie	can	choose	who	to	hunt	next	(usually	the	
victim	 is	 the	 player	 that	 couldn’t	 save	 him	 before).	 The	 new	 hunt	
always	begins	with	the	Zombie	standing	in	the	middle	of	the	circle.	
	
After	 a	 few	 rounds	 of	 getting	 used	 to	 the	 game,	 the	 speed	 will	
increase	and	so	will	the	fun.	Just	try	it!		
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36. The	Hep	Game	
	
This	is	an	extremely	fun	circle	game	to	warm	up	the	atmosphere.	You	
need	minimum	4-5	players	to	play.	
	
All	kids	stand	in	a	circle.	Player	A	begins	by	clapping	their	hands	and	
finishing	 the	move	by	pointing	one	hand	 to	 the	player	on	 their	 left,	
Player	 B,	 and	 saying	 “Hep”.	 Player	 B	 makes	 a	 similar	 move	 and	
points	 to	 the	 next	 player	 on	 their	 left,	 Player	 C,	 saying	 “Hep”.	 It	
should	be	like	transmitting	an	imaginary	burst	of	energy	around	the	
circle,	from	player	to	player.	It	goes	like	this	until	everyone	is	used	to	
the	move.	

The	next	command	is	“Boing”.	When	Player	C	receives	the	Hep	from	
Player	B,	she	may	choose	to	answer	by	putting	her	hands	in	front	of	
her,	 elbows	 bent,	with	 palms	 facing	Player	B,	 saying	 “Boing”.	 This	
should	translate	into	“No,	I	don’t	want	your	Hep,	so	I	bounce	it	back	to	
you”.	 This	 changes	 the	 direction	 of	 the	 hep	 in	 the	 circle	 and	 thus	
Player	B	continues	back	round	in	the	opposite	direction,	to	his	right,	
saying	“Hep”.	The	Hep	now	moves	to	the	right	for	everyone,	until	it’s	
cancelled	by	another	command.	
	
	
	
Photo	by:	pixabay.com  
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Another	 command	 is	 “Pow”.	 This	 throws	 the	Hep	across	 the	 circle.	
The	 player	 who	 says	 “Pow”	 points	 an	 imaginary	 finger	 gun	 to	 the	
player	 they	want	 to	have	 the	Hep.	The	 receiver	 then	 takes	 the	Hep	
and	continues	to	their	left,	with	“Hep”.	
	
“Slack”	 puts	 the	Hep	 in	 the	middle	of	 the	 circle.	Player	D	who	has	
received	the	Hep,	may	use	one	hand	to	simulate	throwing	the	energy	
in	 the	 middle	 of	 the	 circle	 and	 say	 “Slack”.	 Any	 other	 player	
(including	Player	D)	can	take	the	Hep	from	the	middle,	by	using	one	
hand	to	simulate	they	took	something	from	there	and	saying	“I	took	
it.	It’s	mine!”.	Then	he	continues	to	the	left	with	“Hep”.	
	
“Swoosh”	 is	performed	by	Player	E	by	throwing	the	imaginary	Hep	
into	the	middle	of	the	circle,	using	both	hands	and	saying	“Swoosh”	
(similar	 to	“Slack”,	but	 in	 that	case	you	have	to	use	 just	one	hand).		
When	“Swoosh”	is	used,	everyone	changes	places	very	fast	randomly	
in	the	circle.	The	player	that	stood	to	the	left	of	Player	E,	before	she	
performed	the	“Swoosh”,	will	now	continue	with	“Hep”	to	their	left.	
However,	from	now	on,	everyone	has	to	use	funny	cartoon	voices.	It	
goes	 like	 this	 until	 a	 new	 Swoosh	 is	 performed	 by	 any	 player.	
Everyone	changes	places	again	and	now	it	continues	in	slow	motion.	
Be	 as	 slow	 as	 possible	 and	 overreact	 your	 slow	 motion	 moves,	
including	 the	voice.	Go	 like	 this	until	 the	next	 “Swoosh”,	which	will	
bring	everything	back	to	normal	again.	
	
After	any	command	except	“Hep”,	you	have	to	have	a	“Hep”.	
	
Bring	 in	 new	 commands	 gradually,	 so	 everyone	 has	 time	 to	
assimilate	 them.	 In	 the	 final	 stage,	 use	 elimination	mode.	Whoever	
makes	a	mistake	is	out	of	the	circle.	The	last	two	players	standing	are	
declared	champions.	
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V. Games	to	Make	Them	Move	
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37. Water	bottles	bowling	
	
Line	 up	 five-ten	 water	 bottles	 up	 at	 the	 end	 of	 your	 hall	 or	 living	
room.	Place	a	line	of	duct	tape	at	the	starting	line.		
	
Grab	a	medium-sized	indoor	ball	and	start	bowling!	If	you	want,	keep	
score	and	give	out	trophies	at	the	end.		
	
If	 you	 need	 to	 stabilise	 the	 water	 bottles	 or	 make	 the	 game	more	
difficult,	simply	fill	 them	up	with	some	water.	Don’t	 forget	to	screw	
the	tops	on	tightly!	
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38. Simon	says	
	
This	classic	game	will	never	get	old	in	my	view.	

	
To	begin,	pick	one	player	 (likely	a	parent	 for	 the	 first	 round)	 to	be	
Simon.	The	rest	of	the	players	will	gather	in	a	circle	or	line	in	front	of	
Simon	as	he	calls	out	actions	starting	with	the	phrase	“Simon	says”:		
	
“Simon	says…touch	your	ears.”		
	
The	players	then	have	to	copy	Simon’s	action,	touching	their	ears.		
	
If	 Simon	 calls	 out	 an	 action	without	 using	 the	 phrase	 “Simon	says,”	
the	kids	must	not	do	the	action.	If	a	kid	touches	his	ears	when	Simon	
didn’t	say	it,	he	is	out	of	the	game.		
	
There	 are	 many	 ways	 Simon	 can	 trick	 players	 into	 doing	 actions	
when	Simon	didn’t	say:	Simon	can	perform	an	action	without	saying	
the	command,	for	example,	or	he	can	perform	an	action	that	doesn’t	
correspond	with	the	command.		
	
The	last	player	left	in	the	game	wins	and	becomes	the	next	Simon.	
	
	
Photo	by:	gratisography.com	 	
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39. Scavenger	hunt	
	
This	one	is	as	fun	as	it	is	simple.		
	
Make	a	list	of	some	items	in	the	house	and	send	your	child	to	search	
for	them.	For	instance:	
	

• TV	remote	
• Mobile	phone	
• Teddy	bear	
• Blue	pen	

	
You	might	want	to	measure	the	time	it	takes	to	find	each	item.	Write	
the	time	on	a	piece	of	paper.	
	
Now	switch	 roles	 and	 let	 your	kid	hide	 the	 same	 items	 throughout	
the	house.	See	how	long	it	takes	for	you	to	find	them.	
	
	
	
	
	
	
	
Photo	by	JESHOOTS.com	from	Pexels 	
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40. Hot	potato	
	
This	 is	a	classic	party	game,	but	 it	can	also	be	played	at	home	with	
fewer	players.		

	
All	 the	players	stand	 in	a	circle	and	 throw	a	small	object,	 such	as	a	
small	 ball,	 to	 each	 other	 while	 music	 is	 playing.	 The	 object	 is	
considered	“the	hot	potato”.	
	
Someone	 then	 stops	 the	 music	 (without	 looking,	 of	 course)	 and	
whoever	 is	 holding	 “the	hot	potato”	 at	 the	 time	 is	 out	 of	 the	 game.	
Alternatively,	you	can	use	your	phone	to	set	a	timer	with	an	alarm	to	
ring	when	time’s	up.	
	
It	continues	like	this	until	one	kid	remains	standing.	That	player	wins	
the	game	and	will	be	the	DJ	in	the	next	round,	controlling	the	music.	
	
	
	
	
	
	
	
	
	
	
	
Photo	by	Mac	Mullins	from	Pexels 	
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41. Hide	and	Seek	
	
This	 is	 one	 of	 the	 most	 popular	 children's	 game	 out	 there.	 It	 has	
many	variations,	but	the	general	idea	is	always	the	same:	one	player,	
who	is	“it”	has	to	 find	the	rest	of	 the	players,	who	are	hiding	out	of	
sight.	

The	player	designated	as	being	“it”	shuts	his	eyes	and	counts	to	100	
in	units	of	5.	When	he	reaches	100,	he	calls	out	loudly	“Ready	or	not,	
here	I	come!”	and	then	starts	looking	for	all	the	other	players.	
	
There	are	more	options	to	end	the	game.	Usually,	the	player	who	is	
"it"	 finds	 all	 players,	 as	 they	 are	 not	 allowed	 to	 move.	 The	 player	
found	last	is	the	winner	and	is	designated	to	be	"it"	in	the	next	game.		
	
Another	option	is	for	the	player	who	is	“it”	to	count	facing	a	wall	or	a	
tree,	 which	 will	 become	 "home	 base".	 The	 other	 players	 have	 to	
carefully	come	out	of	hiding	to	race	to	home	base.	They	need	to	touch	
it	before	the	seeker	and	shout	“1,2,3	James”	(James	being	the	name	
of	the	seeker).		If	they	can	make	it,	they	are	safe	and	wait	on	the	side	
for	 the	 game	 to	 end.	 If	 James	 reaches	 first	 the	home	base	 and	 says	
“1,2,3,	Player	X”,	then	Player	X	is	tagged	and,	again,	waits	on	the	side.	
The	first	player	to	be	tagged	by	the	seeker	will	become	the	“it”	in	the	
following	 game,	 unless	 one	 thing	 happens:	 the	 last	 player	which	 is	
still	hiding	can	“save	the	herd”	by	reaching	“the	home	base”	ahead	of	
the	 seeker	 and	 calling	 out	 his	 name:	 ”1,2,3	 James”.	 In	 this	 case,	
James	will	be	“it”	for	another	game.	
Photo	by:	pixabay.com  
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42. Sardines	
	

This	 is	a	common	variation	of	Hide	and	Seek.	 Instead	of	one	person	
seeking	 and	 everyone	 else	 hiding,	 one	 person	 hides	 and	 everyone	
else	seeks.	Thus,	the	first	person	hiding	will	be	considered	“it”.	
	
Once	one	of	the	seekers	finds	the	person	hiding,	she	must	hide	with	
that	person,	 in	 the	same	place.	 It	goes	 like	 this	until	 all	players	but	
one	are	crammed	together	like	sardines	in	a	particular	hiding	place.		
	
The	last	player	remaining	loses	the	game	and	is	designated	as	being	
“it”	in	the	next	game.	
	
	
	
	
	
	
	
	
	
	
Photo	by	Roseanna	Smith	on	Unsplash 	
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43. Socks	basketball	
	
Basketball	 is	always	a	 fun	game	 to	play	with	kids.	Still,	 if	 you	don’t	
have	the	outdoor	space,	or	the	weather	is	not	proper,	there	are	other	
more	convenient	options.	
	
The	 easiest	way	 to	 play	 basketball	 in	 your	 living	 room	 is	 by	 using	

sock	balls.	Take	a	paper	bin	to	be	“the	basket”.		
	
Set	2	marks	at	different	distances	to	the	bin.	Scoring	from	the	closer	
mark	will	be	1	point	and	from	the	other	3	points.	
	
You	may	decide	to	add	some	obstacles	or	other	props	to	bounce	the	
socks	into	the	bin.	
	
Take	turns	in	throwing	the	socks	and	may	the	best	player	win!	
	
	
	
Photo	by	Alex	Perez	on	Unsplash 	
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44. Follow	the	leader		
	
This	is	a	very	simple	game	to	build	confidence	and	teach	children	to	
lead	and	follow	while	having	fun.	
	
Have	 all	 the	 children	 standing	 in	 the	 circle.	 Assign	 a	 leader	 among	
them.	Everyone	in	the	circle	will	mirror	as	accurately	as	possible	all	
the	leader’s	moves.	Thus,	the	circle	will	move	in	sync,	and	the	leader	
will	enjoy	the	effect	she	created.	

	
Next,	 assign	 another	 player	 to	 be	 the	 leader,	 and	 so	 on,	 until	
everyone	gets	to	experience	this.	
	
All	children	will	see	how	important	it	is	to	play	your	part	in	order	to	
create	the	effect	the	whole	team	wants,	no	matter	whether	your	are	
the	leader	or	not.	
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45. Cold,	warm,	hot	
	
This	 easy	 game	 can	 be	 played	 with	 younger	 children	 and	 doesn’t	
require	more	than	2	players.	
	
Player	A	takes	a	small	object	(like	an	eraser)	and	hides	it	somewhere	
in	the	room.	Player	B	needs	to	find	that	object.	
	
Player	A	will	help	Player	B,	by	letting	her	know	how	close	they	are	
to	the	object.	As	Player	B	moves	throughout	the	room,	Player	A	says:		
	

• “Cold”	if		she	is	far	from	the	object,		
• “Warm”	if	she	is	getting	closer			
• “Hot”	if	she	is	really	very	close.	

	
After	the	object	is	found,	switch	roles	and	start	again. 	
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46. Diamond	Dance	
	
This	is	a	musical	variation	of	Follow	the	Leader	game,	usually	played	
with	4	children.	
	
The	 4	 players	 stand	 in	 a	 diamond	 formation,	 facing	 the	 same	
direction:			

	
When	 the	 music	 starts,	 the	 player	 in	 the	 front	 row	 (Player	 A)	
automatically	 becomes	 the	 leader.	 Everyone	 will	 try	 to	 follow	 her	
exact	dancing	moves,	thus	creating	a	live	group	choreography.		
	
At	some	point,	during	her	moves,	Player	A,	will	turn	with	her	whole	
body	by	90°	or	180°.	In	our	example,	let’s	say	she	turns	by	90°	to	her	
right.	The	player	now	in	the	new	front	row	(counting	in	the	direction	
where	 everyone	 is	 facing	 -	 Player	 B)	 will	 be	 the	 new	 leader.	
Everyone	will	mirror	 his	moves,	 until	 he	 decides	 to	 turn	by	90°	 or	
180°.	
	
It	 goes	 like	 this	 through	 the	 entire	 song,	 constantly	 changing	 the	
leader.	 People	 watching	 will	 be	 certain	 this	 is	 a	 long	 rehearsed	
choreography.	Don’t	be	shy	to	make	the	craziest	moves! 	

A	

B	 C	

D	
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47. Paper	airplanes	race	
	
Who	 doesn’t	 like	 paper	 airplanes?	 There	 are	 very	many	 blueprints	
on	 how	 to	 create	 one,	 so	 I’m	 not	 going	 to	 insist	 on	 them	 here.	 I’m	
sure	you	have	your	own	proven	model	;)		

	
After	making	 the	 paper	 airplanes	 (including	 indispensable	 artwork	
decoration),	prepare	for	the	race.	
	
Set	 a	 starting	 point,	 from	where	 all	 players	will	 be	 launching	 their	
planes	in	turns.	The	winning	criteria	can	vary:	
	

• longest	run	
• longest	time	in	the	air	
• hitting	a	certain	target	

	
Have	a	nice	flight!	☺	
	
	
	
	
	
Photo	by	NeONBRAND	on	Unsplash 	
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48. Food	fight	
	
Don’t	 worry,	 I’m	 not	 that	 crazy	 to	 suggest	 an	 actual	 food	 fight	 at	
home.	Still,	imagine	how	fun	that	would	be,	if	you	didn’t	consider	the	
mess!	 ☺	 However,	 this	 game	 has	 only	 imaginary	 pies.	 It	 can	 be	
played	with	minimum	5	players.	
	
Ask	 the	 players	 to	 stand	 in	 a	 circle.	 Player	 A	 starts	 saying	 the	
alphabet	with	“A”,	while	clapping	their	hands	and	finishing	the	move	
by	pointing	one	hand	to	the	player	on	their	 left,	 just	 like	 in	the	Hep	
Game.	Player	B	makes	a	similar	move	and	points	to	the	next	player	
on	their	left,	continuing	the	alphabet,	saying	“B”.		
	
At	 some	 point,	 one	 of	 the	 players	 (Player	 C)	 may	 decide	 to	 do	
something	else	instead	of	saying	the	next	letter	of	the	alphabet:	she	
ducks	 and	 shouts	 “SPLAT!”.	 When	 this	 happens,	 the	 two	players	
standing	to	the	 left	and	right	of	Player	C	 throw	an	imaginary	pie	at	

each	other.	The	last	player	to	throw	their	pie	on	either	side	is	out.		
The	 game	 continues	 from	 the	 player	 that	 won	 the	 “pie	
confrontation”,	who	will	reprise	saying	the	alphabet	to	their	left.	
	
It	 goes	 like	 this	until	 only	2	players	 are	 left.	 If	 you	want	 to	declare	
only	 one	 winner,	 the	 2	 finalists	 will	 play	 a	TIEBREAK:	 they	 stand	
back	to	back,	like	preparing	for	a	duel.	A	category	of	objects	is	called	
out,	such	as	“fruits”.	The	 last	player	 that	was	 taken	out	of	 the	game	
calls	 out	 a	fruit,	 the	 players	 take	 one	 step	 forward.	 He	 calls	 out	
another	fruit,	the	players	take	another	step	forward.	When	an	object	
that	is	NOT	a	fruit	is	called	out,	they	must	throw	their	pies.	The	first	
to	throw	the	pie	is	the	winner!	
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49. 1,2,3,	Stop!	
	
This	is	a	fun	game	to	play	when	there	are	at	least	4-5	kids.	
	
One	player	(The	Treasure	Keeper)	stands	facing	a	wall	with	his	back	
to	the	other	players.		A	“treasure”	is	placed	at	his	feet.	It	should	be	a	
small	object	like	a	pack	of	cards	or	a	set	of	keys.	
	
All	 other	 players	 line	 up	 15-20	 feet	 away,	 facing	 the	 Treasure	
Keeper’s	back.	
	
The	Treasure	Keeper	 says	“1,2,3,	Stop”	as	 fast	as	he	can,	and	then	
turns	around.	The	group	runs	forward	toward	the	treasure	to	try	and	
get	 it,	 but	must	 freeze	when	 the	Treasure	Keeper	 turns	 around.	 If	
the	 Treasure	 Keeper	 sees	 anyone	 “unfrozen”,	 that	 player	must	 go	
back	to	the	start.	
	
This	continues	until	one	player	grabs	the	treasure.	This	player	now	
becomes	the	Treasure	Keeper	and	a	new	game	begins.	
	
After	all	kids	get	used	to	the	game,	variations	can	be	introduced:	they	
must	 run	 and	 freeze	 as	 bunnies,	 jumping	 in	 one	 leg,	 in	 slow	motion	

and	so	on.	The	Treasure	Keeper	gets	to	decide.	
Photo	by	David	Bartus	from	Pexels	
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50. Toss	the	coin	
	
This	very	easy	game	can	even	be	played	in	2.	
	
Each	player	has	a	similar	coin	and	they	take	turns	to	throw	it	against	

a	wall	from	10	feet	distance.		
	
The	player	whose	coin	stops	closest	to	the	wall	scores	1	point.	If	the	
coin	lands	vertically,	supported	by	the	wall,	the	player	gets	5	points	
(this	is	possible	if	the	floor	has	the	right	adherence).	
	
There	are	10	rounds.	For	the	last	2	rounds,	the	scoring	is	double.	
	
The	 player	 with	 the	 highest	 score	 at	 the	 end	 of	 the	 10	 rounds	 is	
declared	champion.	
	
	
	
	
	
Photo	by:	Joey	Kyber 	
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About	DecentParents.com	

You	are	not	a	perfect	parent!	No	parent	is…	But	all	of	us	can	become	
a	better	parent	every	day!	
	
We	 started	 DecentParents.com,	 frustrated	 with	 all	 the	 “perfect	
advice”	given	in	all	the	great	parenting	books,	blogs	and	magazines.	
We	 always	 felt	 like	 many	 tips	 given	 by	 the	 experts	 are	 extremely	
hard	to	implement	in	real	life.	That’s	not	to	say	that	the	advice	is	bad,	
it’s	 just	 that	 sometimes	 you	 need	 to	 consider	 that	 parents	 are	
humans	 too:	 they	 get	 angry,	 tired	 or	 bored.	 When	 your	 daughter	
slams	the	door	to	her	room	saying	that	she	doesn’t	want	to	clean	up	
the	mess	she	made	and	that	you	can’t	make	her	do	that,	it’s	not	really	
that	 simple	 to	 stay	 “positive”	 and	 “just	 listen	 to	 understand	 her	
needs”.		
	
We	are	strong	believers	that	YOU	are	the	best	possible	parent	your	
own	 child	 could	 have!	No	 one	 knows	 your	 kid	 better	 than	 you!	No	
one	can	tell	you	exactly	what	it	will	take	to	potty	train	your	child	in	2	
days.		
	
Still,	humans	have	been	raising	children	for	a	long	time.	They	say	it’s	
good	 to	 learn	 from	your	mistakes,	 but	 it’s	 preferable	 to	 learn	 from	
those	of	others.	This	is	where	DecentParents.com	comes	into	play:	a	
website	 written	 by	 decent	 (not	 perfect)	 parents,	 for	 other	 decent	
parents.	We	combine	expert	advice	with	experiences	from	real	life	—	
both	our	own	and	our	readers.		
	
There	is	no	magic	formula	to	perfect	parenting	(or	we	haven’t	found	
it	 yet!).	 You	 might	 disagree	 with	 some	 of	 the	 tips	 on	 the	 website	
(based	 on	 your	 own	 experiences),	 so	 feel	 free	 to	 let	 us	 know	what	
you	think.	Let	us	know	also	when	you	do	agree	and	what	results	you	
got	if	you	applied	them.	
	
Come	visit	us	and	enjoy!	
	

The	Decent	Parents	Team	


