	Shipwreck
Active

Indoor/Outdoor

No Equipment
Everyone gets in the middle of the room.  The girl in charge is the captain and she yells one of the following commands and everyone does the corresponding action.  The last person to correctly perform the command is out.  Players that are out assist the captain in judging.

Port

everyone runs to the port, or left, side of the room

Starboard
everyone runs to the starboard, or right, side of the room

Bow

everyone runs to the front of the room

Stern

everyone runs to the back of the room

Galley

everyone runs to the middle of the room

Hit the Deck
everyone quickly lies down on the floor

Dead Cockroach   everyone lies down on back with hands and feet in the air

Salute the Cap’n
everyone salutes the captain

Lifeboat

2  link arms w/ 1 player in the middle-London Bridges

Man Overboard
1 player kneels on ground, 1 player stands behind with one hand on shoulder, the other looking for the man overboard
	Blob

 Active

Outdoor

No Equipment

This is a tag game.  One person is the blob, the other players must run around within the boundaries.  When the blob tags someone, they become part of the blob and join hands and try to tag more people.  As the blob grows, they can work together and try to surround people so the people on either end of the blob can try to tag someone.  If the group is large, you can have two or even three people starts out as blobs and see which blob ends up biggest.


	Indoor Ski
Active

Indoor, carpeted area

4 Pieces of waxed paper
Give two people two 12” pieces of waxed paper.  The next two people on her team are the ski poles.  They pull the skier  to the finish line (you could even set up obstacles for a slalom course!) for a race without losing the skis.  If the person is pulled off the skis, she must start over.  

Run as a relay race.

	Catch the Dragon’s Tail
Active

Outdoor

Bandana or ribbon (or strip of paper
About 8-10 people line up, one behind the other.  Now, everyone puts their arms around the waist of the person in front of them.  The last person in line tucks a bandana in her waistband.  At the signal, the head tries to snatch the tail.

Variation:  You could have two competing dragons trying to catch each other’s tail.  If the dragon  breaks, they forfeit.  


	Elbow Tag
Active

Indoor/Outdoor

No Equipment
Players are in groups of two hooked at the elbow.  

One player is the chaser and one player is the runner.

Chaser is trying to tag the runner.  Runner runs around and can hook elbows with someone and is safe, while the person on the other side of her new partner now becomes the runner.

If the chaser catches the runner, she becomes the new chaser and the old chaser can choose the new runner and takes her place with her partner.

	Hug Tag
Active

Indoor/Outdoor

No Equipment

Play tag.  Base is when you hug someone.  The game can be changed by saying only groups of 3 are safe.


	Sister, Sister
Active

Indoor/Outdoor

No Equipment, but can use music
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Players are with partners, standing shoulder to shoulder with their partner in two concentric circles, with and inner circle and an outer circle.  Inside circle will move in one direction and outer circle will move in the opposite direction.   On a signal, or at the start of some music, the circles start moving.  When the leader calls “Sister, Sister” (or shuts off the music)  all the partners must run to join hands with their “sister” and quickly sit down.  Last couple to sit is out, or you can just keep playing.                                                                                                                                                                                 
	How Do You Do?
Active

Indoor/Outdoor

No Equipment

Form a large circle.  One person who is it goes up behind another person in the circle, taps them on the shoulder and says “How do you do?”  The answer is “fine, thank you.”  They say it 3 times, and then run around the circle and when they meet, repeat it.  The last one back to her place loses.

For Thinking Day, you can use a different language.


	Polar Ice Caps
Active

Indoor/Outdoor

Pieces of paper– one for each player
Relay race.  Each person can only carry one snowshoe to stand on.

The first person takes her snowshoe and steps onto it.  The next person hands her snowshoe and she lays it down and steps onto it, continuing in the same way until they have crossed the polar ice cap (reached the finish line.)

Try to do it with no speaking, or even blindfolding every other player.

	Bug House
Active

Indoor/Outdoor

Sit upons or Chairs are helpful

One person is in center, rest of the group sits in a circle on chairs or situpons.

Divide group up into mosquitos, lady bugs, and flies.  Center calls out one of those groups e.g. mosquitos and all mosquitos try to fly to another seat, while center also tries to find a seat.  The erson left is the new center.  Center can also call out “Bug House” and all the bugs fly.

Variation:  Center can say “I like all my friend in troop _____ who ______________” e.g. are wearing jeans, like ice cream, etc. 


	Never Have You Ever
Active

Indoor/Outdoor

Sit Upons or Chairs are helpful
Girl in center thinks of something she has never done.  Then she says this and any girl that has ever done this must jump up and try to beat everyone to a vacant chair (center person also runs to a chair.)  The one that is left out must come up with “never have I ever.”  

	Magma Tagma
Active

Outdoor

No Equipment
One person is “It.”  If “It” tags you, then you are “chained” to her.  Once there are more than four people on the “It” chain, you can split up into two chains of two people each.  Keep playing until everyone is caught up into the magma.


	Poison Hi-Jinks
Active

Indoor/Outdoor

Music optional, object

Players stand or sit in a circle.  As music is played, an object is passed to the right around the circle.  When the music is stopped or leader yells freeze, the player holding the object is “poisoned.”  After this, whenever the object comes to her, she must pass the object under her left leg.  If she is poisoned a second time, she must pass behind the waist and under the leg.  Other actions may be added, such as passing over the shoulder, around the neck, under the arm, etc.

	Sew the Circle
Active

Outdoor

No Equipment
Players stand in a circle.  One player is the runner , and one player is “It.”  The runner runs away and can move either inside or outside the circle.  Whenever “It” passes between two players in the circle, they join hands.  This continues until the circle is sewed up or until “it” catches the  runner.


	Back to Back
Active

Indoor/Outdoor

No Equipment
Players stand in pairs, except one player who is “It.”  When “It” calls “Back to Back”  players must stand back to back with a partner.  “It then calls “face to face” and these partners must face each other and shake hands.  On the next call of “back to back” partners must run to find a new partner.  “It” tries to get a partner during the change.  The player left out becomes the new “It.”


	Blindman’s Barnyard
Quiet

Indoor

blindfold
One player is blindfolded.  The players form a circle around her.  The blindfolded player goes around the circle and points to someone.  This person must do what “It” says e.g. “grunt, pig, grunt”, “bleat, sheep, bleat,” or “meow, cat, meow.”  If “It” recognizes the person’s voice, that person becomes “It.”


	Prui
Quiet

Indoor/Outdoor

No Equipment
Everyone closes their eyes.  (Make sure you have spotters so nobody gets hurt.)  The person chosen to be Prui opens their eyes.  You go around and shake hands and say Prui?  If the person is not Prui, they will answer Prui,  If the person is Prui, she will not answer.  You then open your eyes and hook on and become part of the Prui.


	Vampires
Quiet (But Loud!)

Indoor

No Equipment
Everyone closes their eyes and begins to mill around.  The leader tells one girl they are the vampire.  Like everyone else, the vampire keeps her eyes closed, but when she bumps into someone, she lets out a blood-curdling scream.  If you are the victim of the vampire, you become a vampire as well and are one the prowl.  If two vampires bump into each other, they both scream and are transformed back into mortals.


	Sightless Sculpture
Quiet

Indoor

No Equipment
Form groups of three:  an artist, a model and a lump of clay.  The model strikes a pose and the artist and the lump of clay close their eyes.  The artist tries to make the lump of clay look like the model.


	Sylvester
Quiet

Outdoor

Large Group
Form everyone into a stick figure (for example, several people stand in a circle to form a head, a longer line to form a body, and arms and legs.

Command Sylvester to do various things, for example:

Sylvester, move your right arm

Sylvester, scratch your head

Sylvester, bend to the right

Sylvester, walk forward

Sylvester, kick your left leg


	Detectives
Quiet

Indoor

Slips of paper with mannerisms written on them
Preparation:  Write several mannerisms on small slips of paper such as:  scratch your nose, answer a question with a question, cross and uncross legs, cough, wink, play with hair, never say yes or no, etc.    

Choose four people to be suspects and give each a slip of paper with a mannerism.  Explain the crime, such as:  3,000 cases of Girl Scout cookies were stolen from the Council office.  Now the police (other players)  ask questions about the crime and each suspect answers one at a time.  When answering, the suspect must do the mannerism while answering the question.  For example, Question:  Where were you at 3 am last night?  Suspect one answers:  at home asleep and rubs nose.  Suspect 2 answers:  why do you want to know? (answers question with question)  

The police are not trying to solve the crime, but are trying to guess what the mannerism is that they are doing.  When someone correctly guesses the mannerism, they trade places with the suspect and the leader gives them a new mannerism.

	Four Corners
Quiet

Indoor

No Equipment
One person is it and sits blindfolded or covering eyes in the center of the room.  The corners of the room are designated North, South, East and West (hopefully, these would correspond to the actual directions!) or could simply be called corner 1,2 3, or 4.  

On a signal, players all walk as silently as possible to one of the corners of the room.  

Leader asks “It” to name a corner.  All the people in that corner are out.  Last remaining player becomes the new “it.”


	Pile Up
Quiet

Indoor

Chairs
Have each girl sitting in a chair in a circle.  The leader asks questions or makes statements that can be answered yes or no, such as “you are a blonde,” “you have a brother,”  “you are wearing a ponytail,”  etc.  

If a girl answers yes, she moves one seat to the right.  If someone is already sitting there, you sit in her lap.  If a girl has others piled on her and she answers yes, but they don’t, then only she moves and the rest will stay in the same seat.

	Heads Up, 7 Up
Quiet

Indoor

No Equipment
Seven (or fewer, if your group is small) people are chosen to be “It.”  

Remaining players sit with eyes covered with one thumb up.  

“Its”  go quietly around the room and touch someone’s thumb and return to the front of the room.

All the people who were chosen take turns trying to guess which “It” chose them.  If they correctly choose, they get to take that person’s place as one of the “Its” and that “It” sits down.


	Alphabet Search
Quiet

Indoor/Outdoor

Paper/pencils
Form group into two teams.  Each team needs a paper and pencil.  Assign a letter, and they have 5-8 minutes to go around and list things starting with that letter.  Team with longest list wins.

	Do This and Add Something
Quiet

Indoor/Outdoor

No Equipment
Players sit in a circle.  The first person makes a motion, saying to the person on her left “do this and add something.”  The second person makes the first motion and adds one of her own, saying the same thing to the person on her left.  This continues around the circle.  Motions might be snapping fingers, stomping foot, shaking head, etc.


	Kim’s Game
Quiet

Indoor

Tray with objects, pencils, paper
This game is a very traditional Scout game which was featured in the first handbook.

Place 20-30 small objects on a tray.  Let participants look at the tray for  one minute.  Cover or take away the tray.

Have participants list as many items as they can remember.  Longest list wins.

Variation 1:

Leader pantomimes actions, saying I like to…  dig, read, cook, play ball, etc.

Variation 2:  Flying Saucer Kim’s Game  Leader takes things out of a bag and throws them across to another leader.

	This Is My Foot
Quiet

Indoor/Outdoor

No Equipment
“It” is in the center of the circle and goes to a player in the circle and points to her nose and says “This is my foot.”  Player must grab her foot and say “This is my nose” before “it” has counted to 10.  Any player who does not do so, or who takes hold of, or names the wrong body part must change places with “it.”  Change the parts of the body and mix them up to confuse the players more easily.  The faster the game is played, the more fun it is.


	Twenty Questions
Quiet

Car Game

No Equipment
One player thinks of something and announces that it is a person, a place, or a thing.

The other players must ask yes or no questions and try to guess the item.

	Fizz Buzz
Quiet

Car Game

No Equipment
Players count take turns counting (first person says one, second says two, and so on).  Any number with a three or a multiple of three is replaced with “Fizz” and every number that has a four or is a multiple of four is “Buzz”.  Some numbers, like twelve, are Fizz-Buzz or 43 Buzz-Fizz.

Try to play  as quickly as possible.


	Animal Crackers
Quiet

Car Game

No Equipment
One player gives a trait of the animal she is thinking of and players try to guess.  Clues should start out broad and get more specific.

	Baker’s Dozen
Quiet

Car Game

No Equipment

Have each person choose a number between one and thirteen and do the activity below.

1. What is your favorite dessert?  When is the last time you had it?

2. Inhale a breath of air.  Hold it for 5 slow counts then exhale.  Hold breath out for five slow counts.  Repeat 3 times.  How does it make you feel?

3. What do you like to do when you’re alone?  Do you like to spend time by yourself?

4. What do you want to be when you grow up?  Why?

5. Imagine you could go anywhere in the world.  Where would you go and why?

6. If you could spend a day with someone who is no longer living,  who would it be and why?

7. What’s your favorite TV program and why?

8. Tell about a time when you found money or some other treasure.  What did you do with it?

9. Tell about your favorite birthday celebration and why.  Or, what would be your ultimate birthday celebration.

10. In one minute, name as many things that need electricity to work.

11. If a passenger ship were leaving for outer space, would you want to go and why?

12. Which famous person would you like to be and why?  Would you really like to be famous?

Tell a progressive story.  One person starts with “Once Upon a Time” and speaks for one minute.  Then everyone else takes a turn adding to the story, speaking for one minute.  Ask the person who began it if it turned out the way she expected.

	Punchinello
Singing Game

Indoor/Outdoor

No Equipment
Look who’s here, Puccinella, Puccinella

Look who’s here, Puccinella, who’s here.

What can you do, Puccinella, Puccinella

What can you do, Puccinella, can do?

We can do that too, Puccinella, Puccinella,

We can do that too, Puccinella, that  too.

Choose your partner, Puccinella, Puccinella

Choose your partner, Puccinella, choose you.

“It” stands in the center of the circle.  Everyone sings the first verse.  While everyone sings the second verse,  “It” does some motion (e.g. wiggles hips while clapping.)  On the third verse, everyone mimics the  motion.  On the fourth verse, “it” chooses someone else to be the new “it.”
	A Tisket, A Tasket
Singing Game

Indoor/Outdoor

Bandana

Form a ring.  One players stays outside the circle and runs around, dropping the bandana quietly behind  someone in the circle.  The one who dropped the  bandana runs and the player who she dropped it behind picks it up and runs in the opposite direction.  The last one to reach the open spot in the circle is the new “it.”

In between, sing the following verse:

A tisket, a tasket, a green and yellow basket,

I wrote a letter to my love and on the way I lost it

I lost it, I lost it, and on the way I lost it

A little girl picked it up and put it in her pocket..


	Hit Parade
Singing Game

Indoor

No Equipment

Divide group into two teams.

Team A starts singing a song.

When the leader raises her hand the singing stops.

Team B must pick up the song at that point and continue singing it.  If Team B can’t finish it, the Team A sings a different song.

If Team B can finish the song, then they start a song for Team A.

	Three Little Girls
Singing Game

Indoor/Outdoor

No Equipment

Three little girls went sliding on the ice, sliding on the ice, sliding on the ice

Three little girls went sliding on the ice, so early in the month of May.

Swing them all around as you bring them in, bring them in, bring them in

Swing them all around as you bring them in, so early in the month of May.

The ice was thin and they all fell in, they all fell in, they all fell in

The ice was thin and they all fell in, so early in the month of May.

Make a large circle around a small circle of three girls.  

Verse 1:  Outside circle slides to the right, inside circle slides to the left.

Chorus:  Outer circle stands still as the three center girls choose partners from the circle, take them into the middle and leave them there, with the original girls joining the outer circle at the end of the chorus.

Verse 2:  The same action as for verse 1, with the three new girls forming the inside circle.  At the choruse, they choose new partners and the game goes on as before.

	Kentucky Fair
Singing Game

Indoor/Outdoor

No Equipment
Players all join hands in a circle with one person in center.  

 I went to the old Kentucky, the old Kentucky Fair (whoo)

all the Senoritas wore flowers in their hair (whoo)

(Circle moves first to the right and on whoo, kick out the left legs, then move to the left and kick out right legs on whoo)

Shake ‘em, shake ‘em, shake ‘em, Shake ‘em if you can

Shake ‘em, shake ‘em, shake ‘em, Shake ‘em once again

(Circle stops moving and claps while singing.  Girl in middle “shakes” or dances.  Sometimes, she needs to do it again if the group feels she didn’t make a good effort!)

Around and around and around she goes, where she stops nobody knows

turn to the east, turn to the west, turn to the one that you like best

(Girl in center closes eyes and turns around, pointing.  She changes directions after knows, east, and  west.  Whoever she is pointing to becomes the new girl in center and the two girls in the center are now the inner circle and go in the opposite direction when singing Kentucky Fair.  Only the newest girl shakes and turns.  When the inside circle is bigger than the outside, switch them and continue choosing girls for the middle who haven’t yet been chosen. 
	Quack Diddly O So
Singing Game

Indoor/Outdoor

No Equipment

Quack diddly o so, quack, quack, quack

San Marico, rico, rico, rico

Velor, velor, velor, velor, velor velor

1-2-3-4

Stand or sit in a circle with arms extended to left and right sides with palms up.  Your right palm should lay in your right neighbor’s left palm.  The person who starts will bring her right hand over and clap her left neighbor’s right palm.  As soon as the neighbor gets the clap, she in turn passes it from her right hand to her neighbor’s left palm.

While the clap is going around, the people in the circle are singing the song.  Whoever has the clap on 4 goes to the center of the circle.  As more girls join her, they will keep playing, too .

The game continues until only one person is left.  

	Strut Miss Lizzy
Singing Game

Indoor/Outdoor

No Equipment

Players stand in two columns, joining hands with partners in opposite column.

This way Valerie (girls hop onto left foot, sticking out heel of right foot)

That way Valerie (girls hop onto right foot, sticking out heel of left foot)

This way Valerie (girls hop onto left foot, sticking out heel of right foot)

All (left heel) the way (right heel) home (left heel)

Columns part so that head couple can come down the center aisle

Strut Miss Lizzy, Strut Miss Lizzy, Strut Miss Lizzy, all the way home.  

(Players clap on strut, strut, strut, all, way, and home while first girl comes down the aisle doing some motion like King Tut, ballerina, Saturday Night Fever, spinning, bouncing imaginary ball, playing air guitar, etc.)

Here comes another one, just like the other one, here comes another one, all the way home.

(Players clap on here, just, here, all, way, and home, while first girl’s partner comes down the aisle imitating her partner)

Keep playing until all partners have a chance to come down center aisle.
	Rock, Rock
Singing Game

Indoor/Outdoor

Any small object
Rock, rock, how you wander

From one hand into the other

Is it fair, is it fair,

To keep poor (name) standing there

Stand or sit in a circle with arms extended to left and right sides with palms up.  Your right palm should lay in your right neighbor’s left palm.  As the song is sung, an object (like a rock) is passed from one hand to the next with the left hand cupped with the palm up and the right going from your own left hand to your neighbor on the right’s left hand as if passing the object (everyone is pretending to pass every time, so that the person in the center can’t tell who is really passing the object.)  At the end of the song, the person in the center must guess who has the object.  If she correctly guesses, the person with the object goes into the center in her place.

Give the person three guesses to move the game along, if you wish.  Also, you can let the person in the center three separate tries (three times through the song) and then trade her out so that nobody gets stuck in the center too long.


