ADVENTURE BASE ACTIVITIES
Cooperative games and Energizers
Day 1  

Partner Tag:  Everybody in the class gets a partner and stands with their arms linked.  The groups should be spread out in the gym.  The felicitator will chose a group to start.  One person will be the "it" person the other person is being chased.  In order for the person being chased to be safe he/she has to link with a group of two.  The person that he/she link arms with is safe and their old partner has to run.  If the person who is hit tags the person who is running before they get to a group then roll change. 

Toss-a-Name:  Each member of the circle will stand a foot or so apart.  The facilitator will start the game by taking a step forward, he or she will then say their name and say a word that describes them using the first letter of there first name.  The rest of the group will step forward and say the person's name.  This process will continue until all in the group have a turn.  The group then will be given a ball and the first person will say a persons name and their describing word; the two individuals should then make eye contact; after eye contact, the ball is thrown underhand.  The person who catches it will say thank you and the person name and describing word.  This continues through the whole circle.  As the group gets better then you can add more balls.

Day 2

Everybodies It:  A quick tag game of confusion.  The game is exactly as it says everybody’s it.  There needs to be a large circle.  Everyone can run, jump, dodge, and even be sly.  The idea is to tag others while not getting tag yourself - not an easy job.  The only rules are to stay in the circle and no arguing.  Many times two people will tag each other at the same time.  They need to decide what to do without arguing.  They can both stay in - both go out - on person can give in and sit - it doesn't matter.  There are no time outs during this discussion period, if you are tagged out then you just squat down where you are.  Last person wins.  

I Like People Who:  The group stands in a circle.  They can be in chairs or standing on a spot on the floor.  There should be one less spot then there are people in the group.  Place yourself in the center of the circle.  Begin the game by saying "I Like People Who                                      ".  Then fill in the blank with something that pertains to one or more members in the group.  For example:  that have hair, who are wearing earring, ect.  If the statement pertains to an individual, they must leave their spot and move to a new spot.  You jump into an empty spot and that leaves one person stuck in the middle without one.  They then continue the game with the same statement.  


People to People:  The game begins with the group in pairs standing back to back with one extra person assuming the roll as the caller.  The caller gives the groups directions to follow, for example: knee-to-knee.  The partners must then touch one of their knees to the other person's one knee.  This continues for several calls when the caller will shout "People-to-People".  At this pint all individuals must find another partner with the caller grabbing a new partner, leaving a new caller to continue the game. 

Day 3

Triangle Tag:  Break the large group into groups of four.  One person is the "it" person.  The other three join arms or hands and form a triangle.  One of the three in the triangle is the person to be chased by the "it" person while being protected by the other two in the triangle.  The triangle may not break the grip between them.  Play for 60 seconds and have the individuals switch roles until everyone gets a chance at each role.  This is an activity that deals with touch.  

The Blob:  This game can be played in pairs or as individuals.  One pair or individual becomes the blob.  The blob is in the center with the rest of the group or pairs on one end line. On "Go", everyone must attempt to run past the blob to the safety of the opposite end line.  Don't make a field too wide or game will take a long time.  If the blob touches or is touched by any person or pair attempting the treacherous crossing, they become part of the blob.  The blob must stay hooked together by elbows, or adapt the rules that once it gets a certain size it can split, as another variation.  Eventually the blob will absorb the entire group.  The ends of the blob may also be given Styrofoam swords to extend their reach.   

Hoop Relay:  The class is split up into two teams.  The two teams stand in a straight line facing each other.  In each line each person must hold the hand of the person next to them.  A hula hoop is given to one of the people on the end.  When you say go the end person starts passing the hoop to the person next to them with their bodies going through the hoop.  No one may drop hands and each person must continue the hoop down the line passing all their bodies through it.  When the last person passes their body through the hoop, the race is over and the team finishes first, wins.

Day 4

Zip Zap Zoom:  this game associate hand movement with word sounds.  Have your group begin by standing in a circle.  .  The game starts by any person saying, “ZIP” and moving one of their hands to a salute position on their forehead.  Whichever way their fingers are pointing (to the left or right), that person must answer.  The answer is always “ZAP”, with the person placing there hands on their neck.  Once again, which ever way their fingers are pointing (left or right), is the direction that the next person is to give their response.  It can go back at the same person that zipped them or it can continue around the circle to the next person.  That person must answer with “ZOOM”.  This time, they can shoot it anywhere around the circle.  This is done by stepping towards the person they are aiming for, Making eye contact and putting both hands together with arms outstretched straight at the person they want.  That person must then begin again with “ZIP” and the game continues.  When someone makes a mistake, and they will, the entire class puts their hands towards the middle with their thumb extended (like an umpire’s out signal), and yells ”you’re out of here”.  The person who is out now becomes part of the outer circle.  Their job is to become a harasser.  They try to make the inside circle of the person make a mistake.  The rules of the harasser are no physical contact; nothing can be said inappropriately; and you can not use any type of pain.  Once the inner circle gets down to two people, they are champions.   

Tiger / Man / Trap:  Break the group into two teams.  Make a centerline with one team on each side facing each other.  They must have their feet no more than a foot from the centerline.  Make another line behind each team about ten feet apart with a line in the middle.  Each team must come up with a sign.  Everyone on the team must take the same sign.  They may make a “TIGER”. This is done by raising their hands over their head curling their fingers like a claw and growling loudly.  The next sign is “MAN”. This is done by standing straight with your arms crossed your chest.  The last sign is “TRAP”.  This is accomplished by stepping forward, reaching the arms out in a hugging or grabbing position and yelling “got ya”.  The object of the game is the team that shows the winning sign must try to tag as many opposing team members as possible before they can turn and run behind that other line ten feet behind them.  “TIGER with eat the “MAN”.  “MAN” controls the “TRAP”.  The “TRAP” can catch the “TIGER”.  So, everything can be won or lost depending on what the other team shows.  To begin the game, have each team retreat behind their black safety line and come up with a sign.  They must all agree and show the same sign.  Both teams then come to the centerline and on command show their sign.  The winning team chases and the losing team retreats quickly.  Anyone that throws the wrong sign or is tagged goes to the other team.  Then the two teams go back to their black line and come up with a new sign and the game continues.  This can go on until the entire class is finally on the same side.  

Alphabet Ball:  This activity is for planning, movement and teamwork.  Have the students stand any where they want and plan how they want to try to accomplish this activity.  Each student must hit the ball with only arms and hands.  As they hit the ball they have to say the alphabet (first hit says “A”, second hit say “B” ect). If the ball falls to the ground, then they have to start again with “A”.  A student can’t hit the ball twice in a row.  If they make it all the way to “Z” then they win.  
Variation:  Have them count how many times the class can keep the ball in the air.  This time every person in the class has to touch the ball before the first person hits it again.  

Say What You Mean:  This communication activity will determine the difficulty that can occur when one tries to communicate just verbal information.  Prepare a diagram in any form that is made up of simple circles, squares, triangles, rectangles and straight lines connected together.  The object is for the person with the diagram to explain it to another person without using any communication other then verbal.  No gestures, hand signals or eye contact can be made.  The person giving directions should have their backs to the listener.  The listener must then try to recreate the exact diagram.  The listener may ask no questions.  This can be done with more then one listener in a group.  

Killer:  This is a game of observation and focus.  One person in the group, not know to anyone else, should be picked as the “killer”.  Their job is to walk through the group, which is just walking around, and by slyly winking at a person deals them a killer blow.  That person should then die a dramatic death no sooner then 3 seconds or more then 5 seconds after the fatal wink.  This eliminates too easy determine our killer.  The rest of the groups’ job is to guess the killer as soon as they can.  If a group member makes a guess and is wrong, they are dead.  Dead people may not guess.  

Human Knot:  The group should stand in a shoulder-to-shoulder circle.  Turn and put your left shoulder in towards the center.  Reach out and grab one person’s left hand, not the person next to you.  Each person should only beholding one hand.  If there is an odd number in your group, don’t panic, even though someone will not have a hand.  Now, reach in the your right hand and grab another’s person’s hand.  Do not grab the hand of the person you already have.  Even if there is an odd number, each person has two hands, so there are enough hands for everyone.  Now, here is the real surprise, untwist yourselves without letting go of any hands.    


Day 5

The Snake Pit Rescue:  Make the pit out of 100 foot ropes.  The pit should be 15 feet wide and 35 feet long.  Spread the snakes throughout the pit in snake-like fashion.
All of us at sometime need some guidance and many times in life, others may rely on us for guidance.  As in life, if we can find trusted individuals or mentors to depend on in times of difficulty; our chances for success are enhanced greatly.  Break into pairs.  One partner is blind folded and attempting to find a “safe path” through the pit, while the other partner is sighted (the mentor), and must verbally guide his/her partner through the snake pit.  As the blindfolded partner find his/her “safe path”, they must rescue the treasure (tennis ball) and bring it out of the pit.  The sighted partner doing the verbal instructions must stay outside the pit and on one of the sides.  No sighted partner may touch any blindfolded partner.  The partner in the pit can make no physical contact with the boundary lines or snakes.  If either happens, those partners must start over.  Half of the blindfolded partners can start at one end of the pit and the other half at the other end.  Also, in life, our paths cross with many other individuals and at times, we must compromise if we all are to continue forward.  Any contact with any other individual and both pairs must start over.  After one partner is successful in negotiating the field, switch roles and try again.   

Key Punch:  Make the boundary or size about 20 feet wide and 30 feet long.  Randomly place the numbered discs inside the keyboard.  Place your cone about 20 feet from the keyboard as a start and finish line.  The goal of the group is to see how quickly they can touch all 30 numbers in order.  Each person doesn’t have to touch each number but one group member must touch each number in order.  The group may not change the boundaries and may not change where the numbers are placed.  This is an initiative of planning and efficiency.
Rules:
	Only one person may be on the keyboard at a time.  Every time more then one person is on the board, a 5 second penalty is assessed.  
	If a number is touched out of order, a 5 second penalty is assessed.
	The entire group must start behind the start cone, 20 feet away.  On “GO”, they may all come around the square to any position they like.

When the last number is touched, all group members must be back behind the start cone for time to stop.  Most groups forget to return.
The group has a total of 30 minutes or 3 attempts, which ever comes first.
The group may observe the keyboard, plan, and practice for 5 minutes before each attempt.  

