
 

Games: (Suitable for: Classroom Environment) 
 
Name that tune - split into teams (depending on numbers of students) and play 10 different 
songs (first few seconds) and the first team to guess correctly wins 1 point. If they guess the 
artist and song name correctly - it’s 2 points each. Suitable for both 
 
Pictionary - suitable for both 
 
Uno - suitable for both 
 
Two truths one lie - suitable for both 
 
Empires - Come up with a particular topic e.g. celebrities - Everyone has to try and memorize 
all of the things throughout the entire game. Starting with any player they call out the name of a 
person and what thing they think they are. If they are wrong the person just says no, but if they 
are right they say so and then move next to the person who got it right. They now are the King 
of an Empire. This same process goes around and around the circle gradually building up more 
empires - suitable for both 
 
Walrus - Start out by having one person leave the room. With the rest of the group decide upon 
an action the person has to guess. This could be anything like: Reading, Sleeping, biking, taking 
a shower... etc. Then decide on a random other word to replace that action with such as: 
Walrus, Zeppelin, Teddy bear... etc. When this is decided the other person enters the room and 
starts asking people questions about the action. The youth have to answer with the substituted 
word in a sentence. The goal is the other person to guess the action. This game is a lot of fun 
and will cause a lot of laughs, can go as many rounds as you want and will continue to amuse. 
Example of what the question and answers may sound like: (Walrus=Blinking) suitable for both 
 
 
Who are you? - Each person gets a piece of paper and a pen. They need to write down their 
name and three facts about themselves. The facts could be anything - maybe some more 
obscure ones that other people wouldn't know. When everyone has written down their name 
and their facts, collect up all the papers, and also hand out another piece of blank paper to each 
person. Then you can read out all the facts on the collected papers. After you read out the facts 
on each sheet, write down a sequential number on the sheet of paper and read out this instead 
of the person's name. Give each person a chance to write down who they think that person is. 
So everyone will end up with a sheet with numbers and names. Then at the end you can read 
out the answers and see who guessed the most correctly. suitable for both 
 
 
 
 



 

Teeth - What makes this game interesting is that you can't show your teeth at any point(which 
you do by pulling your lips over your teeth). If you do happen to show your teeth and get caught 
by anyone, you alert the group by screaming "teeth teeth" and flapping your arms at the player 
like wings (making sure you don't show your teeth in the process!). Depending on how you want 
to play, you can do elimination or points lost when teeth are shown. suitable for both 
 
Animal Noise Game - A great ice breaker game which is sure to lighten the mood and get 
people feeling comfortable around one another. Get the group to stand around in a big circle, all 
facing inwards. Choose a leader (who knows how to play) to start the game by demonstrating 
their animal noise.-=op798cxFor example, they might make an elephant, making a trumpet-like 
noise while waving their arm like a trunk. Then continue going around the circle, getting each 
player to choose a unique, individual animal noise (and action). When everyone has had their 
turn then get someone to start… The game works in a "pass the buck" style. The first player will 
do their own animal noise, then pass it on to someone else by doing their animal noise. So it 
might go "elephant - cat" then whoever is the cat must respond "cat - donkey" etc. If a player 
takes too long to respond, or passes back, or stuffs it up, then they are out! suitable for both 
 
 
Dobble 
 
Story Cubes- Make up a story from the pictures rolled from the dice. Move round the circle 
each student choosing a dice, rolling it and adding a sentence to the story. 
 
Uno 
 
Jungle Speed 
 
Would you Rather 
 
Irish Snap 
 
First to 50- The dice game. 
 
5 Second Rule - come up with a topic and split students into 2 teams. Each team takes it in 
turns to come up with “3 types of chocolate” in 5 seconds, if they don’t do it - the opposite team 
can have the chance to steal the point. suitable for both 
 
Paintbrush game- the aim of the game is to work out the rule. You start by painting an 
imaginary painting, tell everyone what the painting is of and the pass the imaginary brush onto 
the next person. They then do the same thing. The leader tells each person if they can paint the 
painting- each round you have a different ‘rule’ so it could be saying thank you for the 
paintbrush, all the paintings have to be red objects, all the painters have to paint with left hand, 
be wearing their hair up, or all paintings should start with the letter ‘B’. suitable for both 



 

 

Blind drawing- Put the children into pairs. Give one of the pair a piece of paper, a pen and a 
blindfold. Give the other a piece of paper with the name of an object written on it – for instance, 
“house”. 

The child without the blindfold has to explain to the blindfolded child what to draw, and the blind 
folded child follows their instructions as best they can! 

So, for a house, the speaking child might say: 

“Start at the bottom of the paper. Draw a line going up. Now draw a line going across the paper. 
Now draw a line going down to the bottom of the page. Go to the corner of the box you have just 
drawn. Draw a diagonal line going up. Now draw a diagonal line going down.” 

When the children have had long enough to attempt a drawing, they can take off the blindfolds 
and look at the mess they have drawn. Then change over so that the children who were 
describing are now drawing. 

Alternatively, blindfold all the children and have one leader describe an object that all the 
children can draw at the same time. Have a small prize for the best! 

 
 
Suitable for Studio/more space: 
 
Human Shapes - Get students into small groups and ask them to make a particular shape 
using only themselves!  
 
 
Ninja 
 
Splat 
 

Spot your shoe- Get each person to take off one of their shoes and to place it on the floor. The 
players must then hold hands and form a circle around the shoes. 

The aim is for each player to be reunited with their shoe, by manoeuvring the other people in the 
circle to get to their shoe. The group must not let go of each others hands and must not be too 
violent as they try to push the group around to their shoe. The aim is not to be the last person 
who hasn't got their shoe! 

 
Musical chairs 
 
Name swap- Get the group to stand in a circle and select a person to start. 



 

The aim of the game is for the first person to say another person's name and to run to take their 
place in the circle.  In the meantime, the person whose name has been called, must call 
someone else's name and move to their place. 

Keep going until a mistake is made or till it is complete mayhem! 

 

Zip, Zap, Boing, Pow- Sit your group in a circle. Explain that you are going to pass ‘Nothing' 
round the circle. Choose a player to start and explain that they should pass ‘Nothing' to the 
player on their left by pointing their two forefingers like a gun at the person and saying ‘Zip'. The 
person who receives the ‘Nothing' then chooses what action to take from the following: Zip: To 
pass the ‘Nothing' onto the next player. Zap: To pass the ‘Nothing' back in the opposite 
direction. Boing: To miss a player out and pass the ‘Nothing' to the person just beyond the one 
sitting next to you. Pow: Whilst holding a fist above your head, point at a player across the other 
side of the circle. This passes the ‘Nothing' to them and they can choose which direction to pass 
it in. The only rule is that you cannot Boing or Pow somebody who has just Boing'ed or Pow'ed 
you. If anyone hesitates, looks in the wrong direction or passes to somebody who is already out 
then they will be out. The winner is the last one left in. 

Circle sit- Everyone sits on their own chair in a circle (it is probably wiser to play this game 
using chairs without arms!) A volunteer leaves their chair to stand in the middle of the circle; the 
aim is to sit down on an empty chair. To prevent the volunteer sitting down everyone else must 
keep moving round the circle of chairs, sitting on each one in turn. Play until bored!  

 

 


