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IN THE MIDST
A Study of God’s Faithfulness and Moses’ Faith Journey

Overview
Year 2020 has been an unprecedented time of challenge and change. Life as we knew it before is 
now different. Words such as quarantine, shelter-at-home and social distancing have become part of 
our everyday conversations. Much uncertainty, sickness and loss has become the norm. In the midst 
of these difficult times, God has not left us. He is faithful and remains active in our lives. None of this 
caught Him by surprise. He has a purpose and a plan for everything. In this study, students will discover 
God’s faithfulness to His chosen people, the Israelites, as He takes Moses on a faith journey of his own. 
Students will learn how faith requires trust, risk, and dependence on God. 

Day 1   Faith to Let Go
Teaching Aim: Students will learn how faith requires trust and willingness on our part. When God  
   calls, we must respond with action. 
Study Passage: Burning Bush 
   Background: Exodus 3:1 – 4:17
   Focal: Exodus 3:1-6, 10-17, 4:10-17
Key Verse:  Exodus 4:12

Day 2  Faith to Go Into the Unknown
Teaching Aim: Students will learn how faith sometimes requires going into the unknown. We are  
   to take a risk for Christ and allow Him to work through us so His power will be   
   displayed and He will get the credit. 
Study Passage: Red Sea
   Background: Exodus 13:17 – 14:31
   Focal: Exodus 13:17-22, 14:10-18, 21-28  
Key Verse:  Exodus 14:13a

Day 3  Faith to Wait
Teaching Aim: Students will learn how faith sometimes requires waiting. During this time, we are  
   not to complain but depend on God to deliver.
Study Passage: Manna and quail
   Background: Exodus 16:1-36
   Focal: Exodus 16:1-5, 13-15, 21-26
Key Verse:  Exodus 16:12
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AH SOO LO
Setting.—This can be played inside or out with nine 
to twenty-five persons. No equipment is needed.

How to Play.—Players begin seated in a circle. 
Explain they are a distinguished Oriental society 
and must use three symbols to communicate. One 
begins by placing one hand, palm down and fingers 
extended, under his or her chin and saying “Ah” in a 
deep, dignified tone.

If the player uses his or her right hand with fingers 
pointing left, action passes to the one seated to his 
or her left. If the left hand was used, fingers would 
point right. Action would pass to the one seated on 
the right.  

Whoever receives action responds by placing either 
hand, palm down, fingers extended, above his or 
her head and saying, “Soo” in a distinguished way. 
Again, the direction of fingers indicates who will go 
next.

The third action is to point at anyone in the circle 
and say “Lo”. The one pointed at becomes the new 
starter, places a hand under chin, declares “Ah,” and 
so on. The game continues this way—“Ah,” “Soo,” 
point—sequence moves as quickly as possible. As 
pace picks up, someone finally will make a mistake. 
Since mistakes cannot be tolerated in the society, 
the offender is banished to outside the circle. Then 
he or she adopts the role of a heckler. Hecklers 
move about the outside of the circle using verbal 
distractions, facial contortions, or other antics to 
distract participants and force errors within the circle. 
They may not touch or tickle a player or move inside 
the circle.

As the number and noise of hecklers increases, 
fewer players remain in the circle. When only three 
remain, declare them winners and begin again.

Playing Tips.—Hecklers are crucial. Encourage 
the first hecklers to be active. Keep the game 
moving briskly.

When a player makes an error and is banished, 
ask remaining players to place one hand 
(fingers curled, thumb pointing up) on the 
ground. Instruct them to declare together “YER 
OUT!” as the offender is banished.

BALLOON VOLLEY
In either an indoor or outdoor setting, 
participants get in groups of 4 to 6 people and 
join hands. Toss a 12-inch or larger inflated 
balloon into the group. The objective is to keep 
the balloon from touching the floor or ground 
by hitting, kicking, blowing, or using any other 
means possible. To begin, any body parts may 
be  used, as long as the hand grips are not 
broken. If the balloon touches the ground, 
the use of one body part is eliminated. Hands, 
head, feet, elbows, and so on may be removed 
one by one, until only “hot air” remains! The 
activity may be done with the group seated on 
the ground. 

CIRCLES
Setting.—This can be played almost anywhere 
by eight or more people. Playing circles is a 
fun, easy way to place people in small groups 
for another game or activity.

How to Play.—The leader stands where his or 
her voice can be heard easily. When the leader 
calls out a number such as six, participants 
must place themselves in circles of six as soon 
as possible. Once circles have formed, call out 
another number. Then the scramble begins 
again.

Icebreakers & Mixers
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After you have called several numbers, end with 
the size group needed for the next game or activity. 
Groups usually will be mixed, with cliques painlessly 
broken up.

Playing Tips.—Keep the game moving. Circles 
will not come out evenly each time. Do not give 
“leftover” persons time to feel forlorn. Call out 
another number! Encourage participants to mingle. 
Circles must separate completely after each number 
is called. (Ex.: A circle of six may not stay together 
and just grab two more people if “eight” is the next 
number.)

DETAILS
Partners begin by facing each other and “looking 
each other over” for a few moments. Then they 
turn back to back and alter five things about 
their appearance. For instance, a watch might 
be removed, a shoelace untied, etc. Encourage 
participants to be as subtle and sneaky as possible! 
When both partners are ready, they turn to face each 
other and try to identify the items which have been 
altered.

FIND YOUR KNEE
Setting.—This should be played on a grassy, level 
field with from sixteen to fifty people. This game can 
be somewhat rough, so encourage all to play safely.  

How to Play.—Ask participants to find a partner 
(an even number of players is needed). Partners 
should form a double circle with one partner in the 
inner circle and one in the outer. At the leader’s 
signal players forming the inner circle begin to walk 
counterclockwise, while those in the outer circle walk 
clockwise. Thus, partners are walking in opposite 
directions while casting anxious glances at one 
another.

As the two circles move, the leader selects a 
moment to shout, “Find your knee.” At this signal 
members of the outer circle stop and kneel on one 
knee. Meanwhile members of the inner circle make 

a headlong dash to find and seat themselves 
on their partners’ knees. The slowest pair to 
find one another and assume this position is 
eliminated. As the game continues, the two 
circles shrink as more people are eliminated. 
When only three pairs remain, declare them 
joint winners and begin again.

Playing Tips.—After each round of play, ask 
partners to switch positions (from inner to outer 
circle and vice versa).  Doing so will enable 
players to experience both perspectives and 
creates humorous situations where a large 
person may sit on a small person’s knee.

Encourage players to exercise common sense 
and not to “bowl over” their partners as they 
rush toward them.  Collisions inside the circle 
are inevitable, but are harmless if players are not 
running too hard.

Eliminated players serve as referees for the 
game’s remainder.

FLYING DUTCHMAN
Setting.—This may be played indoors or out 
with about fifteen to thirty-five people. The 
playing area should be level and free of trees or 
obstructions.

How to Play.—Participants stand in a circle 
holding hands.  One pair holds hands and 
travels around the outside of the circle. The 
inside member of the pair tags a couple in the 
circle where their hands are joined. The pair of 
taggers begins to run around outside the circle 
in one direction, while the tagged couple breaks 
off the circle and runs the opposite way. Both 
pairs must hold hands as they run. The couple 
which completes the run and arrives back at the 
break in the circle first rejoins the group and 
closes the circle by joining hands. The slower 
pair continues the game by moving around the 
circle’s outside and seeking a new pair to tag.
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Playing Tips.—Warn participants to avoid 
collisions as the two couples run around outside 
the circle. If one pair stays It for more than two 
runs, allow them to rejoin the circle and rest while 
another pair becomes It. Encourage participants 
to tag members of the circle who have not yet 
dashed around the circle. Also encourage faster 
runners to be sensitive to their slower partners to 
avoid dragging them.

RHYTHM
You’ll find this game is great to use to transition 
from a high activity game or initiative to the next 
activity.

Begin with the group sitting in a circle and 
counting off in sequence 1…2…3… and so forth, 
until everyone has been assigned a number. A 
rhythm (thus the name) is established by putting 
the hands on the legs or thighs twice, clapping 
hands together twice, and snapping fingers twice.  
Everyone participates in establishing the rhythm.
Once the rhythm is established, the idea is to call 
your number during the finger snaps, then call out 
the number of someone else in the circle. On the 
first snap, call your number, on the second snap, 
call someone else’s number, without breaking the 
rhythm. The person whose number is called must 
repeat the sequence of keeping the rhythm and 
calling their number, then someone else’s. 

The game begins with the leader, who is always in 
the number one spot, starting the rhythm. When 
everyone has the rhythm, the leader calls her 
number on the first snap, then another person’s 
number on the second snap.

Anyone who breaks the rhythm or calls numbers 
incorrectly during his turn must surrender his 
position and move to become the last number in 
the circle.  Consequently, those in the circle with 
the higher numbers shift positions and get a new 
number one, lower than before. 

Generally the idea is to become number one! 
Or, if you can’t be number one, see that no one 

is number one very long. Whoever is in the 
number one spot also starts the game again 
after the group has assumed new positions. 
You’ll notice in the excitement the rhythm 
tends to speed up. In the early rounds, try to 
keep the rhythm a little slower. Later in the 
game, speed adds an interesting twist to 
things.

A variation is to see how long the group can go 
without making a mistake. Someone outside 
the circle will need to serve as timer.

SAMURAI
Setting.—Samurai is a game involving from 
seven to sixty persons. It can be played indoors 
or out on a fairly level surface. A boffer is 
required. (Ethafoam may be used to make 
sword-like objects. A rolled-up newspaper or 
long stick also may be used.)

How to Play.—Players stand in a loose circle, 
with a two to three-foot space between them. 
The Samurai stands in the center of the circle. 
He or she should be armed with a boffer (see 
“Glossary” for definition).

The Samurai bows, then begins to move 
about the circle swinging the sword in either a 
high or low arc. If high, players within its path 
must duck or be “beheaded.” On a low swing 
players must jump or be “defooted.” If a player 
responds incorrectly (or not at all), he or she 
should be seated or step out of the circle. The 
last one standing becomes the next Samurai.

The Samurai never actually touches a player 
with the sword. Caution the Samurai to remain 
a safe distance from those in the circle.  This 
simple game requires almost no equipment 
and lends itself well to fantasy. It is enhanced 
by a Samurai who emits appropriate oriental 
yells when stalking prey.  

The first person acting as Samurai is the game 
trend setter.  This person should be the leader 
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or someone who can be counted on to embellish 
the role.
 
The kamikaze version may be played if and only 
if boffers are available for “swords.” Do not play 
Kamikaze Samurai if other objects are used. An 
extra boffer is placed in the circle’s center near 
the Samurai. As he or she moves about the circle, 
any “live” player may attempt to pick up the extra 
sword. If the Samurai is able to touch (actually 
touch) the intruder with his or her boffer before 
the second sword is picked up, the intruder is 
out. If the challenger picks up the extra sword 
untouched, a duel results. A gentle touch to 
the torso must be scored before either player 
wins. Should the Samurai win, the challenger is 
vanquished from the game. If the challenger wins, 
he or she becomes the new Samurai and the 
game begins over. Caution players to avoid head 
blows and remind them to jab rather than slash.

SONG TAG
Sing or I’ll freeze you where you stand. No, it’s not 
a line from an old western musical, but it is how 
you stay unfrozen in this game of tag.

This is tag with a musical twist. Decide who will 
be It. Everyone else is free until tagged. Stay 
unfrozen in this game in one of two ways. One is 
to outrun It. The other is to break into song before 
you are tagged.  

Players may sing a line from any Christmas carol, 
but when it has been used once, it cannot be 
used again in that game. That means that players 
must listen carefully as they flee.

Laughter will be abundant as the game goes on 
and the carols start to run out.

SPIRALS
Setting.—This can be played in any open area, 
indoor or out with from ten to fifty persons.

How to Play.—Players stand in a circle and join 
hands.  The leader chooses a place to break 
the circle. At the place of the break, one of the 
persons simply stands still, now holding only 
one hand with another in the circle.  
The other player at the break begins leading 
the group (still holding hands) in a circular path 
which gradually spirals smaller and smaller. The 
stationary person slowly is “wrapped up” in the 
arms of the group.

When completed, group members’ arms will be 
fully extended. They will be holding hands and 
giving one another a giant hug!  

To escape the tangle, the person in the middle 
of the group drops to his or her knees and 
begins to crawl out through the maze of legs. 
The person whose hand he or she is holding 
follows suit, and so on. Gradually, the spiral is 
untangled from inside out.
Playing Tips.—Do not allow players to tug 
too tightly as they wrap one another up. Arms 
should be extended, but not pulled so hard 
they are uncomfortable. This game is a good 
one-time group experience, but does not lend 
itself to repeated play. This game can make 
players more comfortable holding hands and 
physically being close to one another
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Day 1
NOODLE GAMES

Group Size: 15+
Location: Indoor/Outdoor
Equipment: Noodle for each person  
Set Up: Open space for students to run around. This is high energy and can be very chaotic. 
Instructions:
Noodle Tag  

Leader Notes: No different than “Everybody’s It”
1. At the word “go” everyone is “it”
2. If you get hit by a noodle, you must sit down.
Variation: For every hit, you must relinquish a limb – 4 hits and you are out. If you get hit the first 
time, you can only use one arm. Second time, you must hop on one leg and so on.
Back to Back
1. Students need to select a partner of similar height.
2. Partners should stand back to back.
3. Partners then lock arms and place noodle between each other’s back.
4. Each team is for themselves.
5. They are not allowed to hang onto their noodle.
6. Object of the game is to be the last team standing. 
7. The team that wins is the one able to guard their noodle from being stolen by an opposing team
Knock Out
Leader Note: Object is to knock the disc off the hand of opponents. Last person standing wins.
1. Place a disc on the back of each participant’s hand. 
2. Each person will receive a noodle to knock off their opponent’s discs.
3. Every man for himself, if your disc gets knocked off, you sit down. 
4. Participants should only hit each other on the hands. Anywhere else and you are disqualified.
Noodle War 
1. Find a partner. Partners will link arms. Each pair will get two noodles and one battleball. 
2. One person called the Protector will bend their noodle into a fish shape by crossing the ends. 

They will place a battleball (or other type of ball around the same size) on top of the noodle 
opening. The key is to make the opening just the right size to keep the battleball balanced well 
on top.  

3. The other partner called the Warrior will have his/her noodle straight out and ready for war. 
4. Game starts and partners run around the field connected. They will engage others in war while 

also protecting their own treasure. 

Possible Debriefing Questions: 
1. What was it like when it was every man for himself?
2. Which would you prefer – having a partner or going it alone? Why?
3. What role did you have in the Noodle War game? How well did you do as a pair in your roles 

(Warrior and Protector)? 
4. What would you do differently if we played these games again? 

Application: These activities serve the purpose of good, clean, HONEST competition. Wrap up by 
talking about integrity and how to win or lose gracefully. 
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TANKS

Group Size: 10+
Location: Indoor/Outdoor
Equipment: Cones, Blindfolds, Dodgeballs
Objective: To be the last team standing.

Set Up: Create a square playing field about 25x25 yards. Have group members team up in groups of 
two.

Instructions: 
1. Teams will have to decide who is going to be the driver and who is going to be the tank.
2. The driver will stand on the outside of the playing field
3. The tank will put on a blindfold and crawl around on all fours in the battle field.
4. Dodgeballs will be placed in the middle of the battlefield.
5. Drivers will direct tanks to the ammunition (dodgeballs). Once tanks have ammunition they may 

fire on opposing tanks.
6. The last team on the battlefield wins.

Variations:
Allow each team to have multiple drivers and tanks. Team with the most tanks remaining at the end of a 
set time limit wins.

Allow students to pair up to form multiple teams (each pair will designate one as the driver and one as 
the tank). Teams will compete until only one tank still stands – that team wins!  

Possible Debriefing Questions: 
1. If you were a tank, how did it feel not to know where you were going?
2. How did it feel to be the driver, trying to guide your teammate using only words? 
3. Did anyone find their role frustrating? Why or why not? 
4. What spiritual application can be made from this activity? 
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3 BALL

Group Size: 10+
Location: Indoor/Outdoor
Equipment: Kickball, Slip Disc, Football, Bucket or Trash Can – Could be any 3 objects to throw just as 
long as they are different.
Objective: To retrieve the objects before the other teams score points.

Set Up: Large, kickball-size field. Set out bases like kickball. At home plate, set trash can/bucket. 

Instructions: 
1. Divide group into two teams.
2. Each group will have at least one chance to take the field.
3. Team A will take the field first. 
4. Team B selects 3 players to throw the kickball, slip disc, and football. 
5. Once the 3 balls are thrown, Team A should work together to deposit the 3 balls into the bucket 

at home plate.
6. The 3 balls must be thrown. You cannot run with the items. 
7. Each ball should be passed to at least 3 different teammates.
8. Once Team B has thrown the 3 balls, they begin to run the bases.
9. Once the first runner has reached first base, the next runner may begin. 
10. Runs will be scored based on how many team members cross home plate.
11. Runners stop once all 3 balls have reached the bucket.

Application: This game is meant to be fun and energetic. If there are applicable lessons, feel free to 
debrief them and continue to build healthy competition and team unity.
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FRIZALEVEO

Group Size: 10+
Location: Outdoor
Equipment: Large boundary rope
Set Up:  Place the rope in a circle on the ground in the middle of the playing field.

Instructions: 
1. Divide players into two equal teams. 
2. Team #1 will chase and tag team #2.
3. If team #1 tags a player from team #2, team #2 player must go willingly with their tagger to the 

center rope circle.
4. Any member from team #2 may free his teammates by running into the circle without being 

tagged and yelling, “FRIZALEVEO”.
5. Play to a designated time and take breaks as needed.
6. Switch team roles and continue to play.  

Possible Debriefing Questions: 
Was this game harder than you thought it would be at first?
What were some of the challenges you faced in this activity?
What spiritual application can be made from this activity? 
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Competition Game
BLINDFOLD KICKBALL

Group Size: 10+
Location: Indoor/Outdoor
Equipment: Blindfolds, bases, kickball
Objective: To be the team that scores the most points.

Set Up: Set up Bases 

Instructions: 
1. This is much like regular kickball.
2. Half of the players are going to be blindfolded.
3. Each blindfolded player will be paired with a seeing partner.
4. Participants with the ability to see are not allowed to touch blindfolded participants or the 

kickball.
5. Seeing partners may only give verbal instructions.
6. Do not throw the ball to the base or at the runner.
7. Fielders should get the ball to the pitcher’s mound. 
8. Once the ball reaches the pitcher’s mound, play stops. 
9. When the ball reaches the pitcher’s mound, everyone should yell “STOP”
10. An out only occurs if the kicker doesn’t make it to first base. 
11. If the kicker makes it to first base, he/she cannot get out.
12. The innings ends when everyone has had a chance to bat.

Possible Debriefing Questions: 
1. If you had a blindfold, what did you give up?
2. If you didn’t have a blindfold what, did you give up?
3. What frustrated you?
4. What spiritual application can be made from this activity? 
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DAY 2
HERE TO THERE
Group Size: 10+
Location: Outdoor/Indoor
Equipment: 12 cones, 6 tennis balls, blindfolds (each participant)
Objective: As a team, move across the field and retrieve both tennis balls.

Set Up: Create a starting and ending point. At the ending point place a tennis ball. Divide Bible Study 
into groups of 9. Place the tennis ball about 10 to 15 yards away from the starting line.

Instructions:
1. Welcome to the inner workings of the human body. 
2. All of you will be blindfolded with the exception of one representative.
3. The object of this initiative is to retrieve the tennis ball. The team to retrieve it first wins.
4. Each of you will represent one part of the human body.
5. Body Parts…

• Eyes
• Right Leg
• Left Leg
• Right Arm
• Left Arm
• Right Hand
• Left Hand
• Brain
• Mouth

6. As a team you will have to work together to retrieve the tennis ball.
7. The following body parts cannot move – Eyes, Brain, Mouth
8. The following body parts can move into the field – hands & legs
9. Here is who can communicate to whom…

• Eyes can whisper to the brain
• Brain can whisper to the mouth
• Mouth can speak clearly to hands & feet
• Arms, Legs, Hands cannot speak

10. Each team will have to figure out how to communicate and move each part to retrieve the tennis 
balls.

11. Any questions?

Possible Debriefing Questions:
1. How did it feel to be someone who could talk?
2. How did it feel to just have someone deliver orders to you?
3. What was the tipping point? What finally made everything click to complete the task?
4. What spiritual application can be made from this activity? 
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TEMPTER

Group Size: 10+
Location: Outdoor
Equipment: 10 cones, 1 playground ball, 20 bandanas
Objective: To prevent from being tagged.

Set Up: Set out a space large enough to play tag with about 40 people.

Instructions:
1. This is a basic game of tag.
2. The Tempter is the person “It” – he/she wears a bandana.
3. “It” can only tag participants with the ball. The ball cannot be thrown to tag someone.
4. Once a player has been tagged, they put on a bandana and become a tempter along with the 

original tempter.
5. Players can only be tagged with the playground ball. 
6. Tempters are allowed to toss the ball between each other.

Application: This game is meant to be fun and energetic. If there are applicable lessons, feel free to 
debrief them and continue to build healthy competition and team unity.
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MINEFIELD

Group Size: 10+
Location: Outdoor/Indoor
Equipment: 20 cones, various objects, lots of koosh balls or tennis balls, blindfolds
Objective: To walk through a minefield without stepping on any “mines.”

Set Up: Create a beginning and ending point. Distance between start and end should be about 25 
yards. Toss cones, koosh balls, tennis balls or whatever in the middle of the field. Ask participants to 
pair up.

Instructions:
1. Welcome to the minefield. You must walk through this minefield to save yourselves. 
2. You have been paired with a partner. One of you will be blindfolded and start at the beginning. 
3. Your partner will be at the other end directing you through the minefield. 
4. Take a couple of minutes to select your who will be blind folded and how you will achieve your 

goal.
5. Any Questions?
6. The team that makes it across first wins.
7. Ready… Set… Go!

Variations: Don’t allow partners to use words.

Possible Debriefing Questions:
1. If you were blindfolded what did you sacrifice?
2. If you weren’t blindfolded what did you sacrifice?
3. Whose sacrifice was greater?
4. What spiritual application can be made from this activity? 
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BUMP AND SCOOT

Group Size: 15-30
Location: Outdoor/Indoor
Equipment: Volleyball, volleyball net OR long rope tied between two trees at the height of volleyball 
net.

Objective: To completely switch the teams to the other side.

Set Up: Normal volleyball court set up OR tie a long rope between 2 trees at the height of a volleyball 
net. 

Instructions:
1. Split the Bible study in 2 teams – one on each side of the net.
2. Hit the ball back and forth over the net, but whenever a person hits the ball, they have to switch 

to the other side of the net.
3. The goal is to completely switch the teams to the other side, but all must work together to 

succeed.

Variation: 
• Girls vs. guys

Possible Debriefing Questions:
1. What made this activity difficult?
2. Did having everyone involved in the process help or complicate things? How so? What spiritual 

application can be made from this activity? 
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COMPETITION GAME
NOODLE HOCKEY

Group Size: 10+
Location: Outdoor/Indoor
Equipment: cones, playground ball or nerf ball, enough noodles for each participant
Objective: To score the most points.

Set Up: Mark off a field of 30x30 yards. Create a goal at either end of the field. If another team isn’t 
available to play divide your Bible Study into two teams.

Instructions:
1. This game is similar to hockey.
2. At the beginning, there will be a faceoff for who gains possession of the ball.
3. Using only the noodle, hit the ball into the opposing team’s goal.
4. Only one goalie at each end is allowed and they don’t get a noodle but are allowed to use their 

hands.

Application: This game is meant to be fun and energetic. If there applicable lessons feel free to 
debrief them and continue to build healthy competition and team unity.
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DAY 3
BALLOON BAT

Group Size: 10+
Location: Outdoor/Indoor
Equipment: 12 inch balloon, boffers or noodles.
Objective: To score the most points

Set Up: Relatively flat field with goals at either end of play area. Play area should be about 10-15 yards 
long and about 5 yards wide. If another Bible Study isn’t available to play divide your Bible Study into 
two groups. Place the 12inch balloon and the 2 boffers in the middle. Number each player on the 
team. Have players form a single file line standing in front of the opposing player with like number. 
Players should stand about 5 yards away from each other. Designate each team’s goal.

Instructions:
1. The object of the game is to get the balloon past the goal using the boffer provided.
2. In a moment I will call out a number. If you have that number you run to the center and start 

hitting the boffer towards your goal. 
3. You can only use the boffer and you cannot hit an opposing player with the boffer. 
4. Once a point has been scored the boffer and balloon will be returned to the center and we will 

start over. 
5. The team with the most points at the end wins.
6. Any Questions?

Application: This game is meant to be fun and energetic. If there applicable lessons feel free to 
debrief them and continue to build healthy competition and team unity.
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ZONE BALL

Group Size: 10+
Location: Outdoor
Equipment: 2 trash cans or buckets, 10 objects (balls, frogs, chickens, etc.) for each team.
Objective: For each team to get as many objects into the goal. 

Set Up: Played on a field with one trash can placed on each end of the field at the goals. Draw or place 
cones in 3 circles around the trash can. The inner circle should be 3 feet away from the trash can, the 
middle circle should be 5 feet away from the inner circle, and the outer circle is 5 feet away from the 
middle circle. The space between the inner and middle circle is the defensive zone. The space between 
the middle and outer circle is the offensive zone. 

Instructions: 
1. Split Bible study into two teams OR play as a competition game between 2 Bible studies.
2. Each team needs to have 2 scorers and 2 defenders.
3. All other students are positioned around the field and cannot move.
4. Each student can only have one object in their hands.
5. Students pass objects to their teammates, with the ultimate goal of getting the object into the 

scorers hand.
6. The scorer’s goal is to get the object in the team’s goal.
7. The scorers and the defenders are the only participants who can move (within their zones).
8. The defenders must stay within the defensive circle around the goal. The scorers must stay within 

the offensive circle that is around the defensive circle.
9. Defenders must stay an arm length away from the goal. They can throw missed shots back to 

their teammates. 

Possible Debriefing Questions: 
1. Was this game harder than you thought it would be at first?
2. Did everyone work together or was it difficult to keep everyone unified? 
3. Was it easy to get distracted or did everyone stay on point?
4. What spiritual application can be made from this activity? 
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TOUCH THE CAN

Group Size: 10+
Location: Indoor/Outdoor
Equipment: 2 coke cans
Objective: To get everyone has to touch the can.

Set Up: Clean a coke can thoroughly and cover any sharp edges with duct tape. You will probably 
need to separate your group into two smaller groups. 

Instructions: 
1. To begin, select two volunteers from each smaller group of 15 or so.
2. The two volunteers from each team will need to hold the coke can between their noses.
3. The rest of the group needs to find a way to be in direct contact with the coke can. 
4. In order to make it interesting there will be a time limit.

Leader Notes: Time limit is up to you. Depending on group dynamics they may need 5 minutes or 
they may need 10 minutes. If both groups are equally competent at completing the task make the 
challenge a race. The group that is able to successfully walk 50 feet without losing contact wins.

Possible Debriefing Questions: 
1. What did you give up?
2. How could you have been more selfless?
3. What is the bigger purpose?
4. What spiritual application can be made from this activity? 
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TRUST SEQUENCE

Group Size: 10+
Location: Outdoor
Equipment: None.  
Objective: To create trust among the team.

Set Up: Flat grassy area. You will want to comb the area for rocks, sharp edges, or anything dangerous.

Instructions:
1. Jousting - 5 minutes
• Everyone needs to find a partner.
• Once you have found a partner stand at an arm’s length facing each other with your feet 

together.
• Each partner should raise their hands to about shoulder height - almost like putting your hands 

up if you were getting arrested. Palms should be facing your partner.
• The object is to knock your partner by either pushing on or slapping their hands.
• Do not interlock fingers.
• Begin play… Determine who won. 
• Now try the same game standing on one foot. - Ready… Go! Determine who won. 
• Now try it with one foot back and one foot forward.
• Do you find you had more balance?

2. Single Trust - 5 minutes
• Get back with your partner and choose who is going to fall first.
• The person falling must have bumpers up.

• Extend both hands/arms directly in front of you with palms out and thumbs pointing the 
ground.

• Cross your hands so that they are palm to palm.
• Interlock your fingers - just like if you were holding the hand of a boyfriend/girlfriend.
• Move your hands down and into your chest. 
• Your hands should be in the middle of your chest with your elbows pointing to the ground.
• Do this to prevent your hands hitting someone in a sensitive area.

• Have one partner stand in front of the other a little less than arm’s length facing the other 
partners back.

• The person falling follows these following “Safety Commands”:
• “Spotter ready.”
• Spotter responds “Ready.”
• “Falling.”
• Spotter responds “Fall on.”
• Falling participant leans back and is lowered and raised slowly.
• Get students to repeat these commands before you start the activity.

• Repeat this activity with the other partner.
3. Tick Tock - 5 minutes

• Leave your partner and get in groups of three.
• Choose who will go first.
• The first participant must have bumpers up.
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• The other two participants must be standing an arms length in the front and in the rear of the 
person falling in spotter’s positions.

• Falling participant uses the “Safety Commands” and then falls back smoothly, then to 
upright, and continues to fall forward and then upright again.

• Rotate through so everyone has the chance to participate that wants to.
4. Willow in the Wind - 10 minutes 

• Combine with two other groups of three to form a group of nine.
• Ask one person from each group to volunteer.
• Remaining eight people should stand shoulder to shoulder around the volunteer.
• Identify one person in the circle to be the starting point. The volunteer will fall first into this 

person.
• The person who is the starting point will lead the group through the activity.
• Everyone should be in spotter’s positions with one leg back and arms fully extended.
• Once the person falls, the group will rotate the person clockwise and then counter clockwise 

- the volunteer will end where he/she began.
• When the volunteer has reached the ending point, participants in the circle will surround the 

volunteer while the person who is the starting/ending point remains at the volunteers head.
• The group will gently pick up the volunteer and move them back and forth - from head to 

foot all the way to the ground.
• This activity is to be done in complete silence. No talking from the volunteer or the group in 

the circle. 
• The activity becomes more meaningful when the volunteer closes their eyes, but this is 

purely optional.
• When the group is ready, have the volunteer begin the “Safety Commands.”
• Rotate through so to give as many people the chance to participate as time will allow.  

5. Trust Run - 10 minutes
• Split the group in half and have them line up facing each other with a gap between the two 

lines. 
• Have students hold their arms out in front of them with elbows at their sides. They will form a 

zipper by alternating their arms with the person across from them. 
• Ask for a volunteer to take the trust run challenge. 
• The runner will stand about 10 feet back from the group and get a running start. He or she 

will run headlong into the “tunnel” made by the two lines facing each other. 
• As the runner approaches, teammates will pull their arms back to allow the runner to run 

through the tunnel untouched. They should wait as long as possible to pull their arms back 
and it should happen in a wave from the front to the back of the line as the runner makes 
his/her way through.

• NOTE: make sure students pull their arms straight back and not up or they will potentially hit 
the runner in the face. 

Possible Debriefing Questions:
1. Which of these trust activities was hardest for you to do? 
2. How did you feel in support roles versus the one being supported? 
3. How was trust a part of these activities? 
4. What spiritual application can be made from these activities? 
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COMPETITION GAME
CROSSOVER DODGEBALL

Group Size: Competition game or 15+ 
Location: Outdoor 
Equipment: 6 battleballs or dodgeballs, cones to designate the field
Objective: The object is to cause all the members of the opposing team to cross over to your team by 
hitting them with thrown balls or catching a ball thrown by a member of the opposing team.
Set Up: Make a dodgeball court outlined with cones and put 6 balls in the middle, forming a line in 
middle court. 

Instructions:
1. Each team lines up across the ends of the court.
2. At the whistle (or on “go!”), teams run forward and try to grab the balls to start playing.
3. If someone is hit by the ball, they have now become part of the opposing side’s team and must 

cross over to that side of the court. 
4. If someone catches a ball that was thrown at them, then the thrower must cross over and joins 

their team.
5. You can only throw the ball towards the other person’s waist down. 
6. If you hit someone in the head, you have to sit out.

Application: This is a just for fun game. If there are applicable debrief moments for this day please feel 
free to discuss them with your group.
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All Camp Game: Olympic Relay
Group Size: 40+
Location: Outdoor/Indoor
Equipment: Cones or paint to mark lanes, each Bible study group will need: 1 hula hoop, 2 noodles, 1 
battleball, and 1 bucket.
Objective: Complete relay race as quickly as possible. Fastest team wins.

Set Up: Set up the field like you would a relay race. This can be done in lanes forming a rectangle or in 
a wagon-wheel formation. 

Instructions:
All the relay races are Olympic-themed. The leader must distribute lane assignments. Split up the camp 
into 2 heats. This will allow plenty of leaders to help run the lanes while the other Bible Study Leaders 
lead their students. The goal is simple: be the first team to complete the race. The sign-up sheet is on 
the next page. Bible Study Leaders need to explain the game and make individual assignments during 
a water break or if they finish their recreation initiatives early. The Rec Leader will provide general 
instructions before the game begins, as well. 
Here are the relays:

1. Basketball – 1 student holds a battleball and runs to the end of the lane. The student must shoot 
the battleball into the hula hoop that a staffer will be holding. The student should be about 5 feet 
away from the hula hoop.

2. Synchronized swimming – the entire Bible study group runs down the lane and performs an 
improv synchronized swimming routine for 5-seconds.

3. Volleyball – 3 students run down the lane and a staffer will hand them a battleball. The 3 students 
must bump, set, and spike the battleball before running back.

4. Curling – starting at the beginning of the lane, 1 student will roll a battleball in a straight line. 2 
students, using noodles will “brush” the lane (like they do in curling) as the battleball rolls down 
the lane. The battle ball must come to the staffer at the end of the lane before the 2 students can 
run back.

5. Shot Put – 1 student will run to the end of the lane and will be given a battleball. The student must 
then throw the ball “shot put”-style to his team. The battleball must get to the team before the 
student can run back. 

6. Javelin – 1 student will run to the end of the lane and will be given a ½ noodle. The student must 
throw the noodle like a javelin back to his team. Another student from the Bible study must catch 
the noodle and run it back to the end of the lane. 

7. Field Hockey – Using a noodle and a battleball, 1 student must shoot the ball into the goal (2 
cones) set up at the end of the lane. The student can “dribble” the ball down the lane, like in field 
hockey. 

8. Flat Pyramid - After the student scores a field hockey goal, the whole group must run to the front 
of the lane and form a flat pyramid (laying flat on your stomach, beside each other, not on top of 
one another, forming the shape of the pyramid)
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1. BASKETBALL: 

2. SYNCHRONIZED SWIMMING:   Everyone

3. VOLLEYBALL: 

4. CURLING: 

5. SHOT PUT: 

6. JAVELIN: 

7. FIELD HOCKEY: 

Olympic Relay Sign-Up Sheet
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Mind Games
As the leader, pick one student to help you start 
each game or find one who thinks he or she 
knows how to play the game. You will quickly 
find out if the student understands and knows 
the game or not.

There are a few simple, standard rules to all the 
games. 

1. If you think you know the key to the game, 
do not shout it out. That just ruins it for 
everyone else.

2. If you think you know the key to the game, 
tell the leader you would like to try it.

3. Look for the unobvious. What seems to be 
the key is usually not the key.

SNIFFING THE STICK
Instruct a volunteer to leave the room. Once 
they are out of the room and cannot see 
or hear what is happening in the room, the 
leader should have someone pick a point on a 
broomstick or some other stick that is about five 
feet long. After the point has been picked and 
everyone in the room knows where it is, have 
the person/assistant come back into the room. 
The leader will hold the stick with their finger 
tips on just the ends of the stick. The assistant 
will begin on one end and slowly sniff up and 
down the stick. Once they have found the place, 
they are to point at the location they feel is the 
correct place. 

The KEY is for the assistant to look at the 
toes of the leader; when the assistant gets to 
the correct location, the leader will carefully 
move his big toe. This should be enough for 
the assistant to see it, but not so much that 
everyone notices. It is great if the sniffer makes 
a big deal about smelling the person who 
touched its finger. The leader can do things like 
wiping off the old smell each new time. Little 
things to throw everyone else off.

GUESS THE MAGAZINE
Arrange 9 magazines in three rows with three 
magazines on each row. They should make a 
square like a big tic-tac-toe board. Leave a few 
inches between them. Have the assistant leave 
the room. Once they are out of the room and 
cannot see or hear what is happening in the room, 
the leader should have someone pick one of the 
magazines. After the magazine has been picked 
and everyone in the room knows what it is, have 
the assistant come back in the room. Using a stick, 
the leader begins to point at each magazine and 
ask, “Is it this one?” The assistant will either say “yes 
or no.” 

The KEY is that the first magazine the leader 
points to gives a clue to which magazine is the 
one chosen. When the leader points to the first 
magazine, they should point to the location on 
the first magazine that is the same location of 
the chosen magazine. For example, if the center 
magazine was chosen, then the leader should 
point to the center of the first magazine. If the top 
right hand magazine was chosen, then the leader 
should point to the top right hand corner of the 
first magazine. If the class is having a hard time 
figuring this out, the leader could also point to 
the same location on all magazines, thus giving a 
bigger clue.

I CAN DO THE BROOM DANCE, CAN 
YOU?
The leader will take a broom or any stick that is 
available, and will dance back and forth while 
saying “I can do the broom dance, broom dance, 
broom dance… (Small pause)… I can do the 
broom dance, broom dance, broom dance… 
(Small pause)… I can do the broom dance, broom 
dance, broom dance… (small pause)… can you?” 
The objective is for anyone in the class to do it just 
as you did.



28

The KEY is that you need to lightly clear your 
throat before you begin your singing and 
dancing. When those in the class try it, the 
only thing that matters is that they clear their 
throat first. At first no one may get it, but little 
by little others in the class will catch on. As it 
progresses, you might need to make the cough 
more obvious. This is best not played right 
after or before “This Is a Rock.”

CHINESE COUNTING
The leader will take 5 or 10 sticks or pencils. 
Instruct the assistant to leave the room. Once 
they are out of the room and cannot see or 
hear what is happening in the room, the leader 
should have someone pick a number between 
0-10. After the number has been picked and 
everyone in the room knows what it is, has the 
person to come back into the room. The leader 
will begin to place the sticks/pencils on the 
floor in a random pattern. After the leader is 
finished, the assistant will guess the number.

The KEY is that after the leader has finished 
the pattern with the sticks/pencils, they are 
to place their hands on their knees with the 
number of fingers out that is the same as the 
picked number, thus giving the clue to the 
game. This should be done in a way that it is 
clear to the assistant but somewhat relaxed so 
others do not see this happening.
 

INDIAN DRAWINGS
Ask an assistant to leave the room. Once they 
are out of the room and cannot see or hear 
what is happening in the room, the leader 
should have someone pick a simple 3-letter 
word-dog, cat, pig, etc. After the word has 
been picked and everyone in the room knows 
what it is, ask the assistant to come back into 
the room. 

The leader will begin to draw, on the ground, 
circles, swirls, etc. Once again the drawing is 
mostly for show. After the leader is finished, the 
assistant will guess the word.

The KEY is that the assistant must listen to 
everything the leader says, because the first letter 
of each phrase the leader says is a clue to a letter 
in the word. So if the leader says, “Does this make 
sense to you?” That is the letter “D.” Then the 
leader would draw some more and then might say, 
“Only a little more to draw.” That is the letter “O.” 
Then the leader would draw some more and might 
say, “Go for it.” That is the letter “G.” Thus the word 
is DOG. 

 Another variation is that you can also tap out the 
vowels as you are drawing-AEIOU. So one tap for 
“A,” two taps for “E,” five taps for “U,” etc. Use six 
taps for “Y.” Just for the record, Zowie is a great 
word for a “Z.” Often people like to use the word 
ZOO to try to stump the leader.

PAINTING A PICTURE
For this game you need at least two assistants. 
The leader will begin to draw in the air with his 
finger. After the leader is finished drawing, the two 
assistants will guess the person that the leader was 
drawing by pointing to one person at the count of 
three. Everyone else in the room is trying to guess 
how they both knew to point to the same person. 

The KEY is that the person is always the first person 
to speak after the leader begins to draw.

KA-HOOTS
Invite the assistant to leave the room. Once they 
are out of the room and cannot see or hear what 
is happening in the room, the leader should have 
someone pick someone else in the room, the 
“chosen” one. After the person has been picked 
and everyone in the room knows 
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who it is, guide the assistant back into the room. 
In this game, the assistant will come over to the 
leader, and they will place their hands on each 
other’s head. The leader will ask the question, 
“Are we in Ka-hoots?” The assistant will only 
say yes once they feel they are communicating 
correctly. 

Once they have agreed that they are “In Ka-
hoots,” then the leader will begin saying, is it 
_______ (saying one of the names in the room). 
The assistant will say “yes or no” till the correct 
person has been “chosen.”

The KEY is that the leader will say the words 
“Are we in Ka-hoots” as someone in the room 
happens to be talking, too. This will need to 
happen several times to make sure that both 
the leader and the assistant are in agreement 
or “In Ka-hoots.” This person will be the “signal” 
person, letting the assistant know that the 
“chosen” person is the one the leader chooses 
after the “signal” person. This is not an easy one 
and might have some degree of mistakes till the 
leader and the assistant get “In Ka-hoots.”

WHERE AM I GOING?
This is another advanced mind game and takes 
some quick thinking on the part of both the 
leader and the assistant. They will both need to 
have a great mind for geography and sports.  
Pick someone to leave the room. Once they are 
out of the room and cannot see or hear what is 
happening in the room, the leader should have 
someone pick a city-Dallas, New York, etc. After 
the city has been picked and everyone in the 
room knows what it is, ask the person to come 
back into the room. The leader will then begin 
to tell about the trip they are planning on taking, 
saying, “I am planning on taking a trip; first I will 
leave from Chicago and take a plane to Orlando. 
Then I will take a bus to West Palm Beach. Then 
I will fly to Boston. Once there, I will take a bus 
to Ontario. From there I will go to Yazoo City, 
MS and then finish in Salt Lake City. Where am I 
going? The answer…Dallas. 

The KEY is that the first letter of each city will 
spell out the name of a major sport team, COW-
BOYS…thus the city is Dallas since they are the 
Dallas Cowboys.


