
Paul Permission granted to photocopy for single local church use. © 2004 Abingdon Press.

STATION OBJECTIVES
Children will hear the story of Paul’s experience with Christ on the
Damascus Road so that they might discover and recognize that: 

God turned Paul’s life around and set him off in a new direction.

As a follower of Jesus, Paul began to preach and teach about Jesus.

God’s love helps us to change when needed and become better.

STATION SETUP
Create a signpost for the road to Damascus.

On separate pieces of wood, paint the following: Damascus;
Jerusalem; The names of some of the towns in between, like
Tiberias; The names of some of the geographical points in
between, like the Sea of Galilee, and Mount Hermon.

Nail your painted signs to the wood stake. Paint arrows on the
signs indicating the direction to each of the places. Be sure your
directions match the directions shown on the map. Place the
wood signpost outside of the Station entrance.

Resources
Bibles
page 3–7

Supplies
map showing

Jerusalem, 
Damascus, and
some of the towns 
in between

wood stake
small pieces of wood
paint
hammer
nails
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STATION FOCUS
God’s call turned Paul from a persecutor of Christians to a follower
of Jesus. God calls each of us to be followers of Jesus and promises
to be with us.

SCRIPTURES
Acts 9:1-22

GAME 
STATION



Photocopy the Main Idea, Objectives, Bible Background, Shepherd Tips,
and Check Your Facts for each leader and shepherd. (See pages 3–7.)

WANT TO DO MORE?
Use jars, rugs, mats and other items to decorate all the rooms
like houses from the time of Paul. Have each room be a house
that is a stop on the road to Damascus.

SAFETY CHECK
❏ The church should be a place of security—a place where 

children can count on things and people being reliable.

❏ Each shepherd should know the whereabouts of every child in his
or her group and where to reach a parent in case of an
emergency.

❏ Make sure the children have plenty of space to play games.
Remove any obstacles.

❏ Make sure children use equipment in a safe manner. Invite extra
adult help, if needed, for the number of children in this station.

❏ Monitor the difference between high energy levels and rowdiness.

BIBLE STORY (5–10 minutes)

Show the children where to find Acts 9 in the Bible.

Before reading the Scripture, ask the children to listen for:

How Paul changed.

Who helped him change.

Read Acts 9:1-21 from The Message.

Ask: How did Saul change?
Who helped him through the changes he made?

ACTIVITY OPTIONS
(45–50 minutes)

Choose from the suggested activities as your time and
the children’s interest allow.
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Resources
The Message by

Eugene Peterson

Supplies
drawings of homes

from Bible times
clay jars, rugs, 

woven mats and
other items that 
might be found 
in a first-century
Judean home

Note
Resources and
websites are constantly
changing. Check
www.powerxpress.com
for updates that may
help you in planning.

Paul
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For you will be a 
witness for (Jesus) to
tell everyone what you 
have seen and heard. 

(Acts 22:15, GNT)
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For All Ages 

I Changed! Can You Tell?
Have the children find a partner for this game. 

Instruct the children to sit facing their partners. Have them look at
each other for a full minute. Tell them to notice as many details
about the person as they can. 

After the minute is over, have them turn away from each other for
another full minute.

Tell the children to change three things about their appearance.
Children might want to unbutton a button, rearrange their hair, or
take off something like a sock, a watch, or a piece of jewelry.

After the minute is over, have the partners face each other again.

Let them take turns seeing if they can notice the things that
changed about each other.

If desired, repeat the activity.

Ask: Was it hard or easy to notice the changes your partner made?

Say: Sometimes people change in ways we can easily see, like their
haircut or clothes. Other times, they make changes that are
harder to see. These are the things of the heart: the way we
feel about God, about ourselves, and about other people.
People see our “heart changes” by what we say and do.

For All Ages 

Guiding Lights
Play the following game to guide the blind Paul through the obstacle
course as you learn the major characters in the story and teach
children to trust in Jesus’ guiding love.

The roles played by the children during the game:

Blind Paul 
Jesus – the first guiding voice
Paul’s traveling companion – the second guiding voice
Judas of Damascus  – the third guiding voice
Ananias – the guiding voice at the end who restores Paul’s sight
Four obstacle movers

Note: Judas of Damascus owned the house in Damascus where
Paul stayed. In the text, he was referred to simply as Judas.
To avoid confusion with the more infamous Judas of the New
Testament, use the name, Judas of Damascus when talking
about him with the children.
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Supplies
blindfold
obstacles (for 

example, chairs, 
boxes, shoes, 
pillows)

Talk Tips
What changes
happened in Paul that
people could see on
the outside?

How did Paul change
the things he did?

Paul
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All the children will rotate through the nine roles until everyone has
had a turn in all the positions. After each turn, the children move to
the next position in the following order:

Paul becomes Ananias.
Ananias becomes obstacle mover #4.
Obstacle mover #4 becomes Judas of Damascus.
Judas of Damascus becomes obstacle mover #3.
Obstacle mover #3 becomes Paul’s traveling companion.
Paul’s traveling companion becomes obstacle mover #2.
Obstacle mover #2 becomes Jesus.
Jesus becomes obstacle mover #1.
Obstacle mover #1 becomes Paul, or goes to the end of the 
line of children waiting to be Paul.

For smaller groups, you can limit the roles to four: Paul, Jesus,
Ananias, and an obstacle mover.

The goal for all of the players is to guide the blind Paul through a
series of obstacles successfully. Jesus and the people Jesus put in
Paul’s life will be there to guide Paul through the course. Paul will
get a chance to look at the course before play begins but, once he is
blindfolded, the obstacle movers will move the obstacles to new
positions. In order to get through the obstacle course successfully,
Paul must put his trust in the guidance of Jesus and the people
Jesus has chosen to help Paul.

Only one guiding voice, the one toward whom Paul is moving at the
time, may give Paul directions at any given time. 

Once Paul is past a guiding voice, that voice may offer words of
encouragement to Paul, but no directions.

Obstacle movers may move obstacles at any time after Paul is
blindfolded. They may become moving obstacles themselves and position
their bodies to be in Paul’s path. However, obstacle movers must be
quiet at all times. They may not talk or make distracting noises.

To Play

1. Set up the obstacle course using various items as obstacles. Be
aware of safety concerns, and do not use obstacles with sharp
edges or corners.

2. Position Paul at the beginning of the course.

3. Position the three guiding voices in the middle of the obstacle
course. Jesus should be closest to Paul. Paul’s traveling
companion should come next. Judas of Damascus should be
third. Position Ananias at the end of the course.

4. Position an obstacle mover in the spaces between the characters. 

5. Blindfold Paul.

6. Obstacle movers may begin moving their obstacles.
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Check Your
Facts
❏ Paul is listed as
having two traveling
companions. These
men were most likely
Sadducees, not the
Pharisees, who
actually arrested
people.

Paul
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7. The child playing Jesus gives Paul directions to guide him safely
around the obstacles and through the course to the point where
Jesus stands.

8. At this point, the child playing the traveling companion takes over
the job of guiding Paul. The traveling companion guides Paul onward.

9. Judas of Damascus then guides Paul from the traveling
companion to himself. Ananias guides Paul through the final
stretch of the course.

10. When Paul reaches Ananias, Ananias removes Paul’s blindfold
and turns Paul to look at the course he has just traversed.

11. Paul then becomes the Ananias for the next turn, and the other
children move up one position.

Repeat the game until every child has had an opportunity to be Paul.

At the end of the game, discuss:

What did it feel like to be Paul?
What did it feel like to be a guiding voice?
What did it feel like to be an obstacle mover?
Which position was the hardest?
Which position was the easiest?
Is it hard or easy to trust Jesus and other people to help you?
How are we sometimes obstacles to others?
How can we help guide others?
How did Jesus help Paul in the story?
How can Jesus help us when we are in a tough position?
What would have happened if you didn’t listen to the guiding 
voices as you went through the course?

What do we need to do in order to let Jesus help us?
What are some ways we can listen to what Jesus has to say to us?

Note: Resist the temptation as adult leaders to give directions to
the children as they play this game. Let the children take full
responsibility for guiding and directing one another. If you
are concerned about safety, stick with the softer obstacles
like pillows or beanbag chairs.

For Older Children

Flashlight Tag
Prepare

Make a poster with the memory verse on it:

For you will be a witness for (Jesus) to tell everyone what you
have seen and heard. (Acts 22:15, GNT)

Place the poster where the children can easily see it.
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To Play Flashlight Tag

This is a version of freeze tag. Children are tagged when the beam of
the flashlight touches any part of their bodies.

Begin the game with an adult being “It.”

Children will move around the room. Shine the flashlight on a child to
tag the child.

Once tagged, a child must freeze and shout “Blinded!”

One of the other children then comes and touches the frozen child
and says, “Open your eyes; you can see!” Then they repeat the
memory verse. 

The child is then unfrozen.

Play the game for a few minutes until you feel the children have a
good grasp of what to do. Then take the memory verse poster off the
wall, and play again.

Tell the children that, if they forget the verse while trying to unfreeze
someone, they will become frozen as well. Another child can then
come rescue the two and unfreeze them both.

For All Ages 
Prepare

Display a map of the world on one wall of the room. Place it at the eye
level of the children.

With the Children

Have each child cut a small heart shape out of red paper. Put a cross
sticker in the middle of each heart. Place a piece of rolled tape on the
back of each heart so that the heart will stick to a surface.

Blindfold the children one-by-one, spinning them around and letting
them try to pin their hearts on the map of the world.

Have the other children help the blindfolded child by calling out
directions to help them find the map.

Make sure every child has a turn.

At the end, have the children look at the places on the map where
there are hearts.

Talk about how Paul took the message of God's love to many different
places and how we can share God's love with people anywhere in the
world.

Supplies
wall map of the world
red paper
scissors
cross stickers
tape
blindfolds 

Check Your
Facts
❏ Paul traveled on
three missionary
journeys throughout
Asia Minor and
Europe.

❏ Paul helped to
begin many Christian
churches. He wrote
letters of support to
churches and people
of faith.

❏ Thirteen letters in
the New Testament
are attributed to Paul
or writers from the
Pauline school.

Paul
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For All Ages 

Paul, Paul Follow Me
Children will work in groups to create an obstacle course, and give
directions to help one another to get through the course.

Divide the class into three groups. Each group will be responsible for
creating a section of the course.

Give each group three items to use as obstacles and two index cards. 

Assign each group an area of the space to be used for the course.
Have the groups position the obstacles in their section of the course. 

Tell the groups to think of two things for a person to do in their part
of the course. (Examples: repeat the memory verse, say the Lord’s
Prayer, or hop on one foot)

Have groups write the instructions for the two activities on their
index cards. (Younger children will need help.)

On the other side of the index cards, have them draw a symbol that
represents the activity to be done. (Example: A drawing of the Bible
might be used for “say the memory verse.”)

Have children place the index cards, symbol side up, where they
want them on the obstacle course.

Before playing, take a tour of the course. 

At each of the three sections, let the group responsible for the area
give directions on how to get through the area. Tell the children to
listen to the directions carefully. Make sure the groups explain the
activities on the index cards and what the symbols represent. 

Let children go through the obstacle course. Children must do each 
of the activities on the index cards without looking at the instructions.
Any child who can’t remember what to do from the symbol and
the directions given earlier may pick up the card and read the
instructions. Then the child must go back to the beginning of the
course and start again. 

Stagger the time children enter the course and let them go in one at
a time. Once a child has gotten through the first section, let another
child begin. A child who has to start over can be the next in line.

Ask: What does this game teach about following the directions of 
others?

What happens when we don’t listen to directions?

Say: In the Bible story, Jesus gave Paul directions on how to follow
him. The Bible gives us directions on how to follow Jesus too.
When we listen to Jesus’ directions, the obstacles are easier to
overcome. When we don’t listen, we can find ourselves doing
things over and over again before we get it right.
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Supplies
obstacles (for

example: chairs, 
boxes, pillows,

crawl 
tubes)

index cards
markers

Check Your
Facts
❏ Some have said
that the writings of
Paul have had
almost as big an
impact on the shape
of the church as the
teachings of Jesus.

❏ Paul’s letters
continue to be
among the most
frequently read and
studied books of the
Bible.

Paul

47

GAM
E



For All Ages 

Reflecting Tops
Give each child the following to make a spinning top:

1 computer or CD disc 
1 machine bolt
2 fender washers
1 nut

Place one of the fender washers on the machine bolt. With the disc
facing shiny side down, put the machine bolt with the washer on it
through the hole in the disc.

Slide another washer onto the bolt, and then add the nut. Tighten
the nut.

The long end of the bolt should be sticking up from the shiny side of
the disc. This is your handle for the top.

Cover the end of the machine bolt with duct tape so that it will be
easier for the children to hold.

Practice spinning the tops.

Shine the flashlight on the tops to make them glow and shine.

Say: When we are witnesses for Jesus, like Paul was, we shine like
the spinning tops and show God’s love to all the world.

For All Ages 

Dizzy Love
Have the children stand in pairs. Be sure the children have plenty of
open space. 

Note: If you have limited space, you may need to play this more
than once in smaller groups, where a few children get up
and play while the others wait. 

One child in each pair is the spinner and the other child is the
spotter. The spinner’s job is to spin whenever the music is playing.
The spotter’s job is to help steady the spinner and keep the spinner
from falling down.

Play “Sing! Shout! Turn About! (Paul CD).

When children start wobbling, stop the music. 

Ask: How did it feel when you were spinning?
How did it feel when you stopped?
Were you dizzy?
Did it help to have someone to hold on to you?

Supplies
old computer or CD

discs (1 per child)
3–4 inch long 

machine bolts 
(1 per child)

fender washers 
(2 per child)

nuts (1 per child)
duct tape

Resources
✹ Paul CD

Supplies
CD player
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Say: When you spin, the liquid in your inner ear that helps you to
balance moves around and makes you feel dizzy. Holding on to
someone helps you to stop feeling dizzy and regain your
balance. Sometimes, things happen that can make us feel dizzy
and out of balance.

Ask: How do you think Paul felt after he was blinded?
Who did Paul hold on to?
Who do you have to hold on to?

Tell children to switch places and let the spotters be the spinners.

Start the music.

When children start wobbling, stop the music.

Ask: How did it feel to be in the other position?
What do you like better, being the spinner or the spotter?

Say: Just like Paul, we have times when we feel dizzy and out of
control. In those times, we can lean on each other and on God
for help and support. Jesus’ love and grace keeps us from
falling and helps us to regain our balance.

For All Ages 

Something’s Gotta 
Change

Option 1
On the table, have the children use craft sticks to make block print
capital letters that spell “SAUL.”

Say: Look at the name in front of you while I say the following
rhyme. See if you can figure out how to make “Saul” say “Paul”
before the rhyme is through. 

Saul, Saul why are you hurting me? 
Something’s gotta change; something’s gotta change.
Time to follow me. Time to go by Paul. 
Something’s gotta change; something’s gotta change.
Paul, Paul come and follow me!

(Answer: To change Saul to Paul, move the two sticks that make the
bottom half of the S. Place one of the sticks on the bottom left to
complete the left side of the P. Place the other stick on the upper
right side to complete the top loop of the P.) 

Option 2
Use the same rhyme, and do the same puzzle as above but in a more
active way.

Instead of craft sticks, have the children lie on the floor and use
their bodies to spell out the name of Saul as a group.

Supplies
craft sticks
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Check Your
Facts
❏ The tradition
among Diaspora
Jews was to name
children with both a
Jewish name and a
Gentile name.

❏ Saul was most
likely named Saul
Paul: the Jewish
name Saul and the
Roman name Paul.
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Then the children have to figure out how to move in order to change
“Saul” into “Paul.” 

If you have enough children, form two groups. Let one group watch
and help the other group figure out how to move. Then switch roles. 

CLOSING (5 minutes)

Hearts for Jesus

Prepare

Inflate a balloon before class and hide it to pull out at the end

of the closing. Keep the air pump or helium tank out of sight

until time to use them.

Gather in a circle.

Give each child a heart-shaped balloon that is not inflated. 

Say: Sometimes, we can be like Saul. We only think about

what we want. We don’t care if other people get hurt as

long as we get what we want. Our hearts are small, like

these balloons.

When we let Jesus guide us, he fills our hearts with his

love, like this. (Pull out the inflated balloon.)

Close with this or another prayer:

God, fill our hearts with your love. Help us rejoice and

share your love with others, just like Paul did. Thank

you for all you do. Amen.

Before they leave, let the children use the air pump or helium

tank to fill their balloons. Tie the balloons and secure them

with ribbons.

Supplies
heart-shaped 

balloons
air pump or helium 

tank
ribbons
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