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Leadership Recreation Activity 2

Activity #1 – Motion Name Game (icebreaker/warm-up game)

Objective:  For everyone in the entire group/class to create their own motion to go with their name and for everyone to repeat each name and motion in order until everyone in the class has given their name and motion.   

Time needed:  10-15 minutes (depending on number of students & variations) 

Rules:  
· Everyone must stand in circle at all times

· The entire group must repeat each name and motion 

· Be respectful of each other’s motions – everyone must participate

SAFETY RULES

· Make sure you have enough personal space in the circle so that you do not bump or hit your neighbor when doing the motions  
Equipment needed:  

· A group/class of students
Ideal number of participants: 15-20 (can split up in 2 groups if necessary)

Space Needed:  Open room where a large circle can be made with max 30 students (without desks or other things in the way)  

Suggested Setting:  preferably inside a gym or open area but can be done outside if the weather permits it

Organizational details: In a large classroom or open area have students spread out in a circle standing where each student has an arms length of free space on either side of them.  Anyone can begin the game by saying his/her name and demonstrating a (physical) motion to go with it.  When the person is done, the entire group repeats the name and the motion.  Then the second person (on either side of the first) introduces him/herself and does a motion.  The entire group repeats that name/motion and him/herself and does a motion.  This will continue until each person has given their name and done their motion, and the entire group has repeated everyone’s name and motions.   

Diagram: Students are standing in circle formation throughout the entire game


Variation/Challenge: At the end of this activity you could challenge students to individually try and say every student’s name/motion in corresponding order.  

Adaptations:  Since this is an activity where each student says their name, for an hearing impaired person they could have the student fingerspell their name or have their translator finger spell it to them while they do the corresponding motion with it. 

Closure/Questioning:  Recap with the students about some of the creative and fun to act out motions/movements.  Then as students as series of questions:  What personally do you think was fun about this activity?  Did you learn anything about another student that you didn’t know today?  What was your favorite motion, why?   

Possible Uses:  I would use this activity as a warm-up or a get to know you game with a class or group that is not as familiar with one-another or this is the first day of class.  This could also be used when trying to get students to warm-up and be active on any given day.  

Activity #2 – Concentration (fun, cooperative/alternate warm-up name game) 

Objective: For everyone in the group to respond in rhythm and to better know the names of the members of their group/class.  
Time needed:  10-15 minutes (depending on number of students) 

Rules:  
· The group must remain seated in the circle

· Be respectful of all students – do not make other students feel pressure or embarrassed when they do not respond when their name is said

· Do not shout out of say the name of the student to help them in reminder

SAFETY RULES

· All students are criss-cross applesauce on the floor in a circle – with own personal space around them 
Equipment needed:  

· A group/class of students
Ideal number of participants: 20-30 (any number – can split up if group is very large)

Space Needed:  A room/area where a seated circle can be made 

Suggested Setting:  preferably inside a gym or room with carpet floor 

Organizational details:  This game is set with a rhythm.  The rhythm for the games is slap, slap (on the knees), snap, snap (one on each hand (right, then left) Group is seated criss-cross applesauce in a circle.  One person is designated as a leader to start, and he or she sets the pace.  The object of the game is to become the leader (get in their spot).  The leader begins the rhythm, and on one set of snaps says his/her name on the first, and someone else’s on the second (the names MUST always be said on the two snaps).  The person whose name is said must respond on the next set of slaps and snaps by saying his/her own name and then someone else’s.  If the player does it correctly, the game continues.  If the player does not do it quickly enough, that player must move to the seat to the right of the leader, and the rest of the group moves up a seat (toward the leader’s spot) to fill in the seats.  

Diagram:  Students (   ) ) are seated in circle formation throughout the game larger square  I   is the designated leader to begin/initiate the game.  








Variation/Challenge: To make this game a little harder have the leader speed up the pace creating a quicker rhythm that all students have to try and follow.  

Adaptations: For a student would site, they would be able to hear their name on the second snap and be able to try and find their rhythm.  You might have to practice a few times with the student individually on the rhythm to make sure they get the slap, slap, snap, snap down since it will be more challenging for a student without all their senses.  

Closure/Questioning:  Debrief with students about this name game concentration activity.  Ask the students what was needed to be able to accomplish the task and keep the game continuous?  What was hard about this game? What could help you do better at this game next time?  What could make this game even harder?     

Possible Uses:  I would use this activity to warm-up or get students going at the beginning of class or also when students are just learning each other’s names.  I might also use this game when helping teach students the importance of listening and concentrating on a task why making it fun for my students.    

Activity #3 – Giants, Wizards and Elves (fun and active group tag game) 

Objective: For students to work together with their team in a tag game where one team tries to conquer (or tag the other team).  Communication and teamwork are encouraged throughout this game.  

Time needed:  15-24 minutes  

Rules:  
· Once team decides on a role, they must all act as that same role (can not change at the last minute)  

· If both teams pick the same character it is a draw

SAFETY RULES

· Participants should be dressed for exercise (tennis shoes, etc.)  
Equipment needed:  

· A group/class of students
· rope to mark the central line 
· Something or someway to mark safe zones
Ideal number of participants: 20-30 (any number – just need to equally numbered teams)

Space Needed: A large space (60-120 feet wide),
Suggested Setting:  either in a gym (preferably if cold outside) or outside on a large field 

Organizational details:  First as an entire group (both teams), teach the following three characters:

· Giant - Tip-toes, raise hands above head, curl fingers, growling sounds

· Wizard - Crouch slightly, wave and point a magic wand, shouting "kazaam!"

· Elf – On haunches, hands cupped for big ears, shrill screeching noises

Then give the students plenty of practice by calling out the characters and having them instantly become that character (offer a lot of positive encouragement for dramatic effort).  Next form two teams and have each team convenes in the corner of the room or side of the room (away from the other team)to decide on a character.  Teams then line up facing each other (use a rope on the ground to separate teams).  There is 4 feet between teams.  Facilitator then dramatically announces "1....2.....3.....", then teams adopt their poses,  revealing their identity.  Immediately, the winning characters (team) must chase the losing team and try to capture (tag) as many as possible.  

Who wins over whom (character rules):  

· Giant wins by 'squishing' an Elf

· Elf wins by 'outwitting' a Wizard

· Wizard wins by 'zapping' a Giant

· Identical characters are a draw

The losing characters try to reach a "safe zone" (e.g., over another rope, or an area made up by the team) about 30-60 feet away without being captured.  Teams then reconvene in their safe zone to decide on their next character.  If you are tagged you are on the opposing team for the rest of the game unless you are tagged again.  Continue  until one team entirely consumes (tags) the other.  
Diagram:          = team 1             = team 2                               = rope




Set up this way before each new round (new character).  
Variation/Challenge: A less physical version involves participants using the character "dying actions" in place of running.  Make these rather dramatic and embarrassing if you can - increases the motivation to "win".  Instead of one team chasing and absorbing the other team, keep score.  First team to 5.  

· Giants are electrified, frazzled and then freeze in motion (or drop to ground)

· Wizards clutch chest, struck by pain in the heart

· Elves shrink and shrivel up, moaning 

Adaptations: This would be hard for a student with a hearing impairment, but I could have them sitting right next to me and either tap them or point at them when I count to 3 and it is time to make an action.  

Closure/Questioning:  This game shows the ability for students to communicate and cooperate with one- another in a fun imaginative way.  It also brings competition in the game because they are competing to take over or conquer all of the opposing team.  I could as the students a number of question:  What did you find was most challenging when it was your turn to react to if you were being chased or needed to chase the other team?  Did you remember what characters beat one another?  Did you find yourself looking at your neighbors or communicating with you teammates?  How did teamwork play a role in this game?   

Possible Uses:  I would use this activity to get students active and to encourage working together and communicating.  This could be a good game to do at the end of a class period where we have extra time and students seem a bit antsy and would benefit from being more physically active.  This is a fun way to get students to work hard and sweat while working together!      
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