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INTRODUCTION 
 

This games book has been written especially for families and 
other small groups of players. The activities can be played at 
family picnics and birthday parties, on rainy days and camping 
holidays, and in the back garden, park or playground on the 
weekend. The book is divided into three main sections, each 
focusing on a different aspect of a child’s development:  
 

o physical and mental skills 
o life skills 
o academic skills 

 

·  The first section concentrates on physical and mental 
games played just for fun and fitness. There are fast 
games to allow children to let off steam and release their 
energy, quiet games to settle children down before they 
need to concentrate on homework or bedtime, outdoor 
games to encourage a love of nature, and water, campfire 
and theme games for family weekend outings and holiday 
times. 

 

·  The second section contains life skill games to help teach 
and practise topics such as first aid, map and compass 
reading, knotting, character building, cooking, home and 
road safety, and other handy things to know. The 
activities are designed to help young people become more 
resourceful and independent. Parents will find this section 
of the book very helpful in teaching new skills, and 
encouraging new hobbies and interests in their children.  

 

·  The third section focuses on academics, providing home-
school families with ideas and games in maths, English, 
science, history, geography, foreign languages, art and 
music. Some of the games are easier for younger or less 
able children, while others are more advanced and would 
challenge teenagers well into their secondary school 
years.   

 

As well as providing exercise and mental challenges, the games in 
this book will stimulate children’s imaginations and encourage 
them to think, reason, imagine and escape into other worlds. In 



  

this modern era of too much television, too many computer 
games, too little outdoor play, and not nearly enough reading of 
good books, many children are losing their powers of 
imagination. By including games about monsters, acidic swamps, 
approaching tornadoes and other scary things, the intention is to 
draw the children into dramatic and vivid situations, all inside the 
safety of their own minds. 
 

The games have been kept as simple as possible for ease of 
explanation to the players, and need little or no equipment. In 
order to keep the rules of the games clear and simple, I have made 
traditional use of the masculine pronoun (to apply to everyone), 
and of course, the games are for girls and boys alike.  
 

As a parent of three boys, a Cub Scout Leader and a private tutor 
to primary and junior secondary school students, I have tried and 
tested every game in this book. All the children in my care have 
loved these activities, and I have enjoyed many years of watching 
my own children, their friends, and other boys and girls explore, 
discover and grow by playing while they learn. By using this 
comprehensive book of games, I hope that families will gain the 
same sense of enjoyment and satisfaction as I have had, in 
providing children with fun, fitness and learning through play. 
 

Safety Note: 
All aspects of life involve risks, and it is the responsibility of each 
individual to take care of himself. When playing games with 
children, it is the responsibility of parents, (or other games 
leaders), to ensure that the risks are minimised to protect children 
from harm. For this reason, I have made mention, throughout the 
book, of taking care with food allergies, and in one instance, of 
recommending the use of bicycle helmets in a game involving 
backwards running. In another game, children learn and practise, 
under adult supervision, to sew on a button, peel a potato and 
strike a match. Although fingers may be slightly pricked, cut or 
burnt during this game, it is important that children learn these 
skills while young, so that they become fully-functioning adults. 
With adult guidance, these small injuries can be minimised or 
avoided. It is far better that children learn how to strike a match 
with adult help than to play with a box of matches “behind 
mummy’s back” under the bed! It is only natural that children 



  

will want to experiment, and by allowing them to take controlled 
risks during organised play, children will be less likely to 
experiment in secret. This book is all about “learning by doing”, 
and it is my belief that this is by far the best way to learn. 
 

In addition, many games in this book involve scary and vivid 
scenes of approaching lava, earthquakes, dynamite and bloodied 
axes! These scenes, of course, are all acted out inside the 
imaginations of the children taking part, and are made all the 
more vivid by an enthusiastic parent (or other games leader) who 
is describing the scene. These descriptions help to make the 
games far more exciting for the children. If, however, a parent 
thinks that some of the games are “too scary” for certain age 
groups of children, then it is up to the parent to choose or avoid 
these particular games. In my own experience, adults often 
assume that children will find something frightening, when in 
fact, the children thrive on the pleasure of imagining such a thing! 
Children are usually much hardier than adults give them credit 
for, and all the children in my care have loved the scary scenes 
portrayed in this book. In the end, it is the responsibility of the 
parent to choose wisely for his or her own children and their 
friends. 

����



  

Physical and Mental Games 
 

FAST GAMES 
Number Relay 
Age Range: All age groups 
Players Required: 1 or more, plus parent 
Materials: Chalk, watch with a second hand 
Directions: Mark out lines across the ground, as shown below, 
and include various numbers from 1 to 13, one in each zone:               

            Start I  2   I  4   I  3   I  5   I  1 I   6  I  12 I  Return to Start 

 

Stand the players at the starting line and tell them that when their 
name is called out, it is their turn to run down to the other end of 
the course and back again, placing the required number of body 
parts in each zone, according to the number written in that 
section. For example: five could equal two feet, two hands and a 
head touching the ground; twelve could equal two thumbs, eight 
fingers and two feet! Players must decide for themselves how to 
arrange their own bodies. When all the players have run once, 
repeat the game, but this time, see who can run the course in the 
shortest time. This player wins the game. 
 
Quick Reflexes 
Age Range: All age groups 
Players Required: 2 or more, plus parent 
Materials: A stick, bat, pole or spinning plate, plus chalk.  
Directions: The parent should rest the pole or plate upright on the 
floor, held by a finger. Ask the players to stand in a semicircle or 
line about two metres away from you, and tell them that when 
you let go of the pole, or spin the plate, you will call out one of 
the players’ names. This player must run and grab the pole before 
it drops to the ground, or the plate before it stops spinning. If he 
succeeds, he scores a point, and can release the pole, or spin the 
plate and call for the next player to grab it. Carry on for as long as 
the players are enjoying the game, and then see who has scored 
the most points to find a winner. 
 
  



  

QUIET GAMES 
String Race 
Age Range: All age groups 
Players Required: 6 or more, plus parent 
Materials: 1 ball of string with a peg attached to one end per 
team. 
Directions: Form two equal-sized teams, standing in two rows, 
well separated from each other. Give the first players on each 
team a ball of string with a peg attached. On "Go", the two teams 
race each other, with each player putting the peg and string down 
his shorts (or shirt) and out at the leg, then passing the peg to the 
next player to put up the leg of his shorts and out at the waist, and 
so on, until the strings of each team are woven in and out of the 
players' shorts/shirts. See which team wins this part of the race. 
Then have the race in reverse, to see which team is first to have 
the peg and string out of the shorts and rolled back up into a ball. 
 
Half and Half  
Age Range: All age groups 
Players Required: 2 or more, plus parent 
Materials: 1 piece of newspaper per pair of players 
Directions: Arrange the players into pairs. Give each pair a large 
piece of newspaper (Broadsheet). On "Go", each pair must stand 
on their piece of paper. Then the parent should call out "Halve it!" 
and the pairs must fold their sheets in half, along any axis they 
like, and again stand on their paper, with at least one foot from 
each player on their page. No player is allowed to put the other 
foot on the floor, but should keep it raised. Players must hold their 
position for three seconds. If anyone falls off before this time, 
their team is out of the game. Again the parent should call "Halve 
it!" and the pairs must halve their paper again. At some point, this 
game appears to be impossible to continue, and unless the players 
can think laterally, they will lose. The secret is to fold the paper 
lengthways instead of crossways, and the chances of survival will 
be dramatically improved. 
 
Bring it to Me Now! 
Age Range: 7 to 10 year olds 
Players Required: 2 or more, plus parent 



  

Materials: 1 bucket of mixed items per player, including such 
things as a piece of chalk, a pencil, a spoon, a ball, a rope, paper, 
a belt, a sock, a shoe lace and so on. 
Directions: Sit the players on the floor with their buckets of 
items. Call out an item to bring to you. Players must race to find 
the item, and be the first to deliver it. The first player to do so 
scores a point. Continue the game until items are exhausted and 
find the winning player. 
 
Grab Bag 
Age Range: All age groups 
Players Required: 3 or more, plus parent 
Materials: Prepare a bag full of items, with 2 hand entry points 
for feeling objects. 
Directions: Choose one player to help you hold the bag steady. 
Sit the other players on the floor and choose two of them to play 
the first round. The two players chosen, come up to the bag, put 
their hands in, and the parent requests an item. Without being able 
to see, the players must feel for the desired item, and the first to 
pull it out of the bag scores a point. If there are more children 
playing, send these players back to their places and call out a new 
pair of players to continue the game. Carry on until everyone has 
had several goes, and see who has won the most points. Let other 
players swap positions with the player who is helping the parent 
to hold the bag, so that everyone gets a turn. 
 
The Devil’s Potholes! 
Age Range: All age groups 
Players Required: 2 or more, plus parent 

 



  

OUTDOOR GAMES 
Countries 
Age Range: All age groups 
Players Required: 4 or more, plus parent 
Materials: 1 tennis ball 
Directions: Each player chooses the name of a different country, 
and everyone makes sure they know each player’s identity. All 
the players stand in a circle, with the parent in the middle holding 
a ball. The parent now throws the ball up in the air as high as he 
can, and yells out the name of one of the countries. The player 
who represents that country tries to catch the ball, on the full if 
possible. The others run for their lives, as fast as they can. If the 
ball is caught on the full, the catcher throws it straight up again, 
yelling out another country, and that player must run back and get 
it. If the player doesn't catch the ball on the full, as soon as the 
ball is caught, he screams out "Stop". Everyone must stop where 
he is. The catcher then looks to see who is closest, and is allowed 
to take one hop, step and jump towards his “prey”. Once this is 
done, the catcher throws the ball at his victim and tries to touch 
him (but not hurt him). The victim is not allowed to dodge the 
ball. If the catcher hits his target, his target takes the ball and 
everyone goes back to the circle to repeat the game. If the catcher 
misses his target, he throws the ball up and yells out another 
country and the game continues. Keep playing till everyone has 
had a few turns. 
 
Street Monopoly 
Age Range: All age groups 
Players Required: 1 or more, plus parent 
Materials:  Lists of errands and their prices, (1 list for each player 
and 1 for the parent), answers for the parent.  
Directions: Give the players their lists of errands to run. These 
consist of finding out information around the local area, and each 
has a price given to it. Players and a parent should walk quickly 
around the streets, finding the information in a given time. The 
parent should make sure the players are going in the right 
direction, and that they get home in the given time, but mustn’t 
help answer the questions. The winning player is the one which 
“earns” the most money by having the most correct answers. 
Information could include things such as:-  



  

CAMPFIRE GAMES 
 
Do You Want to Come to My Party? 
Age Range: All age groups 
Players Required: 2 or more, plus parents or other adult helpers 
Materials: Nil 
Directions:  Ask the players around the campfire if they'd like to 
come to your party, and then tell them that it all depends on what 
they bring you! If they bring the right sort of present, they will be 
invited. The players will need to listen carefully to see what other 
players bring along, and try to work out a pattern for acceptable 
gifts. To start off, tell the other parent, or adult friend, what the 
clue is, and ask him first what he is going to bring you. Then let 
the players join in. Possible clues to use are: *Ask the person's 
name and the present must start with the same letter as the name; 
*Presents with four letters;  *Presents that are green;  *Presents 
that are made of metal;  *Presents with four legs; and so on. 
A typical game might sound like this, for a present made of metal: 
 
Mother: “Do you want to come to my party, dear?” 
Father: “Yes, please!” 
Mother: “Well, it depends what you bring me!” 
Father: “I’ve bought you a lovely set of cutlery.” 
Mother: “Oh, yes, please. You can come.” 
Mother: “John, do you want to come to my party?” 
John: “Yes, please, Mum” 
Mother: “What will you bring me?” 
John: “I’m bringing you some picnic plates.” 
Mother: “No, John. You can’t come! Mary, do you want to come 
to my party?” 
Mary: Yes, please, Mum.” 
Mother: “What will my present be?” 
Mary: “A frypan.” 
Mother: “Yes, you can come. Peter, do you want to come to my 
party?”   and so on…  
 
Ruler & Sticky Tape Game 
Age Range: All age groups 
Players Required: 1 or more, plus parent 
Materials: 1 ruler and 1 large reel of sticky tape. 



  

WATER GAMES 
 

Running the Gauntlet 
Age Range: All age groups 
Players Required: 8 or more, plus parent 
Materials:  Plenty of water pistols and buckets of water. Players 
in swimming costumes or rough clothes 
Directions: Play this and all the other water games outside. Split 
the players into two teams, and let one team form an alleyway, 
through which the other team has to "run the gauntlet". The 
Alleyway Players are armed with water pistols and buckets of 
water, and as the Running Team comes down the alley, they are 
fired at with water from all directions. They must try to keep as 
dry as possible along the way by trying to dodge the water. When 
they are through, swap teams, until all have run the gauntlet. At 
the end of the game, see which the driest team is. These are the 
winners. 
 
Slippery Tug of War 
Age Range: 7 to 10 year olds 
Players Required: 2 or more, plus parent 
Materials: Long sheet of plastic, hose or water buckets and access 
to a tap. Detergent optional. 1 long rope with 2 ribbons attached 1 
metre apart at the midpoint. 1 short rope to lay across the 
midpoint of the plastic sheet. 
Directions: Lay the plastic sheet down on some flat, safe ground 
and wet the sheet thoroughly. Organise two teams to play “Tug of 
War” by positioning the players at each end of the rope. Explain 
to them that they must try to pull their opponents’ ribbon over the 
centre point, without being pulled over themselves.  The 
blindfolded, with the water pistol behind him. Choose players to 
come out, one by one, and try to steal the gun without the 
Blindman hearing them. If the Blindman hears, he can grab the 
gun and shoot the thief. If he wets him, the shot player becomes 
the Blindman, and the other one joins the circle. 
 
Water and Spoon Race 
Age Range: All age groups 
Players Required: 2 or more, plus parent 



  

Materials: 1 bowl of water, 1 dessertspoon and 1 glass per player. 
(The glasses used may be identical to each other for easy 
comparison of volumes) 
Directions: Stand the players at one end of the playing area with 
their bowls of water and dessertspoons, ready to start the race. 
Place the glasses at the other end, in line with each player. On 
“Go”, the players should fill their spoon with water from their 
bowl and run down to tip the water into their glass. Then, they 
should run back again to fetch some more water on their spoon, 
back and forth, back and forth, a total of five times. At the end of 
five runs, the players should sit down to show they have finished. 
Then the parent and children should inspect the glasses and see 
who has collected the largest volume of water. This is the winning 
player.  



  

THEME GAMES 
 
Theme I:                         SPACE ALIENS 
 

Designing and Making of a Space Helmet 
Age Range: 7 to 12 year olds 
Players Required: 1 or more, plus parent 
Materials: Cereal boxes, ice-cream containers, cardboard pieces, 
masking tape, staplers, paints or felt-tipped pens, scissors, glue, 
alfoil, cotton wool and other bits and bobs. 
Directions: Ask the players to choose a cardboard box or other 
head covering to fit over their own head. With the craft items 
provided, ask the players to construct their own Space Helmets. 
 
Which Planet are We? 
Age Range: 10 to 14 year olds 
Players Required: 8 or more, plus parent 
Materials: 1 compass per player 
Directions: Each player represents a different planet, but the 
players (Astronauts) don't know which planet they are. They must 
search for clues outdoors, (pre-arranged by a parent) using 
compass bearings and paces, to find the clues to their identities. 
Compass bearings on each player’s set of instructions could read 
something like this: Start at X. Set compass at 25° and take fifteen 
paces in that direction. Find planet clue at this location. Then go 
ten paces at a 45° bearing, collect clue, then five paces at 135° 
and so on. Each player needs different instructions to different 
sets of clues. Once all the clues are collected, the Astronauts must 
fly back to base with their clues and work out which planet they 
represent. When the parent blows a whistle, he represents the Sun 
and all the players must line up in the order their planet would be 
positioned, relative to the Sun (the parent). Parents should check 
each player’s clues to see if he has worked out:-  

·  The correct planetary identity 
·  The correct position from the Sun. 
 

Most children are quite knowledgeable about the planets these 
days, so the clues to the planets can’t be too obvious. Try clues 
such as:- 



  

Life Skill Games 

 
SENSES & ESTIMATION 

Talk to the children about their senses of sight, hearing, taste, 
touch and smell, and say how lucky they are that they have all 
these amazing abilities. Remind them that some people are not so 
lucky, and that they may be blind or deaf and live in a black or 
silent world. Tell the children that their senses are linked to their 
powers of observation and memory, and that if they ever witness 
a crime or an accident, they can use these powers to help the 
police solve the crime or prevent future accidents.  
 
Sensory Games 
a)   Sight 
Age Range: All age groups 
Players Required: 1 or more, plus parent 
Materials: 10-12 objects such as a pen, a thimble, a biscuit, a 
rubber, an orange and so on. 1 tray and 1 tea-towel, or 1 box. 
Paper and pencil per player. 
Directions: Lay the objects on a tray and cover them with a tea- 
towel. Sit the players down in front of the tray and remove the 
tea-towel for about thirty seconds, so the children can memorise 
as many objects as possible. Alternatively, let the players watch 
as you throw the objects into a box, one by one, and then ask 
them to write down as many of the objects as they can remember. 
 

b)   Sound 
Age Range: All age groups 
Players Required: 1 or more, plus parent 
Materials: Cassette player and cassette with recorded sounds, or 1 
blindfold per player. Paper and pencil per player. 
Directions: Let the players hear the cassette of sounds taped from 
home, the street and in the woods, and ask them to write down 
what they think the sounds are. Don’t allow the children to call 
out. Let them use their own ears and their own powers of 
recognition, and keep their own work to themselves. 
    Alternatively, if you don’t want to use a cassette, blindfold the 
players and make noises of various activities for them to listen to. 
As they listen, they can write them down on their paper. e.g.) 
Make such noises as: Tearing paper, turning on a tap, pouring  



  

HEALTH & FIRST AID 
Instructing children in good nutrition and basic first aid gives 
them important knowledge and skills which they can use for the 
rest of their lives, for their own benefit and for the benefit of 
others. Instruction should include such topics as: knowing to call 
for adult help when there’s been an accident, knowing how to 
treat scalding and burns, how to deal with a bleeding nose, how to 
make an arm sling, how to clean and bandage a wound, how to 
reduce bleeding in a deep cut, how to help if someone is choking, 
how to treat a snake or spider bite, how to ring for emergency 
help, basic instruction in cardiopulmonary resuscitation, the food 
pyramid, the importance of exercise, healthy eating and sleep, and 
basic knowledge about the dangers of alcohol, smoking and 
illegal drugs. 
 
Traffic Light Health Quiz 
Age Range: 7 to 10 year olds 
Players Required: 1 or more, plus parent 
Materials: List of health and first aid questions for the parent. 
Directions: The parent acts as a set of traffic lights up at one end 
of the playing area. All the players stand down at the other end. 
The parent calls out "Green" and turns his back on the players, 
who then proceed to do lollypop steps towards the parent. Next, 
the parent calls out "Orange", and then "Red Lights". The parent 
immediately turns around and if he sees anyone still moving, they 
are asked a health or first aid question. If the player gets it right, 
he can stay where he is. If he gets it wrong, he must go back to 
the start. The game carries on, until a player reaches the parent 
without being seen. The game is repeated until all the players 
have been asked at least three questions. Examples of questions 
are:- 
*How do you look after your teeth?  
*What do we mean by a balanced diet?  
*What knot do we use to tie a sling?  (a reef knot) 
*What should you do after giving assistance to someone who has 
been badly hurt?  (seek adult help) 
*How do you treat a bleeding nose?  
*Name six things that should be in a first aid kit.  
*What can you do to stop spreading your cold to others?  
*Name four important foods or drinks we should have every day.  



  

PHYSICAL FITNESS 
Physical fitness is vital for good health, and in this age of 
computer games, DVD’s and too much television, children’s 
levels of fitness are declining rapidly. The following games give a 
few ideas for giving children fun while they get fit. 
  
Kids’ Olympics 
Age Range: All age groups 
Players Required:  1 or more, plus parent 
Materials: Depending on games chosen, ropes, bands to tie 2 
ankles together for three-legged race, balls, eggs and spoons, 
sacks, chalk, and so on. 
Directions: Organise events such as: the three-legged race, 
skipping rope race, egg and spoon race, backwards race, rainboot  
 

NAVIGATION 
Learning how to use a map, understand contour lines, scale and 
legend, and how to set and follow a bearing can give children a 
real sense of confidence in themselves on long hikes, cross-
country skiing trips, or wherever else they need to be able to 
navigate. Of course, children should still be in the care of an adult 
on such trips, but being able to practise and perfect these skills 
while young, will give them a solid foundation for navigation in 
later life. 
 

Compass Pictures 
Age Range: 7 to 10 year olds 
Players Required:  1 or more, plus parent 
Materials: 1 pencil, piece of graph paper and ruler per player, 
plus parent's list of directions. Alternatively, 1 compass per 
player, plus lots of sticks and wool, or pebbles and soft soil for 
drawing in, if playing outside. 

Directions: With pencil, paper and ruler, the players should 
follow the compass bearings and distances given by the parent 

onto their graph paper, to see what sort of picture comes out at the 
end. Pictures of such things as a dog, car, house and man can be 

drawn. e.g.) Select a spot at the lower left of the paper and mark it 
with a dot. Then put a dot at each of the following points to make 
a lorry:- 1N, 1E, 6N, 8E, 3S, 4E, 3S, 1E, 1S, 2W, 1S, 1SW, 1W,  



  

Educational Games 
 

 MATHS  GAMES  
 

Operation? What Operation? 
Age Range: 7 to 12 year olds 
Players Required: 1 or more, plus parent  
Materials:  Signs with each of the mathematical operations (+, �, 
×, ÷, � , x², x³), attached to the walls around the room or out in the 
garden; Parent’s list of “sums” appropriate to the age and ability 
of the players.  
Directions: Point out to the players the locations of the various 
operational signs, and explain that you are going to call out three 
numbers (or in the case of the square root sign, just two numbers). 
The numbers will be in an order that will indicate to the players 
what mathematical operation is being done. Tell the players that 
as soon as they know what operation has been performed, they 
should run to the correct operational sign. The first player to reach 
the correct location wins a point for himself. If only one player is 
playing, let him score a point each time he runs to the correct 
sign. 
Examples of operations and the “sums” to call out could include:- 
 
4, 5, 9  =  + 
23, 6, 17  =  � 
7, 9, 63  =  ×   
132, 12, 11  =  ÷ 
81, 9  =  �  
 
If extra signs are needed to give greater variety, you could include 
%, � , <, >, 1/x, x², x³: 
 

1/8, 12.5  =  % 
5, 2 =  �   or  > 
3, 7 =  �   or  < 
¾, 4/3 = 1/x (reciprocal) 
10, 100 =  x² 
3, 27 =  x³ 
 



  

ENGLISH  GAMES  
 

What’s That Word? 
Age Range: 8 to 14 year olds 
Players Required: 1 or more, plus parent  
Materials: 9 signs with the following parts of speech written on 
them: noun, pronoun, adjective, verb, adverb, preposition, 
conjunction, interjection, article. Parent’s list of words to call out.   
Directions: Stick the nine signs in various places around the room 
or garden, and point them out for the players to see. If necessary, 
give the players a quick reminder of the function of each of the 
parts of speech, before starting the game. Explain to the players 
that you are going to call out a word, and they must decide what 
part of speech the word is, without calling out to the others. As 
soon as they know the answer, they must run to the correct sign. 
The last one to reach the sign is out, after a few practice runs. For 
single players, score a point for each correct run. Examples of 
words and parts of speech could be:- 
 

Words                                        Part of Speech 
donkey, Africa, piano  noun 
eat, smile, crawl  verb 
Wow! Blimey! Gosh! interjection 
under, amongst, in, at preposition 
because, until, and, but conjunction 
pretty, stupid, small  adjective 
quickly, really, soon  adverb 
him, everyone, it, she  pronoun 
a, an, the     article 
 
Noun Warfare! 
Age Range: 8 to 14 year olds 
Players Required: 2 or more, plus parent  
Materials: Parent’s list of common and abstract nouns. 
Directions: Remind the players of the four different types of 
nouns: common, proper, collective and abstract. Make sure the 
children know that a common noun is the name of something that 
can be seen or touched, whereas an abstract noun is the name of 
something that is not seen or touched, but is a feeling or idea. 



  

SCIENCE  GAMES 
 

·  Flight:  
Talk about flight in birds and the design of a bird’s wing. 
Describe the Bernoulli Effect, whereby a lower pressure is 
brought about in a faster flowing fluid, creating a lift or push in 
the direction of the low-pressure zone. Compare the shape of a 
bird’s wing with that of an aeroplane wing, and explain how the 
air has to rush more quickly over the longer upper surface of the 
wing than across the shorter lower surface, thus creating lift.  

            

 Describe the controls and parts of an aeroplane, mentioning how 
the propellers or jet engines create a forward movement called 
“thrust”. Talk about the job of the rudder in turning the plane left 
or right, the job of the ailerons in causing the plane to bank left or 
right, and the job of the elevators in controlling the plane’s up and 
down movements.  
    Compare the flight of the plane with other methods such as the 
helicopter, the helium balloon, the hot-air balloon, the rocket, and 
the future scramjet.  
 

Aeroplane Anatomy               
Age Range: 7 to 12 year olds 
Players Required: 1 or more, plus parent 
Materials: 1 photocopied diagram of a basic aeroplane, with parts 
to be labelled & 1 pencil per player. 
Directions: Using the aeroplane diagram below, see if the 
following parts of the plane can be identified by the players, by 
placing the part number in the correct location on the diagram: 

Wing 

Longer distance; faster wind; lower pressure 

Shorter distance; slower wind; higher pressure 

U
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T 
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T 
 



  

HISTORY  GAMES 
 

“To know nothing of  what happened before you were born 
 is to remain a child forever.” 

 

These words, spoken by Cicero, the great Roman orator and 
statesman, are over 2,000 years old, and yet they are just as valid 
today as they were in his lifetime. 
   The following games are designed to kindle an interest in 
history, in the hope that the young people who play them will 
want to find out more about what happened before they were 
born. The activities are suitable for all age groups.   
 

·  Ancient Civilisations: 
Talk to the players about the culture, inventions and main 
achievements of the great ancient societies, especially those of 
Egypt, Greece, Rome and China. Religion, science and 
technology, government, agriculture, trade, warfare, arts and 
crafts and any other interesting points should be covered. Show 
the location of the ancient societies on a world map, to make sure 
the players know where it all happened, and point out the main 
rivers, mountains, deserts and seas for each location. 
    Also discuss what the meaning of “Civilisation” involves. 
What are the essential differences between a civilised society and 
other cultures? Would a hunter-gatherer culture, or a nomadic 
herding culture, be described as civilised? Would an agricultural 
township, which produced enough food to allow some specialised 
occupations such as metalworking, pottery and weaving, be 
described as civilised? Would a society without the ability to 
write and keep records of its own affairs be civilised?     
 

Who Done It? 
Materials: Parent’s list of items related to the different ancient 
civilisations being studied. One bucket and five objects (e.g. 
stones, sticks, buttons, potatoes) per player. 
Players Required: 2 or more, plus parent 
Directions: Sit the players down on the ground in a row, with one 

metre separating each child. Place their buckets about eighteen 
metres in front of them, and then put each of the five objects for 

each player in a line on the ground every three metres between the  



  

GEOGRAPHY  GAMES 
 

Around the World  
Age Range: All age groups 
Players Required: 1 or more, plus parent 
Materials: 8 to 10 pictures of famous world landmarks and 
landscapes from magazines, masking tape, 1 compass, 1 pencil 
and 1 sheet of paper per player. 
Directions: Set up a compass trail through the woods or park with 
pictures of famous landmarks and landscapes attached to trees at 
various places around the course. At the start of the trail and at 
each landmark or landscape, leave instructions containing a 
compass bearing and distance in paces to the next point. For 
example, take fifty paces on a bearing of 15° to the first landmark.   
Hand out a pencil, sheet of paper and compass to each player, and 
tell the children that this game will be played together, with a 
parent to help with navigation if needed. To play the game, the 
players should set off on the trail, and identify the landmarks, or 
state the countries in which each landscape might be found, 
writing down their answers as they go. Once home, see who has 
identified the most places correctly. They are the winners. 
Landmarks could be structures such as The Eiffel Tower, Big Ben, 
The Statue of Liberty, The Taj Mahal, The Golden Gate Bridge 
and The Great Wall of China, while landscapes could include sand 
dunes to represent the Sahara Desert, snow to represent 
Antarctica, Ayres Rock (Uluru) to represent Australia and 
rainforest to represent the Amazon Jungle. 
 
British Journey 
Age Range: 7 to 10 year olds 
Players Required: 1 or more, plus parent 
Materials:  1 pencil and 1 photocopy of a map of Britain per 
player, showing the cities, rivers and mountains. For players in 
other countries, play this game using your own national map, if 
desired. 
Directions: Ask the players to look at their maps, think about the 

sixteen compass points, including NNE, WSW and similar 
directions, and imagine that they are going on a journey around 
Britain by light aircraft. The players should have their pencils  



  

LANGUAGE GAMES  
 

FRENCH 
Qu’est-ce que c’est? 
Age Range: 10 to 14 year olds 
Players Required: 2 or more, plus parent 
Materials: A collection of everyday objects, or pictures of 
objects, to pass from player to player. 
Directions: Sit the players on the floor and tell them that you are 
going to give them an object, or a picture of an object, to pass 
from player to player. Items could include such things as: apple 
(la pomme), orange (l’orange), pencil (le crayon), sock (la 
chaussette), bread (le pain), or pictures of things such as: cloud (le 
nuage), sky (le ciel), mountain (la montagne), boy (le garçon), girl 
(la fille), tree (l’arbre), and so on.      
    Once the parent has handed an item to a player, it must be 
passed from player to player until the parent calls out, “Qu’est-ce 
que c’est? (What is this?) Whoever is holding the item when these 
words are spoken must say the item’s name in their best French. 
If the player gets the answer right, he scores a point. If he gets it 
wrong, he scores a minus point. Continue playing for as long as 
the players are enjoying the game. Make sure everyone has at 
least five goes. Then ask for the players’ scores to find a winner. 
For extra points, and to make the game a bit more difficult, ask 
the players to spell their words, as well as to say them. 
 
Il, Elle et Nous 
Age Range: 10 to 14 year olds 
Players Required: 3 or more, plus parent 
Materials: Parent’s list of French verbs, if desired. 
Directions: Before the game starts, remind the boys that their 
pronoun is “il”, and the girls that their pronoun is “elle”. Also tell 
the players that the whole group together can be referred to as 
“nous”. Now, tell the players that they can wander around the 
room, but when the parent calls out a pronoun and verb, the 
appropriate group of children should stop and act out the action of 
the given verb. If “il mange” (he is eating) is called out, the boys 
must pretend to eat something and the girls must stand still. If 
“elle saute” (she is jumping) is called out, the girls must jump up  
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