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INTRODUCTION 
If you have children, teach children, supervise children or entertain them, then this is the book for 
you. It is a games book like no other. Whether you are a parent, a school teacher, a Cub Scout 
Leader, a childcare worker, a home-schooling family, a Sunday School teacher or a recreation 
leader, you will find, within these pages, games and activities to exercise the muscles and minds 
of the children within your care. The book is divided into three main sections, each focusing on a 
different aspect of a child’s development:  

·  physical and mental skills 
·  life skills 
·  academic skills 
 

·  The first section concentrates on physical and mental games played just for fun and 
fitness. The games could be played in the park at children’s birthday parties, on Cub 
Scout Pack Nights, or between school lessons as a reward for good work. 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 lessons, homework or bedtime, outdoor 
games to encourage a love of nature, and also water, campfire and theme games for 
family weekend outings, school camps and Pack holidays. 

 
·  The second section contains life skill games to help teach and practice 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, and are an integral part of Scouting programs. 
Outdoor educators, recreation and youth leaders, parents and teachers will all 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 teachers and home-school families 

with ideas and games in math, language arts, science, history, geography, foreign 
languages, art and music. Some of the games are easier for younger or less able students, 
while others are more advanced and would challenge students 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. Many games require a “Games Circle”, an item commonly found on the 
floors of Cub Halls. For those who are unfamiliar with the “Games Circle”, it is just a big circle 
for the players to stand on, and can be drawn on the floor or ground with chalk. 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 boys and girls explore, 



 

discover and grow by playing while they learn. By using this comprehensive book of games, I 
hope that others will gain the same sense of enjoyment and satisfaction as I have had, in 
providing children with fun, fitness and learning through play. 
 
Modifying the Games for Smaller Numbers of Children: 
The games in this book are set out to suit groups of children in a school class, Cub Pack, Sunday 
School group or after-school care center, and are played in teams. However, for family groups of 
just two or three children, the games are easy to modify. Where the directions for a game use the 
word “team”, just substitute the word “player”, so that instead of having, say, three teams 
competing against each other in a race, you will have three players racing each other. In a relay 
where each member of a team may run once, ask the individual players in a small group to run 
two or three times instead. With many games, especially in the “Life Skills” and “Educational” 
sections of the book, single players can enjoy the activities with a parent, and instead of 
competition between players, these single children can play the games just for the sheer pleasure 
of having fun and learning.  
 
This book has a “sibling” called “Family Games”, (ISBN: 978-1-84799-371-7), which is almost 
identical, but with the games already modified to suit small groups of between one and six 
players. Some parents may find that this sibling book is more suitable for their purposes. 
 
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 adult Games Leaders to 
ensure that risks are minimized 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 practice, under adult supervision, to thread a needle, 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 minimized 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 
mom’s back” under the bed! It is only natural that children will want to experiment, and by 
allowing them to take controlled risks during organized 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 
Games Leader who is describing the scene. These descriptions help to make the games far more 
exciting for the children. If, however, a Games Leader thinks that some of the games are “too 
scary” for certain age groups of children, then it is up to the Leader 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 Games Leaders 
to choose wisely for the particular children in their care. 



 

 
SECTION 1:                  PHYSICAL  AND  MENTAL GAMES  

Games played just for fun. 
 
All the games in this book involve physical and mental activity, but the first third of the book, in 
particular, focuses on physical and mental games for the pure fun of playing. The fast, outdoor and 
water games involve lots of exercise, while the quiet, indoor and campfire games concentrate more 
on the mental aspect. The theme games are a mixture of both the physical and the mental. 
 
                                                               FAST GAMES                                            

Active games for letting off steam and for physical fitness. 
 
1      Number Relay 
Age Range: All age groups 
Materials: Chalk 
Directions: Mark out lines across the hall floor, 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 
Divide the players into equal-sized teams and stand them up at one end of the hall, ready for the 
relay. In turns, the first players from each team run down the hall and back, placing the required 
number of body parts in each zone of the floor, according to the number written in that section. 
For example: Five could equal two feet, two hands and a head touching the floor; 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, the first group home, and sitting down in a 
straight line, is the winning team. 
 
2       Racing Cars 
Age Range: 7 to 10 year olds 
Materials: 1 walking stick and 1 paper cup per team, plus chalk 
Directions: Draw a giant figure of eight on the hall floor, to be the racing track. Put players in 
equal-sized teams in the four corners behind the racing track. Ask the first player from each team 
to place his cup on the floor with his stick inside it, so that it can be pushed around the track like 
a racing car. On "Go", the first players from each team race around the track, pushing their "cars" 
in the designated direction. At the intersection, right of way is given to the first car to arrive there. 
Racers must not overtake each other on the track, but should continue around till they reach home 
and hand the racing car to the next in their team. Racing continues until all the players have raced 
around the track. The first team all home, and sitting down, wins the game. 
 
3       Quick Reflexes 
Age Range: All age groups 
Materials: A stick, bat, pole or spinning plate, plus chalk for the Games Circle. 
Directions: Stand the players on the Games Circle, and give each player a number. The Leader 
squats in the middle with the pole or plate resting upright on the floor, held by a finger. Then the 
Leader calls out a number, and as he does so, he lets go of the pole, or spins the plate, and the 
chosen player must run and grab the object before it hits the ground. If he succeeds, he scores a 
point. Carry on for as long as the players are enjoying the game, and then see who has the most 
points. 
 
 



 

                                                              QUIET GAMES 
Mental challenges and slower games for quietening children down. 

 
45       String Race 
Age Range: All age groups 
Materials: Per team 1 ball of string with a clothes pin attached to one end. 
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 who is first to have the 
peg and string out of the shorts and rolled back up into a ball, with the teams sitting down at the 
end. 
 
46       Half and Half 
Age Range: All age groups 
Materials: 1 piece of newspaper per group; several groups of 3 players. 
Directions: Arrange the players into groups of three. Give each group a large piece of newspaper 
(Broadsheet). On "Go", each group must stand on their piece of paper. Then the Leader calls out 
"Halve it!" and the groups 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 Leader calls 
"Halve it!" and the groups 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. 
 
47       Bring it to Me Now! 
Age Range: 7 to 10 year olds 
Materials: 1 bucket of mixed items per team, 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 in four teams in each corner of the room with their buckets of items. 
Ask them to choose a runner for their team. Call out an item to bring to the Leader. Players must 
race to find the item, give it to their runner and be the first to deliver it to the Leader. The first 
team to do so scores a point. Continue the game until items are exhausted and find the winning 
team. 
 
48      Grab Bag 
Age Range: All age groups 
Materials: Prepare a bag full of items, with 2 hand entry points for feeling objects. 
Directions: Choose two players to hold the bag steady. Separate the rest of the players into two 
teams sitting in rows opposite each other, with the bag between them. Pair players off on each 
team, giving each pair a different number. To start the game, call out one of the numbers. The 
two players called, go up to the bag, put their hands in, and the Leader 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 for his team. Carry on until everyone has had a go. 
 
49       The Devil’s Potholes! 
Age Range: All age groups 



 

OUTDOOR GAMES 
Games for physical activity and to encourage a love of nature. 

 

85      Countries 
Age Range: All age groups 
Materials: 1 tennis ball 
Directions: Each player chooses the name of a different country, and everyone makes sure they 
know which country everybody is. All the players stand in a circle, with the Leader in the middle 
holding a ball. The Leader 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 
fly if possible. The others run for their lives, as fast as they can. If the ball is caught on the fly, 
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 fly, 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. 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 turn. 
 
86      Street Monopoly 
Age Range: All age groups 
Materials:  Lists of errands and their prices, (1 list for each team and 1 for each Leader), answers 
for the Leaders, and plenty of adult supervision, especially across roads. 
Directions: In teams, 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. Each team, with its Leader, 
must walk quickly around the streets, finding the information in a given time. The Leaders should 
make sure their teams are going in the right direction, and that they get home in the given time, 
but mustn’t help answer the questions. The winning team is the one which “earns” the most 
money by having the most correct answers. Information could include things such as:-  
What type of tree is situated outside 42 Lennox St? Value = $12. What color is the roof at 21 
Baldwin St? Value = $6.  Where is the closest payphone to the Hall? Value = $15. At what 
intersection is the nearest roundabout? Value = $18.  Does 52 Rosedale Rd. have a double or 
single garage? Value = $7.  Approximately what decade do you think the house at 15 Edward St. 
was built?  Value = $25, and so on. 
 
87      Explorers 
Age Range: All age groups 
Materials: Paper, biro and 1 compass per team, 1 bright paper streamer. 
Directions: Form two equal teams. One is the Exploring Party and the other is the Search Party. 
The Explorers go off into the forest with their paper, biro, compass and streamer, plus a Leader 
for supervision. At various intervals, they leave clues to their whereabouts. e.g.) We are 
proceeding due south. We have gone in the direction of the hill. We have gone ten paces west of 
the big oak tree. We have taken a bearing of 185° and gone twenty paces. At each location, a new 
clue is left buried, with a streamer hanging or placed above it to indicate where it is. After about 
fifteen minutes, (or when eight to ten clues having been planted), the Explorers stop where they 
are and wait for the Search Party to find them. They must keep quiet. The Search Party goes out 
with their paper, biro and compass, as well as another Leader, looking for the clues that will lead 
them to the Explorers. Leaders should check that the bearings taken and clues given are accurate. 
When finished, swap sides and repeat, if desired. This game is a fun way to learn about how to 
take bearings with a compass. 



 

                                                             CAMPFIRE GAMES 
Quiet games for around the evening campfire, or for rainy days indoors. 

 
104      Do You Want to Come to My Party? 
Age Range: All age groups 
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 another Leader 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. 
 
105      Ruler & Cellophane Tape Game 
Age Range: All age groups 
Materials: 1 ruler and 1 large reel of cellophane tape. 
Directions: First of all, pass the ruler around the group and ask the players to mime an object that 
is about the same sort of shape. e.g.) The ruler could represent a conductor's baton, a pencil, a 
telescope, a harmonica, a moustache or a toothbrush. When all the players have had a go, pass 
around the cellophane tape, and let the players think of objects that this shape could represent. 
e.g.) a bangle, a bowl, a Frisbee, a hat, a halo, a doughnut, and so on. The more imaginative the 
mimes are, the more fun the game will be.  
 
106      Going Shopping 
Age Range: All age groups 
Materials: Nil 
Directions: Tell the players that we have all been to the shops and bought something. Ask each 
player to mime what he bought and let the other players try to guess what it is. e.g.) A piano, 
binoculars, a hat, ice-cream, trousers, tissues, toothpaste, and so on. 
 
107      Letter Squiggles 
Age Range: All age groups 
Materials: 1 dark, felt-tipped pen per player, 1 piece of paper per player, each with a different 
letter of the alphabet drawn onto it (also in dark ink so it is easily visible 'round the campfire).  
Directions: Hand out the pens and the alphabet paper to each player, and ask the children to use 
their imaginations to turn their letters into pictures. The letters can be turned in any direction to 
give ideas for interesting squiggles. e.g.) An “S” could become a snake, and an “M” could 
become two snow-capped mountains. When finished, take turns to show and describe the pictures 
that have been created.  
 
108      Travel Bag 
Age Range: All age groups 
Materials: Nil 
Directions: Tell the players we're going on a world trip and that we will have to pack our bags 
carefully. Taking turns around the campfire, let the players add another item to the travel bag, 
remembering to say all the items that have gone before. Every so often, change the destination, so 
that different items have to be put in. If the players are struggling to remember a long list of 
items, let them say only the items added after the destination has changed. e.g.) The game will  



 

                                                               WATER GAMES 
Games for cooling off on a hot day without a pool. 

 
112      Running the Gauntlet 
Age Range: All age groups 
Materials:  Plenty of water pistols and buckets of water. Raincoats. Players in swimming 
costumes or rough clothes. (Ask players, the day or week before, to bring these things).  
Directions: Play this and all the other water games outside. Split the players into four teams, and 
let three of these teams form an alleyway, through which the remaining 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, with only their raincoats for protection. 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. 
 
113      Slippery Tug of War 
Age Range: 7 to 10 year olds 
Materials: Long sheet of plastic, hose or water buckets and access to a tap. Detergent optional. 1 
long rope with 2 ribbons attached 1 yard (meter) 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. 
Organize two teams to play “Tug of War” by positioning the teams 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 challenge of this game is the difficulty involved in trying to 
pull the other team across the line on such a slippery surface.  
 
114      Water Fight 
Age Range: 7 to 10 year olds 
Materials: Plenty of cardboard boxes and water-bombs. Leader's whistle. 
Directions: Form two teams, give the players ten minutes to build a team fort out of boxes and to 
load their water-bombs. Then let them have a water battle, and when the whistle blows after a 
certain time, see who has the most fort left intact, the fewest water-bombs exploded around their 
territory, and the driest players. This is the winning team. 
 
115      The Money Well 
Age Range: All age groups 
Materials:  1 bucket two thirds filled with water. A dime at the bottom of the water and a nickel 
to be used by the players. 
Directions:  Let the players take it in turns to try to get the nickel to land on top of the dime, by 
very carefully holding the smaller coin at surface level and letting it drop through the water onto 
the larger one. Every player that succeeds scores a point for his team. This is quite a difficult 
game, but is great fun. 
 
116      Blabber Mouth 
Age Range: 7 to 10 year olds 
Materials: Disposable cups and a water supply. 
Directions: Give each player a small cup of water and let the children take it in turns to take a 
mouthful of water and then, holding the water in their mouths, to say a tongue twister. Words 
starting with "s" and “p” are very difficult to say with water in the mouth, so tongue twisters such 
as: “Silly Sally saw sixty-six sticky thistle sticks on the seashore” or “Peter Piper picked a peck  
  



 

                                                             THEME GAMES 
Game “packages” based on various themes for fun and learning. 

 

THEME   I:                                        “SPACE ALIENS” 
This program is designed for use at a weekend, school or vacation camp and would be best run 
with access to a sandy beach with nearby playing field. (A wet weather program of indoor games 
should be planned in case it rains). The activities are suitable for 7 to 12 year olds. 
 

Friday Night:- 
7.00 - Arrive, bags to rooms, then to hall for Activity #1 (Craft- Design & Making of a Space 
Helmet).                                                  
8.15 - Snack and Rules of Camp. Placing of children in their Space Teams for the weekend. 
8.45 - Clean teeth and to bed. Lights out and strict silence! 
 

Saturday:- 
7.00 - Up, dress, tidy rooms, to hall with mess kits (bag with plastic plate, bowl, cup, cutlery, tea-
towel). 
7.40 - Breakfast and washing of dishes. (Children should wash own mess kit items and hang their 
own tea-towel out to dry when finished). 
8.45 - Activity #2 (Building of Spaceships and Team Space Race). 
9.45 - Activity #3 (Field Games with Space Themes, in rotation if there are large numbers of 
children).    
10.45 - Morning "Space Rations". 
11.00 - Activity #4 (Which Planet are We? A Navigation Game). 
12.00 - Wash hands and to hall with mess kits.  
12.15 - Lunch. 
1.00 - Activity #5 (Lost in Space! A Hide, Seek and Stalking Game). 
2.00 - Walk to beach, with buckets and spades, towels and swimming costumes. 
2.30 - Activity #6 (Beach Craft- Sand Models of Space Aliens and/or Flying Saucers). 
3.15 - Judging by players and Leaders of best model, followed by a secret ballot to choose a 
winner. 
3.30 - Paddle, swim, casual play on beach. (Leaders to explain safety rules for swimming). 
4.30 - Arrival back at Camp, and afternoon Space Rations. 
4.45 - Free time to wash, dress and play on field. (Leaders to supervise Baseball or Chasings). 
Leaders to decide on winners of Lost in Space and Beach Craft activities, to be announced at 
Dinner with small prizes to the winners.                                                                                                                                      
5.45 - Dinner and prize giving. 
6.45 - Activity #7 (Telescope and Binocular Star Gazing or, if raining, visit by Astronomy Club to 
give film, slide show, demonstration or talk). 
7.45 - Activity #8 (Campfire Games and Storytime). 
8.45- Teeth, Bed & Silence! 
 

Sunday:- 
7.00 - Rise and Shine. Dress, mess kits to hall. 
7.45 - Breakfast and Washing Up 
8.30 - Activity #9a:  How Big is the Solar System? (Mapping Scale for Older Players), plus 
Activity #9b: Space Compass Drawings (Compass Directions for Younger Players). 
9.30 - Three Throw Cricket, Game #103, and Helicopter Skipping, Game #27. 
10.30 - Morning Space Rations. 
10.45 - Space Quiz played as in the Tic-Tac-Toe Quiz, Game #67, and Stuck in the Mud, Game 
#20. 
11.30 - Clean up, pack up, tidy rooms. Pack gear ready for transport home. Mess kits to hall. 



 

SECTION 2:                           LIFE SKILL GAMES 
Games to teach a variety of important life skills. 

 
The following games are designed to give children worthwhile skills which they can use 
throughout life, not only for their own benefit, but also for the benefit of others in the community. 
Children can be given a real sense of self-confidence, self-reliance and self-worth, when they 
know how to do first aid, how to read a map, how to keep safe in the home, on the road or in the 
water, how to cook, sew and use tools. These life skills can set children on the road to 
independence. The best place for children and teenagers to learn these skills is through 
organizations such as Cubs, Brownies, Scouts and Guides. The following pages are just a 
summary of what Scouting and Guiding have to offer.       
 
                                                        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 their memories, 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.  
 
153           Sensory Games  
a)   Sight 
Age Range: All age groups 
Materials: 10-12 objects such as a pen, a thimble, a cookie, an eraser, an orange and so on. 1 tray 
and 1 hand towel, or 1 box. 1 piece of paper and a pencil per player. 
Directions: Lay the objects on a tray and cover them with a hand towel. Sit the players down in 
front of the tray and remove the hand towel for about thirty seconds, so the children can 
memorize as many objects as possible. Alternatively, let the players watch as you throw the 
objects into the 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 
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 water from a jug into a cup, 
rubbing chalk off the blackboard, cutting paper with scissors, opening a window, drawing the 
curtains, and so on. 
 
c)   Touch  
Age Range: All age groups 
Materials: Various objects placed inside several socks, plus paper and pencil per player. 
  
                                                        



 

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. 
 
167        Traffic Light Health Quiz 
Age Range: 7 to 10 year olds 
Materials: List of health and first aid questions for the Leader. 
Directions: The Leader acts as a set of traffic lights up at one end of the hall. All the players 
stand down at the other end. The Leader calls out "Green" and turns his back on the players, who 
then proceed to do lollypop steps along the hall towards the Leader. Next the Leader calls out 
"Orange", and then "Red Lights". The Leader 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 Leader without being seen. The game is repeated until all or most of the players have 
been asked a question. 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.  
*What is the first thing you do if someone has been burnt or scalded?  
*Why do we wash our hands after going to the toilet?  
*What happens to children while they sleep?   (they grow) 
*How many hours sleep should children have each night? (10-12)  
*Name three ways in which we can keep our feet in good condition.  
*Why should we take a first aid kit on a hike or to camp?  
*What do we put on a wound, before covering it with a bandage?  
*Name three unhealthy foods we should only eat sometimes?  
*Why do we leave the fingers out of an arm sling?  (to check on circulation) 
*Name two things that are so bad for you, that you should never have them. (cigarettes and illegal 
drugs) 
*How do you treat someone who has been bitten by a poisonous snake or spider? 
 

168       Good to Eat 
Age Range: 7 to 10 year olds 
Materials: 1 ball or beanbag 
Directions: Stand the players on the Games Circle with the Leader in the center holding the ball 
(beanbag). The Leader calls out a letter of the alphabet and throws the ball to a player. The player 
must think of a healthy food or drink that starts with that letter. When he gets it right, the player 
calls out another letter and throws the ball to the player of his choice. Let the ball pass from                                                                



 

SAFETY 
Learning how to keep safe at home, on the road, in the water and in the woods are very important 
skills for children to develop. Leaders should talk to the children about the dangers around the 
home, such as frayed electric cords, open fireplaces and poisons in cupboards. Children should be 
taught how to ride a bike safely, and they should know the road rules and hand signals. In the 
water, they should know never to dive into a pool or river without first checking the depth, they 
should know how to tread water and how to save a drowning person, without risking their own 
lives, by throwing them a rope or a floating object of some sort. When hiking, they should know 
what to do if they are separated from their group, how to do first aid, how to light and extinguish 
a cooking fire safely, so as not to start a forest fire, and they should know what to do for survival, 
should they be caught in a wildfire. Unfortunately, they should also know about “stranger 
danger”, and should know to tell someone they trust if “inappropriate” advances have been made 
to them. 
 
176      Safety Mime Rhymes 
Age Range: 7 to 10 year olds 
Materials: Leader's safety rhymes to read out. 
Directions: Read out the following safety rhymes, one at a time, and ask the players to mime the 
actions: 
1) The kerosene looked a lovely drink. Poor Tim’s been sick and cannot think. 
2) The polish was shiny. The mat went slip. Old Grandma’s got a broken hip. 
3) The pill on the table looked just like a candy. But for poor, little Jane, it wasn’t so dandy. 
4) Toys and books were everywhere. Marbles and skates were on the stair.  
    Dad was roaming, counting cash, when, bang, he had a shocking crash. 
5) The kitchen knife was sharp and brittle. Now Jenny’s finger’s very little. 
6) The guard was taken off the heater, and third degree burns have happened to Peter. 
7) Bill chased the ball onto the street. His heart has stopped and will not beat. 
 
177      Home Safety Test 
Age Range: 7 to 10 year olds 
Materials: Set up a kitchen (or other room) with dangers for the players to observe. Paper and 
pencil per player. 
Directions: Send the players into the kitchen in teams, one group at a time. Give them one or two 
minutes to look around, and then call them out to write down the dangers they saw. Send the next 
team in, while the others are writing down their answers. The team with the most correct answers 
wins the game. Dangers to set up could be such things as:- 
 
* Saucepan handle pointing out from the hotplate.  
* Iron resting face down on the ironing board.  
* Electric heater or toaster near overhanging towels.  
* Electric jug cord hanging over the edge of the bench top for a toddler to pull on. 
* Frayed electric cord on an appliance.  
* Pills open on the bench.  
* Poisons in an open or unlocked cupboard. 
* Matches left to play with.  
* Sharp knives handy to toddlers.  
* Coffeepot on the edge of a table. 
* Too many plugs in a power outlet.  
* Sharp lid from an opened can left on the table. 
 



 

                                                                 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, and 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 practice and perfect these skills while 
young, will give them a solid foundation for navigation in later life. 
 
191      Compass Pictures 
Age Range: 7 to 10 year olds 
Materials: 1 pencil, piece of graph paper and ruler per player, plus Leader's list of directions. 
Alternatively, 1 compass per team, 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 follow the compass bearings and distances 
given by the Leader 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 
truck:- 
1N, 1E, 6N, 8E, 3S, 4E, 3S, 1E, 1S, 2W, 1S, 1SW, 1W, 1NW, 1N, 4W, 1S, 1SW, 1W, 1NW, 1N, 
2W. With the ruler, join the dots and you should have a picture of a truck, if you have followed 
the directions correctly.    
    When the players understand compass bearings (directions), play the game outside in teams, 
using lollipop steps for measuring distance, sticks in the ground for dots, and wool or string to 
“join the dots” to make the pictures. Alternatively, use pebbles to mark the points and then draw 
lines in the dirt to join the dots. Give a compass to each team. In turns, ask each player to hold his 
compass flat, close to his body and directly over the stick (or pebble), then set the compass 
direction in line with the “direction of travel” arrow. Once this is done, tell the player to turn his 
body slowly around, keeping the compass directly in front of him, until the swinging needle lines 
up inside the north arrow. Then do the correct number of lollipop steps in the direction of the 
travel arrow, and place a new stick or pebble at this location. Carry on in this manner until all the 
instructions are completed, join the dots, and see what picture has been created. Bearings can be 
given by two methods. Start with easy bearings such as N, S, NW and SE, for beginners and 
younger children. For older children, or once the children are confident with these directions, 
give more accurate bearings, such as 45 °, 215°, 180° and so on. 
 
192      Contour Diagrams 
Age Range: All age groups 
Materials: Contour map of the local area for the Leader. Paper and pencil per player. 
Directions: Before playing this game, teach the players about how contour maps are constructed, 
with contour lines representing changes in height. Then take the players to an elevated spot where 
they can view the area shown on the Leader’s map, but do not show the map at this stage. Sit the 
children so they can look out over the scenery and give them each a pencil and piece of paper. 
Point out the hills, the rivers, the flat ground, the cliffs, and any other interesting feature such as a 
railroad track or power lines. Ask the players to try to draw their own contour map of the scene in 
front of them. When they have finished, show the children the genuine contour map of the area, 
and let the players see how well they have managed with their own map. Again, point out the real 
scenery and show where it is on the map. 
 
193         Compass Dial 
Age Range: 7 to 10 year olds 



 

SECTION 3:                        EDUCATIONAL GAMES 
Games to consolidate academic learning in a fun, non-threatening way. 

 
All the following games should be played at a level suitable for the players’ age group and 
ability. Although the games shown ahead are mainly for elementary to junior high level, Leaders 
can easily modify them to incorporate more advanced learning for senior high school students. A 
couple of examples of these are included at the end of the Science Games section. Any games 
involving knowledge not known by the players should be commenced with a short lesson to 
explain that knowledge. The games can then be used to reinforce the lesson just given, or to 
consolidate previous learning. 
 
                                                               MATH  GAMES 
 
244        Operation? What Operation? 
Age Range: 7 to 12 year olds 
Materials:  Signs with each of the mathematical operations (+, �, ×, ÷, � , x², x³), attached to the 
walls around the hall; Leader’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 around the hall, 
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 in the hall. The first player to 
reach the correct location wins a point for himself. (Ask the players to keep their own scores in 
their heads and to be honest about it!)  
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 
For more competitive play, after a few practice runs, tell the players that the last one to the sign 
will be out, and keep playing until there is just one winning player remaining at the end of the 
game. 
 
245        Clocks 
Age Range: 7 to 10 year olds 
Materials: Chalk 
Directions: This game needs thirteen players per clock. Leaders can occupy any empty places on 
the clock face, if there are not quite enough players. For each clock that is playing, draw a Games 
Circle on the floor, and place numbers one to twelve as they appear on the clock. Also place a 
spot in the center of the clock where the hands go. Stand the players on the clock face at each 
hour, with a Leader or player standing in the center spot. Then the Leader calls out a time. Start 
with easy times at first, such as 3 o'clock. The players standing on the appropriate numbers must  



 

                                                             ENGLISH  GAMES 
 
255           What’s That Word? 
Age Range: 8 to 12 year olds 
Materials: 9 signs with the following parts of speech written on them: noun, pronoun, adjective, 
verb, adverb, preposition, conjunction, interjection, article. Leader’s list of words to call out.   
Directions: Stick the nine signs in various places around the room, 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. 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 
 
256             Noun Warfare! 
Age Range: 8 to 12 year olds 
Materials: Leader’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. 
     Now split the group into two teams. One team is the Common Nouns and the other is the 
Abstract Nouns. Stand the teams against the walls at opposite ends of the hall. Tell them that the 
wall behind them is their Home Base. Explain that when you call out a word, the players must 
decide whether it is a common noun, an abstract noun, or not a noun at all. If the word is a 
common noun, then the Common Noun team can take one step forwards. If the word is an 
abstract noun, the Abstract Nouns can move forwards one step, and if the word is not a noun at 
all, the players must stay still. If a player moves when he shouldn’t have, that player must join the 
other team. As the game progresses, the Commons and the Abstracts will get closer and closer 
together. When the teams are only two yards (meters) apart, call out “Attack!” and the Common 
Nouns must chase the Abstract Nouns and try to catch them before they get back to their Home 
Base. Any Abstract Nouns that are caught must join the Common Noun team. Repeat the game, 
but this time, tell the Abstract Nouns that when you call out “Attack!”, it will be their turn to 
chase the Common Nouns back to Home Base. Keep playing the game for as long as the children 
are enjoying it. Examples of Common Nouns, Abstract Nouns and Non-Nouns could be:- 
 
Common                           Abstract                    Non-Noun 
apple, chair, jet  beauty, rage through, she 
horse, carpet, car  anger, headache the, speak, to 
pencil, hospital fear, kindness  and, because 
pillow, tomato  education, love but, under, them 



 

                                                         SCIENCE  GAMES 
The following Science Games consist of a short talk before each activity, not only to act as “food 
for thought” but also to set a background for the games. Hopefully, equipped with a little extra 
knowledge, the players will enjoy their games all the more. Some of the activities ahead involve 
more difficult challenges for junior and senior high school, but the games can easily be modified 
to suit any age group. 
 

·  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 airplane 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 airplane, 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.  
 
265          Airplane Anatomy               
Age Range: 7 to 12 year olds 
Materials: 1 photocopied diagram of a basic airplane, with parts to be labeled & 1 pencil per 
player. 
Directions: Using the airplane diagram ahead, 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 diagrams: 
 

1) Cockpit                        5) Undercarriage                  9) Tailplane 
2) Propeller                      6) Aileron                            10) Fuel Tank 
3) Fuselage                       7) Elevator                          
4) Engine                          8) Rudder                
 
Then give a short quiz to see who remembers the functions of the rudder, aileron, elevator and 
propeller, and see who can best explain how a wing works to create uplift. 

 

Longer distance; Faster wind; Lower pressure. 

Shorter distance; Slower wind; Higher pressure. 

Uplift  Uplift  

WING 



 

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 Civilizations: 
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 “Civilization” involves. What are the essential differences 
between a civilized society and other cultures? Would a hunter-gatherer culture, or a nomadic 
herding culture, be described as civilized? Would an agricultural township, which produced 
enough food to allow some specialized occupations such as metalworking, pottery and weaving, 
be described as civilized? Would a society without the ability to write and keep records of its own 
affairs be civilized?     
 

276             Who Done It? 
Materials: Leader’s list of items related to the different ancient civilizations being studied. 
Directions: Divide the players into two equal teams and sit them down on the floor, each team 
facing the other, with legs out straight touching the opposite players’ feet. Give the players on 
each team an identity, so that children whose feet are touching their opponent’s are a pair with 
the same identity. For example, the first pair of players may be Romans, the second pair Greeks, 
the third Chinese and the fourth Egyptians. The fifth pair would be Romans, the sixth Greek, and 
so on. Tell the players that you are going to call out an item related to one of the ancient 
civilizations, and when a pair recognizes the item to belong to their culture, that pair must quickly 
get up, run to the front of the line of players, stepping between the legs, then around behind their 
own team and back down the other end of the line of players to their place. The first of the pair 
back to his place and sitting down, wins a point for his team. Remind the players that they must  
keep their legs flat on the floor and still, or they might be trodden on. Play until everyone has had 
at least one go and keep score to see which the winning team is. Examples of items and cultures 
could be something like the following:- 
 

Item                                      Culture                     Item                                            Culture  
Julius Caesar  Roman                     Tutankhamen                              Egyptian 
Acropolis  Greek                       The Nile                                      Egyptian 
Hieroglyphics  Egyptian                   Printing                                  Chinese 
Silk  Chinese                    Vowels                                       Greek 
L = 50  Roman                     The Yellow River                       Chinese 
Afterlife  Egyptian                  Romulus and Remus                   Roman      
Terracotta Warriors  Chinese                    Public Baths                                Roman 
Parthenon  Greek                       Fireworks                                    Chinese 
Democracy  Greek                       The Scientific Method                Greek     
Paper Money  Chinese                    Aqueduct                         Roman 
 



 

                                                         GEOGRAPHY  GAMES 
 

285       Around the World 
Age Range: All age groups 
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 team. 
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, follow a bearing of 15° for 50 paces to the first landmark. Now, 
divide the players into teams and give each group a pencil, sheet of paper and a compass. If 
possible, have a Leader with each team for supervision. To play the game, the teams should set off 
at different intervals to follow the trail, identify the landmarks, or state the countries in which each 
landscape might be found, and then return home with their lists of answers. Once all the teams are 
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.  
 
286         Flags and Currencies 
Age Range: All age groups 
Materials: Chalk. Pictures of flags from around the world. Large chart of the main currencies used 
around the world, stuck up on the wall for the players to see. 
Directions: Talk about the flags of the different countries and point out any symbols or history 
behind some of the more interesting flags. For example, the Australian flag shows the country’s 
British origins and political system via the Union Jack, and it also shows its geographic location 
in the Southern Hemisphere via the Constellation of the Southern Cross. Nigeria’s flag consists 
of three vertical bands, with white sandwiched between two green bands. The green represents 
the country’s agriculture, while the white stands for unity and peace. 
   Next, discuss the various currencies used around the world, and see how many of them are 
known by the players. After they have looked at the currency chart for a suitable length of time, 
take it down and draw twelve large circles on the floor, up at one end of the hall. Make the circles 
big enough to hold only three players. Write the name of a different country inside each circle.  
   Now, stand the players at one end of the hall and, alternately, show a flag or call out a currency 
of one of the countries marked on the floor. The players must run to the correct spot, and the first 
three to stand inside the correct circle each win a point for themselves. Keep playing until there is 
an obvious winner. A brief list of some of the world currencies is shown below. Refer to flag 
posters and books for examples of national flags:- 
 
Country                             Currency                         
Australia  Dollar 
Austria  Schilling 
Canada  Dollar   
China  Yuan 
Denmark  Krone 
Finland Markka 
France  Franc 
Germany  Mark 
Greece  Drachma 
India  Rupee 



 

                                                                  LANGUAGES 
Knowing the basics of one or two foreign languages can be an enormous help when traveling. To 
be able to ask for directions, to order a meal or to book accommodation, in the language of the 
country you are visiting, is not only convenient and fun, but also shows respect for the people 
with whom you deal. There is nothing more arrogant than an English-speaking traveler who 
expects the whole world to speak English. Having a go at the host country’s language might 
cause great amusement to the locals, as you struggle to say what you mean, but it is also likely to 
encourage them to treat you more kindly. To be monolingual in this age of internationalism is 
very old-fashioned and also very inconvenient. Even if you don’t travel, learning a foreign 
language is a great exercise for the mind and, in a multicultural society, there is always a 
neighbor nearby with whom you can practice your developing linguistic skills.  
      The next games give a few ideas for practicing vocabulary, grammar, listening and speaking 
skills in three foreign languages. I have used French, German and Latin as examples, because 
these are the languages that I know best, but of course, the ideas in these Language Games can be 
modified to suit any language at all. Many people might question my inclusion of Latin games, 
because Latin is often described as a dead language, but I don’t believe it is dead at all. Latin has  
evolved into modern Italian, French and Spanish. It is also lurking behind almost half the words 
we use in English, and is staring us in the face in our scientific, legal and medical vocabularies. It 
is assumed that the children who take part in these games will have already been studying the 
language for at least several weeks or months, before attempting to play them. 
 

·  French: 
 
297        Qu’est-ce que c’est? 
Age Range: 10 to 14 year olds 
Materials: A collection of everyday objects, or pictures of objects, to pass around the Games 
Circle. 
Directions: Sit the players on the Games Circle and tell them that you are going to give them an 
object, or a picture of an object, to pass around 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 Leader has handed an item to a 
player, it must be passed around the circle until the Leader 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 three 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. 
 
298         Il, Elle et Nous 
Age Range: 10 to 14 year olds 
Materials: Leader’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 Leader 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, all 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 and down, while the boys remain still. If “nous parlons” (we are speaking) is called 
out, all the children can talk amongst themselves. Here are some more to try: marcher (to walk);  


