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Chapter 2: Games for Teenagers ⃇

Balloon Pop ⁤

Balloon Pop involves players popping balloons to reveal hidden

prizes or challenges.

How to Play:

• You need balloons, markers, and small prizes/challenges

• Write prizes/challenges on paper slips and place inside

balloons before inflating

• Players take turns selecting and popping balloons

• Retrieve and follow instructions for prize/challenge inside

• Various popping methods: sitting on balloon, using pin, etc.

Balloon Pop encourages excitement, surprise, competition, and

promotes teamwork.

Minute to Win It ᆜ

Minute to Win It involves players completing challenges in

under one minute.

How to Play:

• You need household items and selection of challenges with

clear instructions

• Players work alone or in teams

• Each player/team attempts to complete challenge within

one minute

• Examples: stacking cups, blowing up balloons, bouncing

ping pong balls into cups
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• Successful completion within time limit earns a point

Minute to Win It encourages speed, agility, problem-solving,

and promotes friendly competition.

The Human Knot

The Human Knot involves players creating a “human knot” by

holding hands andworking together to untangle without letting

go.

How to Play:

• Players stand in circle and hold hands with two different

people (not directly adjacent)

• Once everyone holds hands, work together to untangle the

knot

• Players can step over/under others’ arms while untangling

• Communication and coordination are key

• Success means untangling everyone without breaking the

hand chain

The Human Knot encourages teamwork, problem-solving,

physical coordination, and communication.

Sardines⃻

Sardines involves players hiding in confined spaces and search-

ing for hidden players.

How to Play:

• One player designated as “it” hides while others count
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• After counting, players search for the hidden “it”

• When finding “it,” players must hide with them

• Continue until everyone has found the hiding group

• Last player to find the group becomes new “it”

Sardines encourages teamwork, creativity, problem-solving,

and promotes group bonding.

Mafiaⅆ

Mafia involves players taking roles as townspeople andmafia

members in a fictional town. Townspeople must identify and

eliminate mafia before they take control.

How to Play:

• Players assigned roles: townspeople, mafia members, or

special characters

• Game proceeds in day and night phases

• Day phase: Players discuss and vote on suspected mafia

members

• Player with most votes is “lynched” and removed

• Night phase: Mafia chooses player to “eliminate”

• Special roles (detective, doctor) have unique abilities

• Continue until all mafia eliminated or mafia outnumber

townspeople

Mafia encourages critical thinking, strategy, social deduction,

and group bonding.
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Capture the Flag⁫

Capture theFlag is anoutdoor teamgamewhereplayers compete

to capture the opposing team’s flag while defending their own.

How to Play:

• Players divide into two teams with designated bases and

flags

• Teamsmust protect their flag while trying to capture oppo-

nent’s flag

• If tagged by opponent in their territory, player is “captured”

and goes to jail

• Captured players can be released by teammates

• Game continues until one team successfully captures oppo-

nent’s flag and returns it to base

Capture the Flag encourages teamwork, strategy, physical

activity, and group bonding.

Werewolf№

Werewolf involves players as villagers and werewolves in a

fictional town. Villagersmust identify andeliminatewerewolves

before they take over.

How to Play:

• Players assigned roles: villagers, werewolves, or special

characters

• Game proceeds in day and night phases

• Day phase: Players discuss and vote on suspected were-

wolves

xviii



SECTION I: ICEBREAKER MAGIC

Breaking Down Barriers, Building Connections

1. The Name Symphony

Turning Introductions into Musical Memories

Age Adaptations:

• Children 4-8: Use simple hand claps with names

• Tweens 9-12: Add rhythm patterns and body percussion

• Teens 13-17: Create rap-style name introductions

• Adults 18-65: Incorporate musical styles from their era

• Seniors 65+: Use familiar songmelodies as name vehicles

Player Variations:

• 2 players: Create a duet conversation

• Small groups 3-8: Circle format with building harmonies

• Medium groups 9-20: Divide into sections like a choir

• Large groups 20+: Wave formations with echo effects

Equipment & Setup: Open space, optional musical instruments

or backgroundmusic
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Core Rules: Each person states their name with a unique

rhythm, tone, or musical style. The group echoes back their

name using the samemusical pattern. Each subsequent person

adds to the growing symphony.

WinningConditions: Success ismeasuredby everyone feeling

heard and remembered, not competition.

Variations:

1. Emotion Symphony: Names are sung with different emo-

tions

2. Cultural Melody: Use musical styles from participants’

backgrounds

3. Story Songs: Names become part of an improvised story-

song

Real-Life Anecdote: I’ll never forget the corporate retreat

where a shy accountant namedMargaret whispered her name

barely audibly. By the third round, when 47 colleagues were

chanting “MARGARET!” with jazz-hands enthusiasm, she was

beaming. Six months later, she told me that moment gave her

the confidence to speak up inmeetings. The power of being truly

heard can change everything.

2. Human Scavenger Hunt

Discovering Hidden Treasures in Every Person

Age Adaptations:

• Children 4-8: Simple physical traits (“Find someone wear-

ing blue”)

• Tweens 9-12: Fun facts and hobbies (“Has a pet turtle”)
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SECTION I: ICEBREAKER MAGIC

• Teens 13-17: Pop culture and aspirations (“Wants to be

TikTok famous”)

• Adults 18-65: Life experiences and skills (“Speaks three

languages”)

• Seniors 65+: Life stories and wisdom (“Lived through the

moon landing”)

Player Variations:

• 2 players: Interview format with rotating questions

• Small groups 3-8: Everyone seeks everyone format

• Medium groups 9-20: Timed rounds with different cate-

gories

• Largegroups20+: Teams competing to complete categories

Equipment&Setup: Prepared lists of traits/experiences,writing

materials optional

Core Rules: Participants mingle to find people who match

specific criteria on their list. Each person can only be used once

per list. Encourage conversation beyond just checking boxes.

Winning Conditions: First to complete their list, or most

connections made in time limit.

Variations:

1. Reverse Hunt: People become the items - act out traits for

others to guess

2. Story Web: Eachmatchmust include a 30-second story

3. Chain Hunt: Each found person gives you the next clue
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