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Games and Activities

[image: image1.wmf][image: image2.wmf]Clover Kids

Songs and Action Rhymes

Compiled by Joan Donovan, Youth Field Specialist

Red Wagon

You can’t ride in my red wagon!

The wheels are broken and the axle’s draggin!

Sam song, same verse, a little bit louder and a little bit worse!

Chant over and over slowly getting louder and then getting softer until you are just moving your mouth.  

Dr. Knickerbocker
Leader:  Dr. Knickerbocker, Dr. Knickerbocker Number One

Sure got stuck in the bubble gum.
Leader:

	I put the rhythm in my head
	(Nod head and say Ding Dong)

	Now, you put the rhythm in your heads
	(Nod and say Ding Dong)

	Let’s all put the rhythm in our heads
	(Nod and say Ding Dong)

	
	

	Repeat the Dr. Knickerbocker part

Then continue the pattern with:
	

	Put the rhythm in my arms
	(Raise arms and say “Swoosh”!

	Put the rhythm in my hips
	(Wiggle hips and say “Whoo! Whoo!”

	Put the rhythm in my knees
	(Wiggle knees and make a raspberry

	Put the rhythm in my feet
	(Stomp feet and say “Stomp! Stomp!”

	Put the rhythm all over
	(Wiggle whole body and giggle

	
	

	End with Dr. Knickerbocker part.
	


Hi!  My Name is Joe
All say:

Hi!  My name is Joe, I got a wife and a job and a family.  

I work at the button factory.

One day my wife came up to me and said, “Hey, Joe!  Are you busy?”

I said, “Heck no!” and she said, “Good, then do this!”

Raise your right arm up and down and say it all again.

Then raise your right and left arms.

Next add the right leg, then the left.

Finally the head and last wiggle all over!

John Jacob Jingleheimer Schmidt
John Jacob Jingleheimer Schmidt

His name is my name too

Whenever I go out, the people always shout

There goes John Jacob Jingleheimer Schmidt

Ta da da da da da da da

Start loud and repeat over and over getting softer except for the last line, There goes John Jacob Jingleheimer Schmidt, which is always loud.  

If You’re Happy and You Know It
If you’re happy and you know it clap your hands 
(Clap hands twice)

If you’re happy and you know it clap your hands
(Clap hands twice)

If you’re happy and you know it, then your face will surely show it
If you’re happy and you know it clap your hands
(Clap hands twice)

Change the words and actions for next verses:


If you’re mad and you know it stomp your feet
(Stomp feet twice)

If you’re sad and you know it say boo-hoo
(“Cry” boo-hoo twice)

If you’re sleepy and you know it 
(Yawn and lay down on the floor or stretch

If you’re silly and you know it 
(Make a face and a funny noise)

You can add any emotion and action for other verses.  

Humpty Dump

Humpty dump hump humpty dumpty dumpty

Humpty dump hump humpty dumpty dumpty

Then take parts of nursery rhymes or jump rope songs and “rap them” adding 

“Ugh!  Ain’t that funky now?” to the last line.  

After each verse go back to Humpty Dump part.

For example:

Jack and Jill went down the hill to fetch a pail of water

Jack fell down and broke his crown and said, “Ugh!  Ain’t that funky now?”

Cinderella dressed in yella went upstairs to kiss her fella

Made a mistake and kissed a snake and said, “Ugh!  Ain’t that funky now?”

Little Jack Horner sat in a corner eating his Christmas Pie

Stuck in his thumb and pulled out a plumb and said, “Ugh!  Ain’t that funky now?”

Five Little Monkeys jumping on the bed.  One fell off and bopped his head

Mama called the doctor and the doctor said, “Ugh!  Ain’t that funky now?”

Oh I Wish!
Oh I wish I was a little orangy orange

Oh I wish I was a little orangy orange

I’d go squirty squirty on everybody’s shirty
(Act like you are squirting on people)

Oh I wish I was a little orangy orange

Oh I wish I was a little bottle of pop 
(Pop your mouth)

Oh I wish I was a little bottle of pop 
(Pop your mouth)

I’d go down with a slurp and up with a burp
(Run finger down and up on outside of throat)

Oh I wish I was a little bottle of pop 
(Pop your mouth)

Oh I wish I was a little mis-quito

Oh I wish I was a little mis-quito

I’d go bitey bitey on everybody’s nighty 
(Make “pinching” motions)

Oh I wish I was a little mis-quito

Oh I wish I were a little bar of soap

Oh I wish I were a little bar of soap

I’d go slidey, slidey, slidey over everybody’s hiney
(Turn around and wiggle your hiney)

Oh I wish I were a little bar of soap

Six Little Ducks
Six little ducks went out to play

Over the hill and far away 
(Make a hill motion with your hand and then hold it up to your brow looking far away)

When the mother duck said, “Quack, Quack, Quack” 
(Quack with your hands)

Five little ducks came running back

Continue on until there are no ducks and then for the last verse say:

When the father duck said, “QUACK, QUACK, QUACK”
(Quack using both arms!)

Six little ducks came running back!
Father Abraham
Father Abraham has seven sons

Seven sons had father Abraham

And they never laughed and they never cried

All they did was go like this

With a right
(Move right arm up and down and sing it again)

Then on other verses add:

With a right and a left
(Both arms)

With a right and a left and a right
(Both arms and right leg)

With a right and a left and a right and a left 
(Both arms and legs)

With a right and a left and a right and a left and a wiggle!
(Both arms, legs, and a wiggle)

I’m a Little Pile of Tin
I’m a little pile of tin

Nobody knows what shape I’m in

Got four wheels and a running board

I’m a Chevy, I’m a Ford

Honk honk
(Hit forehead twice with palm)

Rattle rattle
(Shake head)

Crash
(Hit chin)

Beep beep
(Hit nose)

Repeat three times and on the 4th time end with just honk honk.

The Bear Song
The leader sings each line and the children repeat it.  Then you all say the verse together before going on to the next verse.  

	The other day

I met a bear

Out in the woods

A-way out there

He said to me

Why don’t you run

I see you don’t

Have any gun

And so I ran

Away from there

But right behind

Me was that bear
	In front of me

There was a tree

The biggest tree

Yippee Skippee

The nearest branch

Was ten feet up

I had to jump

And trust my luck

And so I jumped

Into the air

And I missed that branch

A-way up there
	Now, don’t you fret

And don’t you frown

Cuz, I got that branch

On the way back down

That’s all there is

There is no more

Unless I meet

A bear once more


Head Shoulders Knees and Toes
Whenever you say head, touch your head; when you say shoulders, touch your shoulders; when you say knees, touch your knees; when you say toes, touch your toes, etc.  

Head, shoulders, knees, and toes, knees and toes

Head, shoulders, knees, and toes, knees and toes

Eyes and ears and mouth and nose

Head, shoulders, knees, and toes, knees and toes

Repeat over and over getting faster each time.  For each verse replace one word with a hum.

So the first line of the next verse is:

Hummm, shoulders, knees, and toes, knees and toes
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Activities

The following is a collection of games and activities that were collected from Clover Kids leaders and Extension staff or adapted from games collected by Community Club leaders.  

Bodies Bingo
Make bingo cards with activities or jokes in the spaces.  Each person goes up to another one and tells the joke or does the activity with the other person.  Activities can include hopping, laughing, smiling, shaking hands, winking, singing the first line of a song—like Happy Birthday, etc.  

Crickets and Bugs
The children split into 2 teams—the Bugs and the Crickets.  Chooses a leader for each team.  Make two goal lines about 25 feet apart.  Have each team stand on their goal line; the Bugs should have their backs to the Crickets.  The Crickets should then silently creep up on the Bugs and stand behind them about 2 feet away.  The leader of the Crickets calls out “Run, Crickets, run!” and the Crickets hurry back to their goal line while the Bugs chase and try to tag them.  The tagged Crickets are now Bugs and then the turn is reversed with the Bugs creeping up behind the Crickets and the leader calling out “Run, Bugs, run!” and the Crickets chasing and trying to tag the Bugs to turn them into Crickets.  

Gum and Glove Relay

The children line up in a row.  The first child is given a pair of over-sized gloves and an open package of gum.  They must open the gum and put a stick of it in their mouth before passing the package and gloves to the next person.  (Can be done with teams as a “race”—be sure to have enough gum for all!)

Hula Hoop Relay

The children hold hands while standing in a circle.  The hula-hoop is put around one child’s arm.  He must pass it from him to the next child without letting go of the others’ hands by ‘contorting’ his body to pass the hoop.  Continue until the hoop has been passed through the entire circle.  (You can time each round and try to get faster or add more hoops.)  

Catch the Ball Name Game
Stand in a circle.  The first person says someone’s name as they toss/bounce a ball to that person who catches it.  That person then says another name while bouncing the ball to them.  This continues until all have caught the ball.  Keeping the same order, try to toss/bounce and catch the ball faster; may add more balls.  

Fan Race
Two teams, with a starting point and finishing point.  The first person on each team is given a ping-pong ball and paddle.  The ball is put down on the starting point.  At a given signal, the first player fans the ball across the room to some designated line or spot.  The ball cannot be hit or touched in any way.  The ball is moved only by fanning it with the paddle.  If the ball is hit or moved in another manner, the player must get the ball and go back where the “fowl” was committed and start again from there.  After reaching their finishing point, the ball must be fanned back by the next player on the team and so forth.  (Or each player could run back with the ball and paddle to the original starting point for the next play.  The area should not be too big.  Team areas may cross each other for added excitement.)

Flying Dutchman
The children form a circle holding hands.  Two are left out of the circle and become the lost ship.  These two people must hold hands and walk around the outside of the circle.  At some point, the lost ship must break the hands of two players in the circle.  These two must quickly join hands back together and run in the opposite direction as the lost ship players.  The first pair back to the hole in the circle closes the circle and the remaining pair becomes the lost ship.  

Simon Says
Same old game but go really fast and do what you command even when you don’t say “Simon”.

Earth, Air, Fire, Water
Everyone forms a circle.  IT stands in the center and tosses/bounces a ball to any player and calls out any one of these words:  earth, air, fire, or water.  Before IT counts to 10 the player catching the ball must say an animal that is either on land (earth), flies (air), swims (water), or for fire just keeps silent.  No animal may be used more than once.  The player who makes an incorrect response becomes IT.  For an easier version call out animal, bird, or fish.  

Touching Tag

The person who is tagged by IT must hold the portion of the body they were tagged on while they try to tag someone else.  

Squirrel in a Tree
Count off players into threes.  Number ones are the squirrels, numbers two and three make up trees by facing each other and holding hands.  Any left over people are the fox(es) and lost squirrel(s).  If caught, the fox and squirrel change places.  A lost squirrel may get away from the fox by running to a tree and force the squirrel in that tree to run.  There may not be two squirrels in a tree at one time.  Rotate places so all get a chance.  

Crab Soccer
Two teams.  You can only move on hands and feet with your bottom facing the ground (crab walk).  Use of hands is not allowed.  Play soccer this way.  

Steal the Bacon

Players are divided into two teams.  Each person on each team is given a number.  The teams line up facing each other but with the numbers going in the opposite direction:  1,2,3,4,5,6,7,8 facing 8,7,6,5,4,3,2,1.  The goal is to retrieve an item from the center of the groups when your number is called without getting tagged by the person on the opposite team with the same number.  The leader calls a number and the children with that number run to the center and try to retrieve the item for their team.  Whoever gets the item and returns without being tagged by the other team’s player is safe and keeps the item.  If tagged, the item goes to the other team’s player.  

Bronco Tag

Groups of four.  One person is IT.  The other three line up with their hands around each other’s waists.  They are the bronco.  IT tries to become the tail by attaching, like the others, to the last person’s waist.  If successful, the head of the bronco becomes the new IT.  

Numbers Change

Players are seated in a circle with IT in the center.  All are numbered 1,2,3, or 4.  IT calls out two numbers.  Players with those numbers get up and switch seats and IT tries to beat them to an empty seat.  If IT sits down, the left over person is the new IT and IT takes the number of the new IT.  

Musical Madness

The children get in a circle marching or dancing around while music is played.  The leader suddenly blows a whistle a certain number of toots and the children must get into new circles with that number of people in each circle.  Those with the wrong number in a circle or those left over stand in the middle during the next round.  

Catch the Dragon’s Tail
The children line up in groups of about 8 to 10 and hold onto each other’s waists (or hold hands).  The last person has a handkerchief in their pocket or belt (or hand).  At the signal, the dragon begins chasing its own tail and the object for the person at the head of the line is to snatch the handkerchief that is at the end of the line.  When the head grabs the handkerchief, the head becomes the tail and everyone moves up one space.  

Zip and Zap

The players stand or sit in a circle with one or more ITs in the center.  When IT points to a player and says “ZIP”, that player must say the name of the person on their right.  When IT points to a player and says “ZAP”, that player must say the name of the person on their left.  This must be done before IT counts to 10.  To make it more difficult add ZUP and the player must say their own name.  This is more difficult than it sounds.  

Elbow Tag

Everyone finds a partner and locks elbows.  Select one person to be the runner and another person to be IT.  IT tries to tag the runner but the runner can link their elbow with a free elbow and the person on the other side becomes the runner.  If the runner gets tagged, they become IT and the tagged IT becomes the runner.  If you have a lot of children have two runners and two taggers.  

Crazy Chase

The children sit in a big circle, fairly close together and facing in.  One IT stands outside the circle.  A ball is given to a circle player and is passed from player to player or tossed/rolled across to an opposite player.  The object is for IT to tag a circle player who has the ball in their hands.  When IT is successful, they changes places with the circle player.  Circle players have to stay sitting.  If the ball goes out of the circle, the circle player who passed the ball trades places with IT.  For variations:  can use two ITs; allow only one-handed tosses/rolls; have the IT move inside the circle.  

Cat and Rat
The children form a circle holding hands.  One person is chosen to be the cant and one to be the rat.  The cat tries to catch the rat.  Both must run in and out of the circle of children try to help the rat by raising their arms to let him run under and slow down the cat by trying not to let him through their arms.  Try this with two sets of cats and rats.  

Red Rover
Divide up into two teams.  The first team says, “Red Rover, Red Rover, send (child’s name on other team) right over.”  The team who called holds hands and prepares for the person whose name was called to try to run through their arms and “break” their line.  If they do break through, they may chose one of the two they separated to go back with them.  If they didn’t break through, they join in that side where they tried to break the line.  

Flag Tag
Everyone puts two pieces of cloth into the back of the waistband of their shorts/pants with the pieces sticking out.  On the mark, the children all run around trying to get the other children’s flags.  You may only take one at a time from one person.  If both your flags are taken you must sit down/squat right away until someone runs by you and you can steal their flag or if you have stolen flags in your hand you must then keep down until you can attach this flag to make it your own—you must have at least one flag to continue chasing other players.  You may not steal flags from anyone’s hands and if you have flags in your hands, you must have two attached to you for stealing.  Stop the game every five minutes or so for players to get a drink of water and rest.  

Team Spud

The children each have a partner.  Each group of two has a towel and stands together to form a circle.  This is used to catch with.  Each team also has a number.  One team is in the middle.  This team says a number as they throw up a ball.  Whatever team has that number must catch the ball with the towel.  If they catch it, great, they are in the middle.  If they do not catch the ball, they get a letter and the team in the middle must repeat.  The team in the middle must throw the ball straight up and high enough to give the other team some time to get there.  

Pom Pom Pullaway!

One person is in the middle of the field.  Make sure the out-of-bounds areas are marked.  The center person yells, “Pom Pom Pullaway!”  The other players try to run across the goal line while the center person tries to tab them.  Anyone tagged joins the center person.  

Jump and Look
Players stand in a circle with one player who is IT in the center.  A cardboard disk is hidden under the foot of someone in the circle.  When IT shouts “JUMP!”, everyone jumps up and down once while IT tries to spot the cardboard disc.  If successful, the one with the disc hidden under their foot becomes IT.  If not seen, IT must try again.  The players must give IT a fair chance to spot the disc by jumping as high as they can.  

Sit-on-it Relay
The children grab a balloon, run to a chair, and sit on the balloon until it pops.  They then run back to the next person to do the same.  

It’s in the Bag
Closed bags are scattered about the room on tables or chairs so a large number of guests may circulate and guess what the bags contain.  As the children arrive, they are given a card and pencil and asked to go around feeling each bag and writing on the card what they think is in each bag.  Discourage pressing very hard so as not to damage the bag or object.  

Muffin Pan Ball Bounce
Mark muffin pans with point values taped to the inside bottom of the cups.  The children try to bounce ping-pong balls into the cups to get the most points.  

Five Changes

The children pair up into group of two.  They check each other out and turn back to back and change five things about themselves.  Then they turn around and figure out what five things the other changed.  Switch pairs and repeat.  

Quick Shuffle
Six volunteers stand up and get in a straight line.  The children not in line check them out and close their eyes and turn around.  The children in line are going to change places and then the others must put them back in the original order.  Vary the number of children, etc.

Parachute Game

If you don’t have a parachute, a sheet works fine.  Would be even better if you could make cuts in it to let more air through but sew the cuts’ edges so they would not rip.  Have the children try to get a ball out of the sheet.  Then use two different kinds of balls, which are easier/harder to get out.  Try two different colors of balls, have them try to keep one in and get one out.  Split into two teams one on each side of the sheet and have one team try to get the ball out on the other teams side.  Etc.  

1-2-3-4!

Hop on one foot (left or right only—no switching).  Get together with two other people who are hopping around on the same foot.  The three of you are going to face each other, shake your fists four times and chant together, “1-2-3-4!”  Those are the only words for the whole game.  On the count of 4, each of you puts any number of fingers out from 0 (fist) to 5.  The object of the game is, without ever talking to one another, for the three of you to have exactly 11 fingers out.  Once you have gotten 11, try twenty-three by shaking both fists and putting out any number from 0 to 10.  

Cup-els
Paired in twos, the children put a Dixie cup between their foreheads and move around the room.  If the cup falls, they need to go back to the beginning.  Have an obstacle course for them to go through or have them make one.  

Incorporations
The children are going to form, break up, and reform groups quickly.  Each time you ring a bell or blow a whistle they must form the group you describe.  Tell them don’t worry if they aren’t in one group before you yell out another.  Give descriptions of a group—like groups of three, groups of red clothes, groups of two with not the same colors, groups of three and make the letter “H” with your bodies, groups of people born the same season you are, groups with same beginning letter of their last name, etc.  It would be good to have a written list to work from.  

Who can?
Describe actions and have the children demonstrate them.  “Who can jump on one leg?  Who can stand on one foot?”  This can be very fun when you add all the actions together.  

My Name is and I Can…
Each person in a circle says their name and an action they can do.  Then everyone says the person’s name and action.  Add each person’s name and action as you go along.  Example:  ”My name is Mary and I can do this” (jumps).  Everyone says, “Mary can” (all jump).  The second person says, “My name is Jimmy and I can do this” (claps).  Everyone then says, “Jimmy can” (all clap), “Mary can” (all jump).  Try to go faster and faster with the actions.  

My Favorite

The leader starts a sentence and everyone in the circle finishes the sentence.  For example:  the leader might say, “My favorite ______ is ______.”  Words to fill in the first blank would be like dessert, TV show, sport, color, season, food, book, car, holiday, day of the week, animal, cartoon character, etc.  

If You Can…
The children line up in a row.  One at a time the leader asks the following questions (or make others up):

If you can wash dishes, take two giant steps forward.

If you can feed the dog, take 3 baby steps forward.

If you can change a light bulb, hop up and down three times.

If you take your dirty clothes to the laundry room, wave your hands in the air.  

If you can make peanut butter and jelly sandwiches, touch the floor. 

If you can read a book, twirl around.  

If you like spaghetti, yell “Yee haw!”

If you can play a musical instrument, blink your eyes five times.  

If you have a brother or sister, bend at the waist.

If you like school, skip around.  

Etc.  

Pick-up Beans
Each person has to pick up some dried beans from the table to a cup using a straw.  See who can get 10 in first, then see who can get the most in the cup in one minute, etc.  

Suitcase Relay

At the word “GO”, the first player of each team runs to the suitcase, opens it, puts on all the clothes, closes the suitcase, carries the suitcase back to the start position, opens the suitcase, removes all the clothes, puts them in the suitcase, closes it and hands it to the nest player.  They take it to the first area and it all starts again.  

Bucket Bottle Relay

A pop bottle is placed at the designated area.  A player takes a Dixie cup with a hole in the bottom, fills it with water, tries to run over to the pop bottle and dump the water into the bottle before it all leaks out of the hole then runs back with the cup and the next player does the same until the bottle is full.  

Peanutty Relay
Each player pushes a peanut to a designated spot with their nose and then pushes the peanut back to the starting line and passes it to the next player who does the same.  

Two-legged Race
Groups of two tie a leg together and hop or run to a designated spot.  

Potato Sack Race
Each child must jump with both feet in a pillow case or gunny sack to a designated spot and back.  

People to People
The leader calls out body parts to the groups of two people.  They touch those parts together (the leader yells “knees” and they touch knees).  Make sure you talk about what types of body parts are acceptable.  When the leader yells “people to people”, everyone finds a new partner and the lone person becomes the leader.  

Volcano
One person is IT.  The rest of the children are divided into two groups.  The two groups form a double circle, one within the other.  Each player in the outer circle stands behind a player in the inner circle.  The inner circle is the volcano and IT stands in the center ready to ‘erupt’.  When IT calls “Volcano!”, the players standing around the volcano in the outer circle begin to panic and run around the ‘volcano’ changing places with one another.  IT and the ‘volcano’ players clap their hands in rhythm to signal this ‘lava’ is flowing.  Outer players continue to switch places while the inner players clap.  When IT stops clapping, the inner circle people stop also.  Everyone in the outer circle and IT rushes to find a spot behind someone in the inner circle.  The player left behind is the new IT.  

Unseen Objects
The players pass objects under the table from person to person.  No one gets to look at the items.  After they have all been passed, the children list all the items they remember.  Whoever gets the most correct wins!  

Mother Goose Charades
One or two at a time the children are given a slip of paper with a Mother Goose rhyme on it.  They have one minute to think and then two minutes to act it out for everyone else to guess.

4 Up
Everyone begins sitting down.  Tell the group that they may stand up whenever they want but cannot remain up for more than five seconds and then must sit down again.  They can stand up right away again if they want to, but the object is to work together as a group to have only four people standing at one time, all the time—no more, no less.  

How to Start an Argument
They put either their pinky or thumb in the air then find someone else doing the same thing.  Tell them they are going to say just the opposite of what you say (practice).  Like “it’s hot”—“it’s cold” or “yes”—“no”, etc.  They should start soft

Play Unsmiling

The children line up in two lines facing each other.  The first person starts walking between the two lines with a straight face.  The players in the line try to make that person crack a smile without touching him or her.  The person coming down the line must look at the others.  

Sheet and Scarf Dance
Give each child a scarf or a small group of children a sheet.  Play some music and let them dance.  Whenever the music stops they must stop and when the music changes they should change the speed and tone of the dance to match the music.  

Imaginary Ball Toss
Show the children an imaginary tennis ball.  Point out the shape and size and how it fits nicely into your hands, how you can throw it up and catch it in the other hand, and when it is in that hand you can’t close it, etc.  Tell them you are going to call out someone’s name and throw the ball.  They must catch it, then they will say a name and throw the ball and that person must catch it.  Also tell them if they don’t know the name of someone to ask.  As they throw the ball you can change it—“Mary, it’s now a basketball”.  After it is thrown a few more times—“Jay, it’s now a watermelon—it’s now a ping-pong ball—it’s now an egg”.  Then let the children change what it is as they throw it.  

Kneezies
The children put a ball or other object between their knees.  They must run around the circle or run across the field keeping the ball there.  Play Kneezies tag—the same idea but now they want to tag each other.  

Scavenger Hunt

The children must check out clues to find the next clue to find a prize.  Example:  one clue might say “check in a wet spot” and in a gutter there would be another clue, or one might say “check in a cold spot” and in a cooler is the next clue.  

Water Balloon Fight
The children pair up.  Each pair stands across a line facing each other.  They toss a water balloon to each other.  On each successful toss, the children must move farther away.  They are given three balloons to use.  When all three are broken, their team is out.  

I Like…

The children all sit in a circle.  One person stands in the center and says, “I like _______” and describes something that describes people (like people wearing blue jeans or people wearing shorts, or people with dogs).  Anyone who is described by that statement gets up and quickly switches places as the center person also tries to sit down.  The one remaining is the next in the center to say “I like ______”.  

Spider Web

Everyone sits in a circle.  Discuss what they liked or learned that day before you start.  Then one person, holding a ball of string, starts by holding onto the end of the string and saying one activity they liked to do or one thing they learned or just says pass.  Then they pass the ball, still holding onto the string.  The string is passed around and back and forth with each saying what they liked to do or what they learned.  A spider web forms as they hold onto the string(s) when it is their turn.  Then one at a time the children can go under it while the others hold their part.  

Catch the Cane

The children stand in a circle.  IT stands in the middle.  All the players including IT are given a number—keeping their number a secret—only tell IT the range of the numbers, like 1 to 16.  IT holds a cane (or yardstick) upright on one fingertip.  IT calls the number as the cane is let go.  The player, whose number is called, attempts to catch the cane before it drops to the floor.  If the cane is caught, the player returns to his place and IT stays, if they don’t catch the cane, they become IT.  

SPUD

The same idea as Catch the Cane except IT tosses a ball straight up in the middle of the circle as they call the number and the person with that number tries to catch the ball.  

Who’s the Leader?
The children form a circle.  One person, IT, leaves the room and a leader is silently chosen.  The leader makes movements and everyone follows them—like patting the head—while IT comes back into the room and tries to pick out who the leader is.  The leader changes what is being done while the followers try not to look directly at the leader to give them away.  The leader wants to watch IT and try to change movements when IT is not looking at them.  IT gets three guesses to find the leader.  

Come Along
The children form a large circle and extend their left hand toward the center.  One player runs counter clock-wise around the inside of the circle with their right arm extended.  While running, this player grabs one of the players by the left hand and that player grabs another player.  The line continues to grow until the leader blows the whistle and all players scramble back to their places.  The last player without a spot starts the next line.  

Nose and Toes Tag

Players must stay within set boundaries.  One person is chosen to be IT.  Anyone tagged by IT is the new IT.  Players are safe from being tagged when their nose is held with their left hand and at the same time the toes of their left foot are held with their right hand.  

Ring on a String
Players form a circle holding a long string that is tied together at the ends.  A ring is from one player to another by sliding their hands back and forth on the string (all the players are sliding their hands back and forth on the string as if they are passing the ring).  IT is in the center and tries to guess who has the ring.  IT can stop the passing at any time to make a player lift their hands.  If the player has the ring, they become IT.  

Water Box
Each of two teams form a line with a bucket of water at the head of the line and an empty bucket at the end of the line.  The first player one each team has a dipper.  On a signal, the first player scoops up a dipperful of water.  It is passed from player to player down the line with the last player dumping it in the bucket.  The last player runs to the head of the line where everyone has moved down to make room, fills the dipper and passes it down the line.  When the original end player gets back to the end of the line, he empties the dipper, picks up the bucket the team has filled, and runs to the head of the line.  Measure which team has the most water in the bucket.  

Play the Nervous Quirks Game
The children form a circle.  Each child takes a turn.  At each turn the child says his/her name and does an action or quirk or movement.  Each one in turn repeats the names as they do the movements that go with each name.  Everyone gets a chance and a different movement.  Then try to put them together and see how many children can remember each one.  For the rest of the meeting every time someone’s name is said you must do the movement also!  

What Time is it Mr. Shark?

The children line up on one side of a field with one child standing on the other with his/her back to them.  The children say, “What time is it Mr. Shark?”  The Shark says, “______ o’clock.”  The children take that many steps toward the Shark.  They continue until the shark says, “Supper time!”  Then the Shark turns around and chases the other children trying to tag them.  

Touch Game

The children must go around the room touching as many people as they can with their elbows in 30 seconds.  Then decrease the time they can spend doing it and add other movements such as hopping or just using their pinky finger or just using their ear.  

Frogger
One person leaves the room—they are the detective.  Another person in the room is chosen to be the frog and everyone else is a fly.  The frog and flies all sit in a circle.  The detective comes back in the room.  The frog ‘kills’ the flies by sticking out their tongue while looking at them.  The flies want to die very loudly and dramatically!  The detective tries to figure out who the frog is.  

20 Questions
Think of a person or animal that is familiar to everyone.  The group has to only ask questions that can be answered with yes or no.  They get 20 tries to figure out the answer.  

Tower Power
Have the children divided into groups of three or so.  Give each group a bag full of materials—plastic bottles, wood, Styrofoam, cardboard, straws, cans, etc. plus glue and strong tape.  The children must work as a team to build the tallest tower they can using ALL of the materials.  The bags must all have the same materials in them.  The towers must stand on their own.  

Who Am I?

The children answer questions the leader has printed on 5x8 index cards.  Then they put the cards in a bag.  Everyone stands up as the teacher or a student reads the cards.  The children only remain standing while what is read from the cards applies to them.  At the end there should only be one person standing.  Talk about how our differences can make the group strong.  If we were all the same we couldn’t do things as well, etc.  

Play the Dice Game
Each child takes turns rolling the die then passes it to the next player.  The following activities go with the numbers on the die:  1 = recite your name and favorite food; 2 = make a face; 3 = get up and run around the circle and then sit down; 4 = pat your head five times; 5 = sing the first line of a song; 6 = say something you do well.  

Play the Puzzle Game
The children are each given a piece of one of three puzzles (cut up several large pictures into three pieces each for puzzle pieces for at least three groups—but the more groups the merrier.  They cannot look at the piece until you give the word.  On your mark, they have to hop on one foot and not speak as they find the other two people who complete the picture-puzzle.  

Johnny May We Cross Your Wide Blue Ocean?

“Johnny” (IT) is in the middle of the field.  The others are on one side.  They say, “Johnny may we cross your wide blue ocean?” and IT says, “Only if you have on the color ______” or “…have two sisters” or whatever.  Those who match what IT says may walk to the other side while all others must run while IT tries to tag them.  Those tagged help IT.  

Blanket Ball

The children are divided into two teams.  Each team is given a blanket.  They must play a volleyball like game using the blanket to get the ball over the net.  

Balloon Bop

The children stand in a circle.  They must keep a balloon off the ground/floor by hitting it up with whatever body part the leader calls out.  Start with one balloon and hands, head, etc. then add more balloons and keep switching body parts.  

Balloon Bop
Mark off a court.  Divide the children into two teams.  Each team must remain sitting and only has five tries to get the balloon over to the other side and each team must keep the balloon from hitting the ground/floor on their side.  Points are scored.  

Scarf Ball

The children are each given a scarf and pair up into groups of two.  Have them practice lobbing and catching a ball or object with the scarf.  After practicing, form two teams and play a game of scarf ball lobbing the ball over a net and catching it and lobbing it back.  

Make a Personal Crest

Tell the children briefly about family crests of long ago.  How they told things about those families (it would be good to have an example to show).  The children then make a personal crest that describes things they like to do, eat, colors, etc. and then share these with the group.  

Bedlam in the Barnyard

The children all sit in a circle.  A blindfolded player (IT) stands in the middle and points to someone and names an animal.  The person pointed at must imitate the animal named by making the right sound for that animal.  IT then tries to guess who is making the sound.  

Posture
The children balance a box lid on their heads.  They must walk a short distance, pick up a paper cup and put it in the box lid, walk a second direction, pick up another paper cup and put it in the box lid.  The box lid must stay balanced on their head and the cups must stay upright!  Can be done as a relay.  

Blind-find
The children each choose a partner.  The partners choose a set of words that go together like peanut and butter or foot and ball, etc.  The children separate to opposite sides of the room, are blindfolded, and then try to find their partner by calling out their words.  

Egg Hunt
The children find eggs (candy, prizes, etc.) you have hidden in the area.  

Chain Tag 15
Choose one person to be the chain maker.  The rest of the children spread out.  The chain maker tags someone who links arms with the chain maker and together they try to tag others.  Only the ends of the chain can make tags.  

What’s My Line?
Pick a subject.  The children pass around a hat in which are slips of paper with a different topic written on each one.  Each child chooses a paper and tells about that topic.  The idea is to go around as many times as possible.  The papers can be returned to the hat for another to draw.  

Charades
The children each get an activity or word to act out.  They cannot talk but must get the others to say what they are acting out.  

Kangaroo Relay

The children must put a balloon or ball between their knees and hop to a turning point and back—if the item falls they must start over.  

Play Backward Relay 

The children must run or walk backwards to a turning point and then return backwards also.  

Back-to-Back Relay

Two children link arms with their backs to each other and run to the turning point and back.  

Mock Track Meet
The children participate in a silly track meet.  Make up games like who can keep the egg in the spoon all the way to the line and back; discus throw—throw a paper plate; mile race—each tries to have their bottle spin the longest; high jump—see how high on the wall they can reach by jumping; javelin throw—how far each can blow the wrapper off a straw; broad jump—how far each can blow a feather; shot put—how far each can throw a balloon; relay—pass a lifesaver down the line using straws held in the mouth; etc.  

Penny Pass

The children must pass a penny around the circle or down a line using only index cards that they hold in their mouths.  If the penny is dropped, it must start over at the beginning.  

Forty Ways of Getting There
The children must run across the field like a relay but each person must use a different method of getting across the field.  If someone uses the same method as another, the entire team must start over.  

Mass Stand Up

Two children sit down and link elbows and then stand up, then three, then four, etc.  How many children can stand up at the same time?

Treasure Island

The playing field is set up with tennis balls (use different colored balls or mark with colored dots to tell them apart) in a hula-hoop on each side; one field set up for each group of six children, two teams of three.  A line is between the two halves of the field.  The object of the game is to get the tennis balls back to your side of the field.  One person may only get one ball at a time but more than one person may run across the line to get a ball.  If tagged or if you throw an incomplete pass to your team member on your side, you must jog to a line about 20 feet from your end of the field and back before trying again.  

Fisherman
A fisherman is stationed in each of four corners of the playing field.  The rest are fish are in the middle.  On your mark the fishermen go and try to catch the fish and take them to their corner.  When everyone is caught, the fishermen count their fish and new fishers are chosen.  

Sharing Space
The children move in and around a general space where a number of hoops (islands) have been placed.  On a signal such as music stopping or a whistle, the children jump into a hoop.  Before each turn a hoop is removed and children must work together to fit into the remaining hoop(s).  

Get Up
Teams sit facing each other with IT standing.  When music is played, IT rushes a person on the other team and says, “Get up!”  That person then has to get up and hurries to an opposite team member with the same command.  In each case IT gets the vacant seat.  The object is to have your team sitting when the music stops.  Teams get a point if they are the one seated.  Try this with more than one it.

Balloon Get to Know Each Other

Have slips of paper asking for information in each balloon—what is your favorite season and why; what is your favorite time of day and why, what is your favorite cartoon and why; what has been the best present you have ever gotten and why; etc.  The children take turns to pop their balloon to get their question and give their answer in front of the group.  

Who Am I?

Have IT stand with their back to the group.  Show a picture of someone or something that is well known—Michael Jordan, Bugs Bunny, Scooby Doo, etc.—this is who/what IT is.  Then have IT turn around and then on your mark the group shouts clues at IT about who/what they are.  

I’m Going on Vacation

The leader says, “I can’t go to school today because _________,” some excuse beginning with A—like “…there’s an alligator in my locker”.  The next person says, “I can’t go to school today because ________” something with the letter B and so on.  

Where Do You Do It?

One person makes a sound and everyone tries to guess where the sound is normally heard.  Like a marching sound and the answer would be a parade, or a tapping sound like typing and the answer would be an office.  

I Spy

Someone says, “I spy with my little eye something (a color).”  Whoever guesses what is spied gets to go next.  

Minute Madness

Choose a letter.  Everyone has one minute to say as many words beginning with that letter as possible. 

Twenty Questions

One person thinks of a person, place, or thing and tells the group if it is an animal, vegetable, or mineral.  Animals are any animal or animal product, vegetables are any plants or plant product, and mineral is anything else—like manufactured things.  Everyone else asks questions that can be answered with yes or no.  They try to guess the answer in 20 questions or less.  

My Aunt Tillie
This game is all about relationships—either how words are spelled or relationships between 2 items.  One person says, “My Aunt Tillie likes (something), but she doesn’t like (something else).”  For example:  “My Aunt Tillie likes golden retrievers, but she doesn’t like sparrows.”  When anyone else gets the relationship between what Aunt Tillie likes and doesn’t like, they give an example.  In this case she likes dogs but not birds or she likes 4-legged animals but not 2-legged animals, whichever the leader chooses.  

Build a Word
The first player says a letter.  The second player must try to build a word by adding another letter to the first one.  The third player adds yet another letter.  Keep going around adding a letter to the word until it is complete.  The player who ends the word gets a point.  (So you want to keep adding letters if at all possible because points are not a good thing!)  If someone can’t think of a letter to add to the word, they can challenge the player right before them.  If the challenged player comes up with a word, the player who challenges gets the point, if not the challenged player gets the point.  

Scavenger Hunt

Before you get together or go on a field trip, make a list of things the children will see.  They should check off the items as they see or find them.  

Bat Moth
One child is blindfolded and in the middle of the circle.  That is the bat.  All the other children make up the circle.  Choose 3 children to enter the middle of the circle, these are the moths.  The bat says “bat” and the moths must echo back with the word “moth”.  When the bat catches a moth all four trade places with someone in the circle.  
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Musical Pipe Chimes

Materials:
2 each of 10 ft, ½” EMT (electrical conduit)

thick string or leather strips to hang by

pipe cutter or hack saw

measuring tape or yard stick

electric drill

20 5” bolts

Cut conduit appropriate sizes as below.  Drill hole 1” from the top for hanging.  Label each pipe with its number and note name.  

	Number
	Note Name
	Length of Pipe to Cut

	1
	B flat
	13  3/8 inches

	2
	B
	13 inches

	3
	C (middle)
	12  5/8 inches

	4
	C sharp
	12  1/4 inches

	5
	D
	11  7/8 inches

	6
	E flat
	11  1/2 inches

	7
	E
	11  1/4 inches

	8
	F
	10  7/8 inches

	9
	F sharp
	10  5/8 inches

	10
	G
	10  1/4 inches

	11
	A flat
	9  7/8 inches

	12
	A
	9  5/8 inches

	13
	B flat
	9  3/8 inches

	14
	B
	9  1/8 inches

	15
	C
	8  7/9 inches

	16
	C sharp
	8  5/8 inches

	17
	D
	8  3/8 inches

	18
	E flat
	8  1/8 inches

	19
	E
	7  7/8 inches

	20
	F
	7  1/2  inches


SONGS
Happy Birthday  (1, 3, 5, 7, 8, 10, 12, 15)

3
3
5
3
8
7





3
1

3
3
5
3
10
8



1

3
3

3
3
15
12
8
7
5



12
8
3
3
1



8
3

13
13
12
8
10
8

8
8
8
3
7
3

5
5
3

3

I Heard the Bells (1, 2, 3, 4, 5, 6, 8, 9, 10, 11, 12, 13, 15, 17, 18)

6
10
9
10
10
11
10
11
12


6
6
6
4
5
5
5
6

13
18
17
15
15
13
13
13

6
10
10
6
8
8
8
6

13
11
10
11
10
8
6
8

6
6
6
1
2
2
3
6

10
11
13
15
5
8
6

6
6
6
6

5

If You’re Happy… (3, 5, 7, 8, 10, 12, 13)

3
3
8
8
8
8
8
8
7
8
10
Clap, Clap

3
3
10
10
10
10
10
10
8
10
12
Clap Clap

12
12
13
13
13
13
5
5

13
13
12
12
12
10
8
8

12
12
10
10
10
10
7
7
5
7
8

Following verses:  stamp your feet; nod your head; snap your fingers, all four.

Vive L’Amour (2, 5, 7, 8, 10, 12, 13, 15 ,17, 18)
8
13
13
13
13
12
10
8
10
8
5


5
5
5
5
5
5
5
5
2

13
13
13
15
12
13

5
5
5
7
7
5

8
13
13
13
13
12
10
8
10
8
5


5
5
5
5
5
5
5
5
5
2

13
13
13
15
12
13

5
5
5
7
7
5

17
17
17
17
17
17
18
18
18
18

8
8
8
8
8
8
10
10
10
10

15
15
15
15
15
15
17
17
17
17

8
8
8
8
8
8
8
8
8
8

13
13
13
13
15
15
15
15

8
8
8
8
10
10
10
10

12
12
12
10
12
13

7
7
7
7
7
5

What Child Is This (2, 3, 5, 6, 7, 9, 10, 12, 14, 15)
7
10
12
14
15
14
12


7
5
10

10
9




5


5

9
5
7
9
10
7
7


5



7
3
3






2

6
7
9
6
2
7
10
12



6
2


7
5



2

14
15
14
12
9
5
7

10

10
9
5

5

9
10
9
7
6
4
6
7
7


7


2


2
2


2

Silent Night (2, 3, 5, 6, 7, 8, 10, 12, 14, 15, 17, 19)
10
12
10
7
10
12
10
7

7
8
7
3
7
7
7
3

17
17
14
15
15
10

8
8
5
7
7
7

12
12
15
14
12
10
12
10
7

8
8
12
10
7
7
7
7
3

12
12
15
14
12
10
12
10
7

8
8
12
10
8
7
8
7
3

17
17
20
17
14
15
19

8
8
5
8
5
7
10

15
10
7
10
8
5
3

7

3
7
5
2

Make New Friends (1, 6, 8, 10, 11, 13, 18)
6
1
6

8
10
13
11
10
10
8

13
13
13
18
13

11
10
8
6

Michael, Row Your Boat Ashore (2, 3, 5, 7, 9, 10, 12, 14)
5
9
12
9
12
14
12


5
9
5
9
10
9

9
12
14
12

5
9
10
9

9
12
12
9
10
9
7

5
9
9
5
7
5
4

5
7
9
2
7
5

2
4
5

4

You’re a Grand Old Flag (3, 5, 6, 7, 8, 9, 10, 12, 15)
15
12
8
8
5
3
8
10
7
8

5
3
8
5
3
8
5
3
7

3
5
7
8
10
3
8
10
12

8
10
12
8
10
12
8
10

15
12
8
8
8
5
3
8
10
7
8

7
6
5
9
12
5
12
10

5
5
8
7
8
12
10
9
10

7
3
5
8
5
8
7
8

Silver Moon Is Shining (8, 9, 11, 13, 15, 16)
11
16
15
13
15
13
13

13
15
13
11
13
11
11

11
13
11
9
8
9
9

9
11
13
11
8

Each Campfire Lights Anew (7, 8, 10, 12, 14, 15, 17, 19)

10
15
12
15
12
14
12
10

10
14
10
14
10
12
10
7

7
12
7
12
7
8
10
12

12
14
12
10
17
19
17
15
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Clover Kids

All About 4-H

(Prepared by Scott County Extension)

All about 4-H is designed to help Clover Kids members understand and become familiar with the community club program.  You can teach your Clover Kids members about 4-H Community Club at one of your meetings.  

Start out by explaining that Clover Kids is only ONE part of 4-H.  Clover Kids is 4-H for children in grades K-3.  They can still be involved in 4-H after 3rd grade by joining a 4-H community club.  

You can get more information on the community club program, including fliers to pass out, by contacting your county Extension office.  

· Show youth the 4-H emblem.  Ask them if anyone knows what the four Hs stand for?  (HEAD, HEART, HANDS, HEALTH)

· Go over the 4-H pledge.  You can give them a handout with the pledge to take home.  

· Read the 4-H story (next page).  

· Have children cut out clovers from green construction paper.  Have them write Hs on the clover.  These can be used in the skit.  

· Have youth act out the 4-H story either as you read it again (younger children) or as they read it (older Clover Kids).  

· After the story ask:

· Where have you seen this emblem before?

· Do you see this emblem:  at home? at a store? at the fair?

· Do you remember what the Hs stand for?

· Have youth participate in the 4-H Scavenger Hunt.  Have the items hidden in the room.  Give teams of children lists and send them off to find the items!

· Have a community club 4-H member come as a speaker.  Have them talk to the Clover Kids about what 4-H means to them.  Have the 4-H’er bring exhibits they have shown at the fair.  

· Conclude the meeting by handing out 4-H fliers, pencils, or magnets.  Be sure to send home a reference piece for the parents!  
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The 4-H Story

(Prepared by Scott County Extension)
One sunny June morning in the year 1906, at a one-room country school near the town of Clarion, Iowa, there were 11 students working on their studies when their teacher rang the school bell announcing recess!  The children were excited to be able to go outside and take a break from their books.  It was a beautiful, sunny spring day and the children decided to search for 4-leaf clovers in the playground area.  They had found and picked seven clovers when a visitor drove up with his horse and buggy.  Their teacher recognized the guest as Mr. Benson, the head and superintendent of the school district.  The teacher said to the children, “Let us give our visitor the special four-leaf clovers that we have found this morning.”  The children gave up their good luck charms and placed the bouquet of seven clovers into the hands of the school superintendent, Mr. Benson.  

“Thank you,” Mr. Benson said.  “I have been looking for an emblem for the agricultural clubs and schools of the county.  You have just given me that emblem; the four-leaf clover.  It will help explain to the young and old the message that out of the hearts, hands, and heads of you farm children, has been born the 4-H emblem.”  

These emblems were used on posters, labels, caps, and shirts.  In nine more years, the fourth “H” came to stand for health.  This four-leaf clover became the national emblem for 4-H.  
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4-H Scavenger Hunt

	Contents List & Clues
	Discussion of Items after the Hunt

	Head 
	Head is the first part of the 4-H pledge.  In 4-H we use our heads to learn about new things.  

	Heart 
	Heart is the second part of the 4-H pledge.  In 4-H we use our hearts when we appreciate others and find new interests.  

	Hand 
	Hands is the third part of the 4-H pledge.  In 4-H we use our hands to try new things and to explore new skills. 

	Health 
	Health is the fourth part of the 4-H pledge.  In 4-H we learn to understand and care for our own growing bodies.  

	4-leaf clover
	The 4-leaf clover is the symbol of 4-H.  The 4-H colors are green and white. 

	Goldfish food
	Tropical fish is a 4-H project.  

	Nutrition magnet
	In 4-H you can learn all about nutrition and how to prepare tasty food dishes.  You can also learn how to grow fruits and vegetables in the gardening project.  

	Bug
	Did you know that entomology, the study of insects, is one of the 4-H projects?  You can learn about many other critters in the wildlife project.  

	Rabbit
	Hop to it!  A Jump Ahead! and Leaps and Bounds! are all 4-H projects where you can learn more about rabbits.  

	Wooden craft sticks
	In the visual arts project area you can make wood crafts and in the wood working projects you can learn to make tool boxes, shelves, and even furniture for your home.  

	Rubber duck
	Yes, ducks is a 4-H project under poultry.  And so are chickens and even eggs where you learn how an egg becomes a baby chick.  

	Film canister
	By taking a 4-H photography project you can learn more about your camera, how it works, what makes good photos, how to take trick pictures, and lots more.  

	Flower
	Do you like flowers?  If you like to grow flowers, then the flower gardening project is for you.  If you like to arrange flowers, then the flower arranging project is for you.  

	Leaves (1 maple, 1 oak)
	Do you ever wonder what kind of trees are in your back yard?  By taking 4-H forestry project you can collect leaves from many different places and find out what kid of trees they come from.  

	Measuring cup/cooking
	Do you like to eat?  Then try out one of the 4-H foods projects.  There are nineteen different foods projects from brownies to microwave cooking to making homemade bread to cooking over a campfire.  

	Party favor
	4-H is lots of things, but most of all… 4-H is FUN!

	County Newsletter
	Your county newsletter is your connection with your local Extension service and what is offered and happening in the county, area, and across the state regarding 4-H.  

	4-H member emblem
	Once you become a 4-H member, you will be the proud owner of a member emblem just like this one.  

	Blue ribbon
	Some of you may choose to exhibit a project.  If so, you just might bring home a ribbon like this one.  

	4-H magnet
	Stick with the 4-H program!  Meet new friends, explore new places, and learn new things.  4-H builds life skills.  

	ISU Extension—county magnet
	4-H is just one of many program opportunities offered through ISU Extension within your county.  
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4-H Scavenger Hunt
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Measuring cup/cooking


Party favor


County Newsletter


4-H member emblem


Blue ribbon


4-H magnet

ISU Extension—county magnet


Clover Kids

Web Site Resources

Puzzles and games 



http://www.puzz.com/ 

Crafts (Donna’s Day)


http://www.ktca.org/donnasday/index.html 

Crafts/Activities



http://www.makingfriends.com/ 

Farm Safety for Children


http://www.farmsafety.com/ 

Crafts and games



http://www.theideabox.com/ 

Activities




http://www.eduplace.com/ 

Activities




http://www.family.go.com/ 

Activities




http://www.familyfun.com/ 

Activities




http://www.gameskidsplay.net/ 

Activities




http://www.funology.com/ 

Activities




http://www.kidsdomain.com/
Activities




http://www.primarygames.com/
Activities




http://www.elmers.com/index_com.asp
Activities




http://www.crayola.com/ 

Activities




http://pbskids.org/index_sonified.html
Activities

http://www.sesameworkshop.org/sesamestreet/0,1292,,00.html
Activities

http://disney.go.com/park/bases/kidsbase/today/flash/index.html
Activities


http://www.nationalgeographic.com/kids/index.html

