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Games & Activities Demonstrated in Workshop 
 
 
 
Gudag 
 
This unique game from Sweden is an outstanding way for group members to introduce 
themselves in a non-threatening and creative way.  Begin by having participants spread 
out in an open area.  Next, select a way to break this larger group into 2 smaller equal 
groups.  Instruct one of these groups to extend their right hands out in front of their 
bodies in a normal handshake position and put their left hands behind their backs. Ask the 
other group's members to do the reverse: to extend their left hands extend their left hands 
out in front of their bodies in a handshake position and place their right hands behind 
their backs.  Explain to the two groups that on the signal "Go," everyone is to mill around 
the room looking for another person that has the correct hand extended to complete a 
complimentary handshake (right hand to right hand/left hand to left hand).  Upon 
meeting, they shake hands with the other person and say, "Shalom!"  After shaking hands 
and exchanging their "Shalom" greetings, they switch hands so that the hand that was 
extended now goes behind their backs and the hand that was behind their back is now 
extended out in a handshake position.  Each participant searches for another person who 
has the same hand extended and repeats the greeting.  This continues for a short time or 
until everyone has had ample time to greet all the others in the room. 
 
   *note:  During Rosh Hashanah substitute “shalom” with “Shanah Tovaah” 
 
 
Index Introduction 
 
As students enter the room, give each one a prepared slip of paper.  On each slip of paper 
is a question (covering a wide variety of topics) that start with either the word “who,” 
‘what,” “when,” where,” or “how.”  To begin, have students partner up.  Explain that 
once with a partner they are to read the question they hold to their partner and listen as 
their partner responds to the question.  After both students have asked their question and 
shared, have students exchange slips of paper, and to find a new partner instruct students 
to hold the slip of paper above their heads and wave them while shouting out, “I’ve got a 
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question! I’ve got a question!”  Students partner up with another person and repeat this 
process until participants have had a chance to meet about five individuals. 
  
Initial Contact 
 
Have each participant come up with 2 things that they would be willing to share with 
others about themselves.  The stipulation is that one of the things they are going to share 
must start with the first letter of their first name and the 2nd thing they share must start 
with the first letter of their last name (example used in workshop: “Hi, I’m Gregg 
Catalano and I like Golfing and Candy!”).  Have participants mingle around and share 
the 2 things they come up with with as many other people as possible. 
 
   *note:  use the students Hebrew name to help students learn each others Hebrew names  
 
 
Letter Commonalties 
 
Group all participants into pairs.  Ask each pair to choose 1 letter of the alphabet.  Next 
instruct the pairs to think of 5 things that they both have in common that start with the 
letter that they chose.  Challenge the pairs by not allowing any physical characteristics to 
be used (for example if the letter chosen was “e” pairs couldn’t use; “we all have elbows” 
“we all have eyes,” or “we all have ears”). Do a go around to share all the pair’s 
commonalties. 
 
 
Circle Name Dance 
 
Have players get into groups of 3 or 4 holding onto each other’s raised thumbs (making a 
thumb tower).  Say each other’s Hebrew name as the thumb tower moves toward the 
player.  Once all names are learned, add body movement to create a unique circle name 
dance. 
 
 
True / False Circle   
 
Start by creating small groups with all participants (6-8 work well).  In each group 
determine a leader and explain that each player will give a fact about themselves or 
something that they have done in their life that is either true or false.  Once stated, the 
others group members have to decide if they are telling the truth or are lying and 
communicate their choice by giving a thumbs-up if they think the statement is true or a 
thumbs-down if they think the statement is false.  The person then tells the group if it was 
true or false, shares a little bit more information about the fact and a point is scored for 
each person guessing correctly.  How well do you know your group members?  The 
points will tell! 
 
 



Gregg A. Catalano – the “Physician of Phun” 
www.physiciansofphun.com      (832) 237-4635     gcatalano@earthlink.net    

 

 
Matza Ball Intro  (Swedish Meetballs) 
 
This is a great introductory game and helps kids learn each others names, and share 
things about themselves in a fun way.  With each group having a ball the first round starts 
by having the person holding the ball say his/her Hebrew name and then throwing the 
ball to anyone in the circle.  When that person catches the ball they say their Hebrew 
name and then throw the ball to someone different.  This continues for a short time giving 
the participants a chance to learn each others Hebrew names.  The second round is played 
as such:  the person who has the ball throws it to anyone in the circle, but this time, the 
person doesn’t shout his/her Hebrew name instead, when the person (that is being thrown 
to) catches the ball, the entire group shouts his/her name out.  The third round involves 
sharing.  Tell the group that this time before they can toss the ball to another person they 
must share one fact about themselves with the group.  Inform them that to create a little 
interest, you will randomly blow the whistle and who ever has the ball when the whistle 
blows will then have to share things about themselves for .30 seconds.  You would be 
surprised how much you can find out about your group members doing this activity! 
 
 
Circle Ball Pass 
 
Begin by having all participants form groups of 6-10 and provide each group with a 
beach ball.  Explain that in this challenge, participants are to pass the beach ball around 
the circle as many times as possible in the allotted time without ever passing the beach 
ball in the same way another participant passed it.  The only rule is that when passing the 
beach ball 2 points of contact must be made with the ball.  The challenge begins easily 
enough, but after going around the circle once or twice you really have to become 
creative to pass the beach ball to your neighbor in a way no one has passed it before.  
You don’t want to pass up this great activity as participants always love it!!!     
 
 
Heads and Hands  
 
The object of the game is to get as many points as your team can get in a 1 to 2 minute 
time period.  Points are only awarded for “Headers” (balls hit with head).  In this activity, 
one of the players needs to be the “Counter.”  On the signal to begin, a beach ball is hit 
into the air by hand.  From that point on, the group tries to keep the ball in the air by 
using either their hands or heads.  A point is scored and counted for each head-hit.  If the 
ball hits the floor A) pick it up and hit it with hand to start the action again or B) take a 
point away for each floor hit.  Have each group announce their totals and ask them to try 
again to better their previous score. 
 
 
 
 
Swap Knots 
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How to play: 
In Great Britain they have a game called Dr. Tangle that the kids love to play on the 
playground. The game of Knots has been around along time and is a favorite among 
ROPES facilitators. This game is a combination of both of these fun games and I think 
you will see the value to it. Make groups of 8, 10, or 12 members each. Give a bandanna 
or three-foot piece of rope to ½ the group. The players with the rope put them on the floor 
so they cross each other in an asterisk like shape. Once this is done, invite the other 
players in the group to take hold of the other ends of the ropes. This is where the Dr. 
Tangle comes in. Allow each group two to three minutes to tangle the ropes as much as 
possible without letting go of the ends. At the end of the time, ask the teams to carefully 
place the tangled ropes on the floor so the ends of the ropes can be seen. Once this is 
done, ask the groups to move to another team’s tangle. Each player will grab the end of 
one of the ropes and the group will try to untangle the ropes until they are standing in 
pairs. The first group to untangle is awarded 10 points, second will get 7 points and third 
will get 4 points. After each group has become free, ask them to repeat the process and 
play again. Play to 25 points or play for a set amount of time. You’ll like this one. 
 
 
 

Israeli Games  (not presented in workshop) 
 
 
Tiger Ball 
 
In this game from Israel, play starts with players formed into a minimum of two circles.  
In the center of each circle place four standing plastic bottles and give each circle two 
"nerf" balls.  Each group will then select two of its members to go to another circle.  It is 
the job of these two players to guard the bottles in that circle while the remaining circled 
group members try to knock the bottles down as quickly as possible.  If a bottle is 
knocked down it remains down and circles are competing against one another to see 
which group can knock down both bottles first.  After each round select 2 new players to 
go to the other group and record scores.  Teamwork occurs both within the large group 
and between the 2 players. 
 
 
Hold-the-Rope 
 
Select equal teams of 5 to 6 participants providing each team with a short rope.  Make it 
clear that each member must hold onto this rope with both hands for the entire duration of 
this activity.  Prior to beginning this cooperative relay, place a hat for each player in a 
pile at the other end of the playing area in front of each team.  Explain that each team 
must run from one end of the play area to the other while holding the rope, put on the hats 
anyway they can without the use of their hands (remember all hands must be holding on  
to the rope), and be the first to return with all participants wearing a hat to their starting 
point.  If a hat is dropped on the way back to the line, the team must stop and replace the 
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hat before continuing on.  If you don't have enough hats, anything they can balance on 
their heads can be used (bean bag, a small box, etc.).   I have used Kentucky Fried 
Chicken Buckets with great success (and they are easy to store).  Hold-the-Rope will not 
only hold participants attention, but help your group to hold onto the concept of working 
cooperatively as a team.  
 
 
Catch My Tail 
 
Provide each participant with a ribbon that they tuck into their belt or back of pants.  
Randomly have participants get into pairs.  Explain that when you give the signal, each 
one tries to remove their partner’s (and only their partners) tail (ribbon).  Each player 
who is able to remove their partner’s tail first scores 1 point.  As soon as the partner's tail 
is removed each couple sits down and watches the others until all participants are seated. 
At this point have all participants return their ribbons to their belt/pants and have them 
get with new partners.  Play again per the above instructions.  A full game usually 
consists of 5-7 rounds. At the end of the game points are counted and the player with the 
most points is the winner.   
 
 
Musical Painting 
 
Begin by providing each participant with a piece of thick paper and a marker.  Next, have 
all participants stand in a tight circle, one behind the other, facing counterclockwise with 
each player holding his/her piece of paper on the back of the player in front of him.  Play 
any popular tune and all the players must move in time to the music.  Meanwhile, each 
player tries to draw a picture of a predetermined subject.  At the end a showing of the 
pictures is held, and the first-, second-, and third-place winners are determined by the 
votes of the participants. 
 
 
The Zoo 
  
Set up for this activity by drawing a large circle on the ground  and then creating a 
number of smaller circles (representing cages) arranged around the rim of a larger circle.  
The number of cages should be about three-fourths of the number of players 
participating.  Start by calling out the name of an animal or bird that has a particular 
walk, such as the penguin, that will determine the means of walking during that round.  
Have all participants begin walking (imitating this walk of the animal or bird) clockwise, 
one after the other and on the line of the large circle.  As they are walking, they must step 
through the cages and when a signal (previously decided upon) is given, all the players 
have to stop and stand still.  All those who were caught in a cage are not allowed to 
continue to play in the next round until someone who was not caught frees them by 
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gently giving them a light push out of the circle.  Each round change the mode of walking 
and the music and watch to make sure that all participants get released from their cages. 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

***Disclaimer*** 
 
These games have been research, compiled, and personally collected over the past 20 years by Gregg A. 
Catalano (DBA- Physicians of Phun).  Like life, this handout contains games that, in an unfortunate 
combination of circumstances, could result in emotional and/or physical harm.  Before you use a game, 
you'll need to evaluate it on its own merit for your group, for its potential risk, for necessary safety 
precautions and through advanced preparation for any possible negative results for the participants.   
Gregg A. Catalano is not responsible for, nor has any control over, the use or misuse of any game published 
in this handout 
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Teaching Tools Presented in the Workshop 

 
 
 
Team Review 
 
Divide students in to teams of 3-4.  Create 4 questions that will review material presented 
(best if each question has a number of points).  Teams work together to try to answer 
each question receiving 1 point for each answer that they get correct.  Award prizes to the 
team that accumulates the most points.  Questions presented at workshop:   
   1.   Good teachers are . . . (gave the clue that all answers begin with “F”) 

2. Ellen’s important points of the year are . . .  (6 answers) 
3. From Ellen’s summer experience, what were the 7 things she learned that can help 

you to become a better teacher this year? 
4. What are the 6 gears you can shift to in kids heads 

 
 
True/False Chair Race 
 
Divide class into 2 teams.  Generate a number of true/false questions which are used to 
review previously taught material.  Place 2 chairs at opposite sides of the room.  
Designate one chair as the “true” chair, and the second chair as the “false” chair.  Have 1 
participant from each team come to the center of the room, read the question and the first 
one to be sitting in the correct chair gets a point for their team. 
 

Pictionary Relay 
 
This is a variation of the Pictionary game written up in your Religious School Games.  
Have all participants form small groups (6-8 is perfect),  Explain the rules of Pictionary 
and then have all group members’ number off.  Invite all #1’s to join you in the center 
and provide each of these individuals with a prepared  Pictionary card.  On “Go” these 
individuals return to their group and without speaking draw the selected picture.  Other 
group members shout out guesses, and when guessed the #2 person in the group runs up 
to the leader to get a new card.  They return to their group and start drawing.  Winning 
group is the first group to finish with all members drawing.  
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What's the Question? 
 
This is a great way for students to do some reverse thinking.  Explain that you will be 
providing an answer to a question and that they will have to come up with the question 
that matches that answer.  To ensure clarity, provide a few examples of answers in search 
of questions. Ask, 'What's the question?', and get students to correctly say the 
corresponding questions for your answer.  There are 2 variations to this activity: 
     1. Divide your group into 2 teams.  Have two players (one from each team) come to 
   the front of the classroom. Style it like a game show if you like, with the students 
   standing side-by-side. If you have access to bells or buzzers, it's even more fun. 
  With both players next to you, read an answer to a question and say, 'What's the 
    question?' The fastest player to write the answer on the board or respond correctly 
   to you wins a point for her/his team. Invite 2 new contestants from each team to 
   come to the front for the next round and continue in this fashion until all students 
   have had an opportunity to play.  
     2.   Have students write (either individual or as a team of 2-3) the answers to 
   questions on their own sheet of paper.  1 point is provided for each correct 
   question written that matches the answer you provide. 
 
 
Photo Scavenger Hunt 
 
Put students into small groups and provide each with a digital camera.  Give each team a 
list of different things that they need to take a photograph of.  Have students work 
together to identify and photograph each item on the list.  With the ease of creating a 
slide show download pictures take and then lead a discussion of each of the items that 
were photographed.  Don’t forget to include some funny things for your students to do. 
 
 
Picture Puzzles 
 
Take photos of the content you are going to present to students.  Laminate these photos 
and then (if appropriate), cut the picture into several pieces to create puzzles.  Begin the 
lesson by having students put the puzzle pieces together and then once completed; they 
have a visual that they can look at while you are discussing the information related to the 
photograph. 
   *note:  use some of the best photos taken by students after completing the “Photo 
     Scavenger Hunt” for your puzzles. 
 
 
Word Find 
 
Create a word find of various Hebrew words/Holidays that students can discuss.  Break 
your group into teams of 4-6 and have a word find posted in separate areas of the room 
for each team.  Explain that on the “Go” command, one student from each group will 
walk quickly to their word find and find one of the words listed.  As soon as the word is 
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found, they circle it and quickly walk back to their group and tell their group members 
the word.  Immediately, another member goes up to the word find and tries to find 
another word but while they looking for another word, everyone else in the group 
brainstorms things about the word that was brought back.  Continue in this fashion until 
all the words are found and give the 1st place team 10 points, 2nd place team 7 points, 3rd 
place team 5 points, etc.  Play doesn’t end when the first team finds all their words for the 
activity ends when all teams have completed their word finds and then points are awarded 
for every correct brainstorming idea generated by the group.  Total all points and declare 
the winner team. 
 
 
Who has the . . . / I have the . . .  
 
A great review activity that gets everyone involved and participating.  Start by creating a 
classroom set of cards (enough so that each student has one).  Each card will be broken 
into 2 halves.  On the first card in the top have write the word “Start.”  This individual 
will start the review by reading what is in the bottom half of their card.  The example 
provided in the training was: “who has the Dreidel?”  All students look at the top half of 
their card and the person who has the “Dreidel” says: “I have the Dreidel and it’s a . . . 
(providing a description of it provided).”  That person then reads the bottom half of their 
card that prompts the next person.  Our example in the training was “who has the father 
of Isaac?”  This continues until all students have had a chance to share their information 
and ask the question . . . “Who has the . . . “ 
 
 
Glossary Terms 
 
Prepare ahead of class index cards that have one glossary word you will be using in your 
lesson with a description of the meaning of that word.  As you teach your lesson 
emphasize each word and at that time the student with that word restates the word and 
then provides the definition for that word.  Great activity to review words and work on 
your students listening skills! 
 
 
Spelling Survivor 
 
Make a list of vocabulary covered in previous lessons. Have students stand. Call out a 
vocabulary word. The first student begins by saying the word and giving the first letter, 
the second student the second letter of the word, the third student the third letter, and so 
on until the word is spelled correctly. If somebody makes a mistake they must sit down 
and we start from the beginning again until the word is spelled correctly. The last student 
must then pronounce the word correctly and the next person completes that word by 
giving a definition in order to stay standing. The student who is left standing is the 
"survivor" and wins the game.  
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Table Top Review Challenge 
 
After presenting your lesson, have student get into small teams of 3-5 and ask them to 
develop and write down 10 review questions related specifically to the day’s lesson (if 
students took notes they can use their notes).  Once review questions are generated have 
students compete against another group by swapping their questions with that group.  
Give groups a predetermined amount of time to answer the questions and then review the 
questions and give 1 point for each correct answer. 
 
 
Timed Review 
 
Time the class to see how long it takes everyone to share one thing they learned from 
your class that day.  Explain that each person must stand and as quickly as possible (one 
at a time) share a fact or something they learned in your class.  Once that student has 
shared s/he remains standing and another student states something.  Continue until 
everyone has shared and is standing.  Stop the stopwatch, congratulate the group and then 
use this another time and challenge your class to beat its previous record. 
 
 
Horse Race Review 
 
Create a horse track in your classroom by creating a large circle with markers and equal 
distance apart from each other (I like to use masking tape strips on the floor).  Create a 
list of multiple choice/1-2 word answer questions and pair students.  Have all student 
come up with a creative name for their horse (actually the 2 of them) and have everyone 
line up at the starting line.  Read the first question and on a dry board/piece of paper the 
team determines the correct answer and then on your “Go” command holds up their 
answer.  Correct answers get to move to the next marker.  Play until one horse wins, a 
horse shows and a horse places.   
     
 
10 Principles (Card Trick) 
 
Prepare for this wonderful closing activity by creating 1 set of 10 cards for each student.  
The example provided in the training was 10 Jewish Principles to Live By.  Give each 
student a set of these cards and briefly discuss the 10 Principles.  Next, ask each student 
to shuffle the cards and turn them face down.  Explain that neither they nor you know 
where any specific card is.  Ask students to deal, face-down, two piles of cards onto the 
table.  Each pile must contain 5 cards.  Place these two piles side by side.  Now, turn over 
and look at the top card of the right-hand pile.  Have students stare at it so they don’t 
forget the Principle.  Then, place it back, face-down, on top of the pile from which you 
removed it.   
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Next, pick up the left-hand pile of cards.  Give them a choice to discard 1, 2,3 or even 4 
cards from that pile.  Have them put the discarded cards way over to the side and out of 
the way (you won’t be using these again).  Finally, place the cards that remain in you 
hand face-down onto the right-hand pile. 
 
You now have buried that Principle and explain that it would be impossible for you to 
know exactly how deep in their pile the card is. 
 
Explain that we are going to mix the cards further.  Ask students to listen carefully to 
your instructions.  Say: “I want you to pick up the pile that contains your card and turn it 
face-up in your hand.  Deal what is now the face-up card onto the table.  I now want you 
to take the next face-up card and place it onto the bottom of the stack in your hand.  
Then, deal the next card onto the other face-up card on the table, with the next card going 
under the hand-held stack.  The next card goes onto the growing pile of cards on the 
table, with the next card going under the stack in your hand. 
 
Continue this alternating process until you have all of the cards form the pile in your hand 
face-up in a stack on the table.  You now have mixed the cards up.”  Instruct students to 
pick up the pile from the table and turn it face-down in your hand. 
 
Have students look at the first card and read the Principle.  Tell them that you will 
determine when they are looking at the Principle they chose.  Tell them that no one is 
looking at their original Principle.  Repeat this process with the 2nd card.  Again, tell them 
that you believe that no one is looking at their original Principle.  Have them turn the 3rd 
card over – stop and say you sense something.  This is amazing (like the Principles) I feel 
that everyone is looking at the Principle they chose (which they will be!). 
 
Challenge the students to focus on that one Principle for the next week (while also living 
the other 9) and inform them that you will begin next week’s lessons discussing what you 
did to live that Principle. 
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How to Make a “Little Book” 
 

1. Fold a sheet of paper in half: 
 
 

2. Fold again: 
 
 

3. Fold again: 
 

4. Unfold the paper completely, but then refold it just as you did for #1. Be sure that 
the fold is at the top, and the open end is at the bottom. 

 

 
5. Cut along the fold of both pages only where shown in red.  

This means that you will cut halfway down the vertical crease,  
but you will stop at the horizontal crease. 

 
6. Unfold the paper completely again, but then refold it lengthwise. The portion that 

you have already cut will now be along the top (shown here in red): 
 

7. Hold the paper as shown here, and then push both ends toward the center, 
allowing the paper to fold into an x-shape.  

 
 
 
 
 
 
 
 
 

 
8. Flatten the “x” neatly and precisely.  Doesn’t the paper look like an open book 

now? 
 
 
 
 
 
 
 

9. “Close” the book by folding it. Crease all folds carefully and precisely. You now 
have a “Little Book.” 

 
 

. 
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How to Make a Magic Pocket 
 

1. Get out two sheets of construction paper that are different colors (light colors, 
such as pale yellow and green). Make sure that they are exactly the same size. 

 
2. Cut ONE of the sheets of paper in half. Keep only one of these half-sheets to 

make the magic pocket. Discard the other half of this sheet. You will not use it 
today. 
 

a. Fold the half-sheet in half like this (so it’s skinny). 
 

b. Open up the folded sheet and then cut along the fold to make two thin 
strips like this:  
 

3. Now you are ready to work with the SECOND sheet, the full one. 
a. Fold the full sheet in half so that it is fat, not skinny. Fold this folded sheet 

in half again so that it is skinny, this time. 
 
 
 
 

 
 
b. Unfold this sheet halfway. Turn the folded edge down toward your hand. 

Start cutting up from the folded edge.  It is important that you STOP 
cutting when you reach the fold that is in the center of the paper. It is 
equally important that you cut all the way to this fold. Notice the arrows 
below. They show you where to make the cuts. 
 

 
 
 
 
 
 
 
 

c. Unfold the paper completely. It should look like this: 
 
 

d. Starting at the bottom of the full sheet, weave 
one of the strips of paper, OVER and under, as  
shown here (see arrow at left). When finished,  
weave the other strip of paper, UNDER and over, 
as shown  

 

Open end at top

Closed, folded end at bottom

Fold
Cut
































